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It's not every game that lets you stalk through a dense open world 
tracking a herd of robotic animals that draw you into the path of a 
mechanical T-Rex, only to have the sheer amount of combat options 
be the thing that overwhelms you; do you tie the beast down or try 
to Freeze it? Do you Knockdown and Override one of the smaller 
machines as a distraction, or do you aim to knock the Thunderjaw’s 
Disc Launcher loose? You know that the right combination of 
calculated actions can instantly reduce this deadliest of foes to 

a pile on the floor, and that feels good. 


We at Future Press share a bit of an obsession with videogames 
that feature well-crafted third-person combat (except Bruce, he'll 
play anything). That, along with those lush vistas and its wonderful 
setting, is what attracted us to Horizon Zero Dawn and it’s what kept 
us playing hundreds of hours later. It’s not just the combat, though. 
Playing the game for months to search out its every secret was a joy 
—the visuals, the story, the combat and the world all come together 
perfectly. It's obviously a game its creators loved spending those 
years making, and we hope it’s just as obvious that this is a book 
we loved spending months putting together. 


CHAPTER OVERVIEW 


SPOILER LEVELS 


This book is designed to avoid spoiling story and plot details,as.m 


possible. Sometimes that’s unavoidable, though, so we've used the nee 


structure to help you read only the parts that make sense for you. The 
further through the book you go, the more likely there is to be spoilers. If 
you're just starting the game then stick with the first two chapters and refer 
to chapters 3 and 4 only when you need help progressing. Once you've 
reached the later parts of the game then using chapters 5 and 6 won't spoil 
anything. Only those who have seen the game through should venture 
into the story-related parts of chapter 7. 


Chapter 01 TRAINING Mandl 


If you need to know the basics, this is the place to come. Learn about 
Aloy’'s movement and stealth options and how to properly explore the 
game's vast world (and take beautiful pictures of it with the Photo mode). 


Chapter o2 HUNTING GUIDE 


Ready to dig in to the options at your disposal? This is where you'll find 
details on all the weapons, Skills, traps, potions and Outfits in the game, 
and we'll show you how to get the most out of each one. 


Chapter o3 HUNTING TARGETS 


The machines are the stars here. We pick each one apart and provide 
strategies for taking them down without breaking a sweat. Human 
enemies and wildlife are also covered, just in case you're hunting a 
different type of target. 


Chapter 04 QUEST GUIDE 


If you're about to start a new quest, or are looking for something to do in 
the area, this chapter will be your guide. The Main Quests walkthrough 
takes you through the whole game and suggests appropriate diversions 
along the way. The Side Quests, Errands and Activities are also covered 
here, along with a full guide to progression for those who want see the 
optimal route through everything the game has to offer. 


Chapter 05 REGION GUIDE 


If there’s something to be found anywhere in Horizon’s vast world then it'll 
be marked on the maps in this chapter. Split across the game's regions and 
major settlements, with accompanying lore text from the game's writers, 
we reveal the locations of all Datapoints and Collectibles. 


Chapter o6 HUNTING GEAR 


Want to know how much something costs or where you can buy it? This 
reference chapter has you covered. The charts here are perfect for all your 
item and crafting-related needs. 


Chapter 07 THE NOTEBOOK 


The tribal sci-fi story is a huge part of what makes Horizon great, and it’s 
integrated into every part of the game. This chapter explores the game’s 
characters and story through bios, summaries and interviews with the 
team at Guerrilla Games. 


ABOUT THE Data 


As with any guide published in the age of 
online patches, there’s a limit to what we 
can do to prevent the data in this book 
from become outdated in the future. The 
release date of this book allowed us to 
include any changes from the game's first 
patches. And since Horizon Zero Dawn 

is a fully single-player experience, we're 
confident that further changes to the 
game's balance will be minimal. Dennis 
Zopfi, the game’s Machine Combat 
Designer, told us he wants empty boxes 
in our books to write in updated data. For 
this book at least, that wasn’t necessary. 


ICON LEGEND 


If you're reading any part of this book 
and wondering what a particular icon 
means, then there are a couple of places 
you can go. The first is the poster — the 
full icon legend should be visible when 
it’s folded. The second is the ‘About This 
Chapter’ page at the start of the Quest 
Guide (P270). Keeping the bookmark 
ribbon there is a good idea until you're 
familiar with the icons. 
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If you want to hunt anything big- 
ger than a Grazer with any kind of 
finesse, you'll need to be familiar 
with almost everything on the 
following pages. This chapter 
serves as a primer (or reminder) 
on the systems and mechanics in 
Horizon Zero Dawn. Any ques- 
tions you might have about Aloy’s 
basic movement and abilities can 
be answered by a quick look here. 


wf 
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Unlike other parts of this book, this chapter is best read before 
playing much of the game. Many of the mechanics the game uses 
are a unique mix of familiar elements. Though much can be assumed 
based on experience with other games, it’s sometimes best to be cer- 
tain about things, to avoid any nasty surprises. That said, we'll begin 
with the very basics. 


THE ESSENTIALS 


he topics covered here are essential to progression within the game. 

Though they may seem basic, they can be quite daunting to those 
who aren't well practiced in the ways of the modern open world adven- 
ture genre. If that includes you, then consider this your starting point, 
where you can familiarize yourself with the various elements of the in- 
game menu structure and how and where to save your data. 


SAVING & LOADING 


Hower Zero Dawn uses three types of save files - Autosaves, Quick- 
saves and Manual Saves. Your progress will be Autosaved at certain 
predetermined points, typically when you complete quest objectives or 
advance the story. You may perform a Quicksave by visiting any Campfire 
and pressing ©; this convenient feature will generate a new Quicksave 
file and set the Campfire as your respawn point without requiring you to 
open the Save menu, allowing for uninterrupted gameplay. 


You may also perform a Manual Save at any Campfire by pressing ©, 
which will open the Save menu and prompt you to either create a new 
file or overwrite an existing slot. A combined total of ten Autosaves and 
Quicksaves will be retained before the game begins overwriting the 
oldest of these files each time a new one is generated. Manual Saves are 
permanent and can only be overwritten or deleted by directly accessing 
the Save menu. 


When you boot the game for the first time, you'll need to choose the 
‘New Game’ option to begin playing. After you've created at least one 
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save file of any type, the ‘Continue’ and ‘Load 
Game’ options will appear on the Title Screen. 
Selecting ‘Continue’ will automatically load 
your most recent save file, while choosing 
‘Load Game’ will allow you to manually select 
which of your save files you wish to load. 
[>0 1] 


DIFFICULTY SETTING 


ou'll be prompted to select a difficulty set- 

ting when you first begin a new game, but 
you can also change this setting at any time 
later on. This setting modifies the damage 
Aloy deals to enemies, as well as the damage 
she receives from them, but does not affect 
item drop rates or the amount of experience 
gained from quests or combat. 


Difficulty Setting Damage Dealt Damage Received 


to Enemies by Player 
Easy 125% 50% 
Normal (Default) 100% 100% 
Hard 90% 125% 
Very Hard 80% 150% 


LEVELLING UP 


haracter progression relies on a standard 

system of levels and experience. Aloy 
begins her journey at level 1 regardless of 
the difficulty setting; she gains experience by 
defeating enemies and completing quests, 
eventually reaching certain thresholds at 
which her level will rise and her capabilities 
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Level Requirements 


Level Experience Level Experience Level Experience 


1 = 7 16000 34 33000 
2 1000 18 17000 35 34000 
3 2000 19 18000 36 35000 
4 3000 20 19000 37 36000 
5 4000 21 20000 38 37000 
6 5000 22 21000 39 38000 
IESTaNTFutn anv? 7 6000 23 22000 40 39000 
HITE 7 8 7000 24 23000 4 40000 
wi 9 8000 25 24000 42 41000 
10 9000 26 25000 43 42000 
"1 10000 27 26000 44 43000 
will increase. Aloy starts with 210 health, and can achieve 12 1000 28 27000 = mani 
: : ‘ 13 12000 29 28000 46 45000 
a maximum level of 50. With each level-up she gains one a a 
oa ice St ; 13000 30 29000 46000 
additional Skill point and a permanent 10-point health boost, 
; A : 15 14000 31 30000 48 47000 
leaving her maximum possible health at 700. 
16 15000 32 31000 49 48000 


33 32000 50 49000 


THE HUD — 


he HUD (short for Heads-Up Display) is 

a layer of on-screen information that will 
assist you in navigating the game's world and 
in making effective use of your weapons and 
items. The HUD displays your current health, 
remaining ammo, item reserves, direction of 
travel and various other things that help to 
keep you alive and oriented. You'll be relying 
heavily upon this information throughout 
Aloy’s journey, so be sure to familiarize your 
self with the HUD and its functions. 


W Tool Wheel Quick-access inventory selector. Allows use of the Medicine Pouch, 
Traps, Potions and certain Skills via the Directional Pad. 

VY Health Meter Displays current/maximum. 2 2 ee 
health and Medicine Pouch V 
contents. Health is represented 
numerically and by the large red 
bar. Medicine Pouch contents Selected Shows the currently-selected weapon and ammunition. Expands into 
are represented by the small Weapon the Weapon Wheel by holding 
green bar. Remaining Medicine 
Pouch bars are represented by 


Interaction Shows available interactions with NPCs or the environment such as 
Commands conversations, mounting an Overridden machine, looting defeated 
enemies and inspecting clues. 


the green crosses. HUD Settings 
\y/. ‘Compass paige eect e In the Settings menu you can control exactly what you want to appear on 
objectives, locations and impor. YOUr HUD. The ‘Quest Pathfinding’ and Waypoint Pathfinding’ options let 
tant NPCs such as merchants. you choose whether or not a there’s a route line on the map to lead you 
WT eelenne cous current level and to an objective — either a waypoint you set yourself in the case of Way- 
Xperience required for levelup. int Pathfinding, or leading to the current objective in the case of Quest 
Ny “Quecreg ea Pathfinding. If you set the HUD type to ‘Custom’ the ‘Custom HUD’ menu 
WV Stealth Binary readout showing current will appear, allowing you to fully customize what you see on screen. This is 
Indicator stealth status: visible (open eye) — perfect for players who want as little navigational help as possible but still 
oriconcealed (closed eye}. need to see the more combat relevant items. 
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HEdLTH 


he most important item shown on the HUD is the Health 

Meter, represented by a red gauge split into four seg- 
ments. If this gauge drops to zero you'll find yourself back 
at the location of your last save with your progress lost, so 
paying careful attention to the Health Meter is crucial. Aloy's 
health will decrease when she takes damage from enemy 
attacks or environmental sources such as fire, exploding 
Canisters or long falls. She can recover lost health by using 
the Medicine Pouch or consuming healing potions. If Aloy's 
health falls below 25% she can automatically regenerate it 
back up to the 25% mark, but only if she can avoid damage 
long enough for her recovery period to begin. 25% isn't a 
lot, though, so this isn't something you'll want to rely on. 
[-0 1] 


Overhealing 
Aloy can also take ad) em commonly known 
as ‘overhealing, whereby 1g ith Boost Potion will 
temporarily increase her maximum health by 150 points 
(even going above her current maximum health). The bonus 
health Aloy gains is shown as a yellow layer on top of her 
Health Meter, which will steadily drop over a period of less 
than two minutes. After this time limit runs out, if she didn’t 
take any damage, then Aloy will be left with however much 
health she had before using the potion. 


THE MEDICINE POUCH 


hen exploring the game's vast territories, you'll often 

come across several types of medicinal herbs growing 
wild. These plants can be harvested (by pressing @) and 
stored in the Medicine Pouch, providing a backup source of 
healing to supplement your health potions. In contrast to 
the instant effects of potions, however, health recovered 
through use of the Medicine Pouch is gradually added to 
the Health Meter over time. Each plant you collect adds 
a certain percentage to the green Medicine Pouch Meter 
directly beneath the Health Meter. [>0 2] 


The percentage shown on the Medicine Pouch Meter will 
restore an equivalent amount of Aloy's health when used by 
pressing # on the D-Pad. The Medicine Pouch has an initial 
maximum capacity of 200%, allowing for a total of two 
complete recoveries. Once its contents go above 100% 

a green cross icon will appear below the Medicine Pouch 
Meter, indicating that another 100% recovery is available in 
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addition to the amount currently displayed by the green bar. 
Learning the ‘Herbalist’ Skill will double the pouch’s capacity 
to 400%, while learning the ‘Healer’ Skill will triple the rate 
at which the pouch's contents are converted to health. 
Despite its limitations, the Medicine Pouch does provide 
certain advantages over healing potions. Aloy will only use 
enough of the pouch's contents to fully restore her health, 
saving any remaining Resources for later (in other words, 

if Aloy's current health is at 60% and the pouch contains 
140%, pressing # on the D-Pad will transfer 40% from 

the pouch to the Health Meter, while leaving the remaining 
100% in the pouch). Moreover, if Aloy takes damage while 
her health is being restored by the Medicine Pouch, the 
pouch's contents will continue being converted until it is 
completely empty, automatically healing the damage she's 
just taken. 


Medicinal Plants 


Medicine General Location Medicine Pouch Gain 
Hintergold Near Water 10% 
Wild Ember Wooded Areas 20% 
Valley's Blush Open Areas 12% 
Ochrebloom Near Roads 16% 
Gray Omen In Cauldrons 20% 
Salvebrush Snowy Areas 15% 


KILLS 


Bs 


vg CRAFTING POTIONS POUCH UPGRADE 


ee j— aL so ADE 3 


BASIC GAME FEATURES TOOLS 


TOOLS 


he Tool Wheel, on the bottom left of the HUD, allows you 

to immediately use the Medicine Pouch, Potions, Traps, 
Rocks and certain Skills without having to open the Main 
Menu. This HUD element plays an integral role in combat 
situations, when you'll need quick access to tactical options 
on the fly. Always confirm the positions of important items 
on the wheel such as healing potions and proximity mines 
before engaging an enemy. The Too! Wheel also allows you 
to avoid direct combat by drawing individual enemies into 
patches of tall grass using the Lure Call Skill and finishing 
them with a Silent Strike, or by distracting them with the 
noise from a thrown Rock while you sneak away. [> 3/4] 


Using ITEMS 


PF ressing # on the D-Pad activates the Medicine Pouch, 
while pressing ¥ uses the item currently selected; 
pressing @ or ® cycles between available items and Skills. 
In addition to standard items, the Skills ‘Lure Call’ and ‘Call 
Mount’ are also used in this manner and their icons will 
appear in the Tool Wheel once they have been unlocked. 
Note that the Call Mount icon will be shown any time an 
Overridden mountable machine is available, even if the Skill 
itself has not yet been learned. 


POTIONS 


Poors are divided into two categories based upon 
what they do: healing potions and resistance po- 
tions. Healing potions instantly recover Aloy's health 
or briefly increase the amount of damage she can sustain. 
Resistance potions, meanwhile, provide large, temporary 
boosts to Aloy's defense against the appropriate elemental 
damage and status ailments. Potions can be crafted from 
the Inventory tab in the Main Menu. Aloy can initially carry 
up to 3 potions of each type, but this can be increased to a 
maximum of 12 by upgrading the Potions Pouch. [>0 5/6] 
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ROCKS 


n indispensable cornerstone of your arsenal, 
Rocks can be gathered just about anywhere 
outdoors. They can also be found in certain types of 

treasure boxes and purchased in bulk from merchants, but 
nobody in their right mind would actually buy a bag of rocks, 
tight? Nevertheless, these humble projectiles are useful for 
creating distractions even late in the game, making them 
especially valuable for stealth-loving players. 


A thrown Rock will generate a loud noise wherever it lands, 
drawing the attention of any hostile humans or machines 
within earshot. Enemies will turn toward and slowly ap- 
proach the source of the noise, providing opportunities to 
either group them together in preparation for an area attack 
or lure them one by one into explosive traps or tripwires. 
Rocks can also be used to clear an escape route without 
revealing your presence, but be warned: directly striking 
any enemy with a Rock will immediately alert them to your 
location, forcing you into combat. 


\ SS 


...and you'll have no trouble luring them into 
your carefully placed trap. 
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TRAPS 


T raps are stationary devices which detonate 
either in proximity to or on contact with hostile 

humans and machines. Aloy has access to three 

types of Trap: Blast Traps, Detonating Blast Traps, 
and Shock Traps. Blast Traps explode and deal damage 
when an enemy enters their proximity (within a roughly 2m 
radius). Detonating Blast Traps explode and deal damage 
upon contact with an enemy or when shot by Aloy [0 1]. 
Shock Traps detonate within 2m proximity to enemies and 
release an electromagnetic field that increases Shock sever 
ity and eventually inflicts Shock [>O 2]. 


BLAST TRAP 

Best placed on an enemy's path, these are 
good for landing an unexpected opening blow 
in a battle. 


SHOCK TRAP 
Shock Traps can provide a great opportunity to 
Override dangerous targets. 


DETONATING BLAST TRAP 

Perfect for hitting multiple enemies as they 
group together, because you choose when 
they explode. 


From the Main Menu, press (9 
to access this useful sub-menu. 


veSTS NoTESoOK @ 


to highlight the ‘Notebook’ tab 


BASIC GAME FEATURES THE NOTEBOOK 


THE NOTEBOOK 


he Notebook holds a variety of information on machines 

you've encountered, the collectable items and Data- 
points you've acquired, and general statistics related to your 
progression through the game. Here we'll take a quick look 
at the various things it tracks. [>0 3] 


MaLHINE CATALOGUE 


he Machine Catalogue contains entries detailing 

the appearance, behavior and weaknesses of 
every machine in the game, as well as the Cauldron 
where each machine's Override can be obtained and any 
loot dropped by that machine. Scanning a machine with 
the Focus will add its entry to the Catalogue, so be sure to 
scrutinize every new machine you encounter in order to fill 
out this section of the Notebook. Check out the Hunting 
Guide chapter for a deep dive into how your mechanical 
prey function [>O 4]. 


COLLECTABLES 


- liveness in Horizon Zero Dawn is a term that 

collectively refers to Metal Flowers, Ancient 
Vessels, Banuk Figures and Vantage Points [>0 5]. 
The Notebook's ‘Collectables’ tab shows which of these 
items you've already acquired and how many pieces are 
still missing from each set. There are three sets of each of 
the four types of Collectables, and once you've completed 
a set you may trade them in (with the exception of Vantage 
Points) to one of the specialized merchants in Meridian. 
Doing so rewards you with a Treasure Box (see P578). For 
more detailed information on Collectables, there's an entire 
Notebook chapter starting on P506. 


DaTaPoinTs 


C7 D atapoints are scraps of information which may 


serve as clues pointing the way forward or pro- 
vide background exposition on the world of Horizon 
Zero Dawn. They can be found in the form of text logs, 
audio recordings, holograms or occasionally handwritten 
notes. In this section of the Notebook, you may review any 
Datapoints you've already located and see how many still 
lie undiscovered [90D 6]. 
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Game PROGRESSION 
0) he ‘Game Progression’ tab tracks your total 
game completion based on the percentage 

of Quests and side activities you've completed, 
Collectables and Shadow equipment you've obtained, and 
Machine Catalogue entries you've unlocked. Many of these 
metrics are tied to Trophy requirements, so this section of 
the Notebook can be helpful for determining how close 
you are to earning certain Trophies. If you want to find out 
exactly how much quests, activities or simply upgrading 
your gear is worth towards you progression, please refer to 
P599. 


PHOTO MOE 


he ‘Photo Mode’ feature is used in con- 

junction with the PlayStation 4’s Share 
button for capturing custom screenshots. 
Activating Photo Mode via the Options Menu 
provides increased control over the in-game 
camera as well as access to a variety of 


STATISTICS 


ULL, M uch like the ‘Game Progression’ tab, this section 
of the Notebook monitors a miscellany of sta- 
tistics such as the number of enemies and animals 


you've defeated, the number of critical hits and Silent 
Strikes you've performed, and the number of Campfires 
you've lit. The primary difference is that with the notable 
exception of Silent Strikes, most of these metrics are unre- 
lated to Trophy requirements. 


12 By crane up ff Crane down @ Reset @ hideut 


Func’ 


Expands or narrows the camera’s viewing angle, adjusting how much of the 
game world is visible in the scene. 


Rotates the camera on a longitudinal axis, tilting its view to either side. 


filters, overlays and color balance settings Option 
[=D 1]. When you've adjusted these param- Field of View 
eters to your liking, simply press the Share er 
button and select the ‘Screenshot’ option to - 

Hide Player 


Turning this option on will make Aloy and her shadow invisible. 


save the image (or hold the Share button for 
a couple of seconds for a quicker way to get 
the same result). 


Depth of Field 


Limits the camera's range of focus to a specified distance from Aloy, causing 
everything outside that range to appear blurry. Sub-settings for adjusting 
focus distance and lens aperture size will appear if this option is turned on. 


Brightness 


Increases or decreases the overall levels of light picked up by the camera. 


Over Exposure 


Adjusts the camera's balance of highlight and shadow. 


Colorize 


Applies a variety of color filters to the scene. 


Intensity 


Adjusts the intensity of the color filter selected with the ‘Colorize’ option. 


Time of Day 


Dynamically adjusts the time of day in the scene, including shadow angles 
and ambient lighting. 


Overlay 


Applies a variety of color and texture overlays to the scene. 


Border 


usine 


Applies various borders, frames and artistic patterns to the scene. 


RESTART Fon SAVE 


Vignette 


sua 


Displays a small Horizon Zero Dawn logo in various locations onscreen. 


Darkens the borders of the scene while brightening the center. Sub-settings 
for vignette size and intensity will appear if this option is turned on. 


Film Grain 
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Applies a film grain overlay to the scene, adding a nostalgic photo film 
texture. A sub-setting for adjusting the texture’s intensity will appear if this 
option is turned on. 


g NAVIGATING 


s 


This section covers everything you might 
need to know when traversing Horizon 
Zero Dawn's world and tackling its many 
quests and activities. You'll find informa- 
tion on navigating, scanning, item man- 
agement, quest types and much more on 
the pages that follow. 


LEARNING 
TO FOCUS 


he Focus is an augmented reality device that gathers 

and processes data from the surrounding environment, 
displaying its assessment as a hologram visible only to 
its wearer [9D 2]. It offers a variety of functions such as 
scanning Datapoints, marking targets and tracking their 
movements, highlighting enemies’ patrol routes and weak- 
nesses, and detecting trails left by humans and machines. 
The Focus’ ability to see the unseen makes it one of Aloy's 
most invaluable assets and you'll be constantly relying upon 
it throughout the game, so consider setting aside some 
time after the opening sequences to familiarize yourself 
with its features. 


To toggle the Focus interface on or off, press (R3). Beware 
that while the Focus is active, Aloy'’s movement speed will 
be reduced to a crawl and she will be unable to access 

he Weapon or Tool Wheels; if she is attacked in this state, 
initiating an action such as rolling or aiming will instantly de- 
activate the Focus and revert to the default HUD. Bear this 
in mind while approaching enemies or traversing dangerous 
areas in order to avoid being caught off guard. 


Focus Overview 


No. Element Name 


VY Target 
VW Enemy Level 


‘a Displayed 


Name and affiliation of the currently- 
highlighted target. 


Level of hostile units. Indicates combat 
strength. 


VW Cauldron Icon 


Cauldron associated with a targeted machine. 


W Component Data 


Name and weaknesses of highlighted enemy 
components. 


Reti 


Current target. Reticule turns green to 
show scan progress. 


<l| < 


Track 


Ava 


Trails of clues (during quests) and patrol routes 
of enemies with fixed movement patterns 
(while sneaking). Only applies to enemies with 
preset paths. 


ilable Actions 


Action prompts for marking paths 
and Tagging enemies. 


<| < 


Tag 


Markers manually assigned to any potenital 
combat target. 
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RETICULE 


he Reticule is shown as a small ring at the center of the 

HUD. With the Focus active, hovering the reticule over 
a targetable human, machine or object will scan that target 
and display any available data in a log window. Scanning tar- 
gets is a brief process but does still require time; the Focus 
will indicate its progress by gradually encircling the reticule 
with a green highlight, and will abort the scan if the target 
leaves the reticule or moves out of range. 


SCaNnning DaTaPOINTS 


hen scanning Datapoints that contain audio logs or 

holographic recordings, a ® prompt will temporarily 
appear onscreen; pressing the button when prompted to 
do so will immediately play the uncorrupted portion of the 
log without requiring you to access it via the Main Menu. 
Likewise, scanning Datapoints that contain text files will 
display a Touchpad prompt which, when activated, will auto- 
matically open the Main Menu and immediately display the 
Datapoint’s contents. Scanning any Datapoint for the first 
time will permanently add it to the ‘Datapoints’ submenu, 
where it can be accessed any time. [>0 1] 


SCANNING & HIGHLIGHTING 
THE ENVIRONMENT 


ompleting Quest objectives will often require you to scan 

Aloy’s surroundings for clues that would be difficult or 
impossible to discern with the naked eye. In these instanc- 
es Aloy will comment that her Focus might reveal some- 
thing important, at which point you'll need to activate the 
Focus and search the area for anything out of the ordinary. 
During this phase you'll generally be looking for two things: 
conspicuous objects, or signs of recent disturbances in the 
environment. Objects will often, but not always, be brightly 
highlighted in green; Tracks (disturbances such as footprints, 
vehicle tracks and trails of blood) will be indicated by a tight 
cluster of purple triangles surrounded by an aura of the 
same color. 


Hovering the Reticule over Quest-related objects or Tracks 
will automatically scan them and update your objectives 
accordingly; however, note that Tracks must also be man- 
ually highlighted by pressing (RD when prompted to do so. 
Once you have highlighted a Track, it will remain marked 
even after deactivating the Focus; use this to follow Tracks 
unimpeded by the Focus’ movement penalty. 
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SCANNING, TAGGING and 
HIGHLIGHTING ENEMIES 


T: scan a hostile human or machine, activate the Fo- 

cus and hover the Reticule over your target for a few 
seconds. When the scan is complete, a window contain- 
ing data on that enemy will appear in the Focus interface. 
Using the Focus leaves Aloy vulnerable, so it’s best to scan 
hostile units from a safe vantage point that provides at least 
a patch of tall grass in which to hide (and ideally a more 
solid form of cover from line-of-sight detection and ranged 
attacks). Scanning a machine will also highlight all of its 
destructible components, and they'll remain highlighted for 
a short period even after deactivating the focus. 


An entry will be added to the Machine Catalogue when you 
scan a machine for the first time. 


Pressing (RI) when prompted while hovering the Reticule 
over an enemy will place a small Tag marker above them. 
These markers are visible through solid objects and remain 
active even after closing the Focus interface, allowing you 
to track the locations of enemies outside your line of sight; 
however, beware that Tags have limited range and will dis- 
appear if their target moves too far away from Aloy. When 
aTagged enemy leaves your field of view, the associated 
marker will display a small arrow indicating the direction of 
that enemy relative to your current compass heading. 


Making Tracks 
If an enemy follows a pi ‘h, its route and 
movement direction will be shown as a Track (a continuous 
loop of white arrows) when scanned with the Focus. While 
hovering the Reticule over an enemy, pressing [R) when 
prompted will highlight that enemy’s Track even after deac- 
tivating the Focus, allowing you to monitor its position with 
greater ease. While this tactic can help you avoid undesired 
confrontations, remember that many enemies do not follow 
preset movement patterns and therefore have noTracks to 
highlight. [> 2] 


[ EXPLORING & NAVIGATING MOVEMENT 


Movement Overview 
Option Fun n 
Walk, Jog Basic movement. Tilt the Left Stick lightly to Walk or further to Jog. 


Sprint Swift, sustained movement. Press (3 while moving to toggle Sprinting on or off. 
Slide While Sprinting, press ©. Sliding down sloped terrain will extend the duration. Weapons 
can be aimed and fired while sliding, and doing so with the ‘Hunter's Reflexes’ will also 
loy’s movements are controlled slow down time. Pulling back on the Left Stick will cause the slide to stop prematurely. 
entirely from the third-person Crouch While standing, press @. Decreases visual profile and noise generation while moving, 
perspective. In addition to simple which can be further enhanced with the ‘Low Profile’ Skill. Enables hiding in tall grass. 
; i ‘ j fi Jump Jump by pressing ®. Used for crossing gaps and reaching high ledges. Can be per- 
actions like walking and JUMPING: she formed while sprinting for a slightly longer Jump, or while Crouched. Weapons can be 
can also perform more complex and aimed and fired while jumping, which is made easier with the ‘Hunter Reflexes’ Skill 
acrobatic techniques such as sliding because it will slow down time. 
down inclines with a weapon held at Fall The ‘Silent Drop’ Skill eliminates the noise generated by hitting the ground after a fall. 


the ready or swimming just below the 


Aloy will take damage from falls longer than 8 meters. Fall damage scales linearly from 
8m (no damage) to 15m or higher (instantly lethal). 


surface of a river or lake to avoid be- 


7 < Roll Evasive maneuver with limited invulnerability. Perform by pressing ©. A longer roll can 
ing seen by enemies. Many of Aloy’s be performed by holding @ if you have the ‘Dodge Prowess' Skill. Can be used for faster 
Skills can only be used during certain Crouched movement with very little noise after learning the ‘Low Profile’ Skill. 

types of movement, such as perform- Swim Occurs automatically when entering deep water. Trying to swim through fast moving 


ing ‘Silent Strike’ while Crouching 


water will be more difficult due to the strong currents. 


on . i Sprint A stronger, faster stroke. Toggle by pressing ©) while swimming. Cannot be performed 
or firing weapons while traversing Swit while Stealth Swimming. 
tightropes using ‘Balanced Aim. Each Stealth Swim below the water's surface, evading detection. Activate by holding @. Can only be 
movement type serves a range of pur Swim sustained until the oxygen meter depletes. Cannot be performed while Sprint Swimming. 
poses from scaling cliffs and navigat- Climb Jump toward ledges with conspicuous coloration to grab and hang. Press the Left Stick 
ing rough terrain to avoiding enemy forward to climb onto the ledge. Press @ to drop back to the ground. Perform the ‘Strike 

ttack nd i atherchetsd from Below’ Skill with (BD while hanging. 

aiecnend CUSICOING ORS eee Rappel Press @ when close to one of the distinctive V-shaped Rappel Points to quickly descend 
ahead of you will require mastery of from high perches using a grappling hook. 
every one [30 3/4]. BraveTrail Acrobatic pathways marked with yellow ropes created by hunters to allow easier access 


along difficult terrain. Navigate your way along the trail using the Left Stick, and if you 
want to fire from the log bridges or tightropes, you'll need the ‘Balanced Aim’ Skill. 


Ride Tap ® to accelerate, tap © to decelerate, or hold it to stop immediately, and pressing 
Mount will let you dismount. 
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Movement Speeds - Child Aloy — SPU 


Movement Type Speed Mount Up! ' : 
After completing the Quest ‘Womb of the Mountain; your new Spear upgrade will 


Standing 28 / allow you to Override some machines. Among these are the Strider, Charger and 
Crouching 17 1 Broadhead, which can all be mounted when Overridden. To mount one of these 
Sprinting 4.13 ) Overridden enemies, either press ® when close to it, or simply jump onto its back. 
Stopping Distance 0.3 * Once you're on your mount, tap ® to speed up or © to slow down; holding Owill y 
J TT TTTfTFfFfFfFfFfFfefefefememe | cause you to stop immediately. Pressing ® again dismounts, and you can call your 
Movement Speeds - Adult Aloy ; mount back again using © on the D-Pad when the ‘Mount’ icon is selected. { 
- Your mount will maintain its running speed for a while once it gets going, so once 4 
: i you've reached top speed there's no need to keep pressing ®. It will also automati- 
Standing an cally try to follow paths if you don’t adjust the direction its heading in, but its ability 
Crouching 28 } todo this is lessened the faster it’s going. You can fire your weapons while mount- 
Sprinting 6.2 } ed, but can’t carry or use Heavy Weapons. Using the mount's ability to auto-follow 
Swimming 175 "paths leaves you free to focus on aiming your weapon during combat, and you also 
Sprint Swimming 35 ) have access to the mount’s attacks by pressing [R1 or (RJ, though just running into 
Stopping Distance O85 { an enemy will deal damage to it. 


Movement Speeds —- Mounted 


Top Speed Speed 
Roads 12 
Off-road 9 


*All speeds measured in meters per second. 


NAVIGATION 


he in-game menus and HUD provide a 
variety of navigational tools to ensure that 
you're always headed in the right direction 
at the right time [>© 1]. You'll often want A 
to use the Map, Compass and Waypoints in order to reach 
your next objective, and you can make the process far 
easier and more convenient by taking advantage of the THE MdP 
Fast Travel and Campfire systems. Finally, take the time to 
familiarize yourself with the icon legend in order to make o view the Map, press the Touchpad to open the Main 
the best use of the Map and Compass. Menu; the ‘Map’ tab will be displayed by default. Ini- 
tially, every area of the Map outside of The Embrace will 
be obscured by fog, which will disappear as you explore 
the game world. Locating and overriding Tallneck-type 
machines will instantly remove large patches of fog from 
predetermined sections of the Map, although this can also 
be accomplished manually through direct exploration of 
the associated areas. As you cover new ground, you will 
be notified by onscreen messages when you approach any 
points of interest such as Campfires, Machine Sites, Hunt- 
ing Grounds, Settlements, Cauldrons, Corrupted Zones and 
so on; once discovered, these locations will be permanently 
marked on your Map. [90 2] 


PORRUPYEO ZONES tovEReD 
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Icon Legend 


Icon Name 


Description 


Indicates the location of a Quest that has not 


Nanas yet been accepted. 
Quest Waypoint Markers indicating the locations of Quest 
objectives. 
4 Player-assigned markers. Add or remove these 
Custom Waypoint Pe with ®. 
Save points and Fast Travel destinations. While 
(j, | loading a Save file from the menu does restore 
Campirs) a your Health, Quick Saving and continuing will 
not. 
Wordiant XS, Merchant shops. Each Merchant carries a 
different inventory. 
Inhabited areas of all sizes. Quests and 
Seilement | Merchants can be found here. 
Machine Site Locations populated by specific species of 
machines. Ideal for hunting. 
Ancient facilities that manufacture machines 
Cauldron : 
and store Override codes. 
Giant, non-hostile machines that collect and 
Tallneck ; 
store geographical data. 
exnnndsone Contaminated zones overrun by powerful 
Py Corrupted machines. 
7 Universally hostile enemies. Camps become 
BandikCaine w Settlements when cleared. 


Geocache boxes containing holographic 


Vantage Foint images of the Old World. 


Mug-like relics of unknown use sought by a 


ATER VES96! merchant in Meridian. 


Reforestation devices sought by a special 


MeL eweb merchant in Meridian. 


Cultural artifacts sought by a special merchant 


Esnuignte in Meridian. 


COMPASS 


he Compass is prominently displayed at the top center 

of the HUD. It indicates the camera's (not Aloy’s) current 
headving and displays the Map icons of any nearby points 
of interest. To orient Aloy toward any of these markers, 
adjust the camera until the desired icon appears directly 
above the dot at the center of the Compass. A text tooltip 
will appear beneath the Compass confirming the objective 
or activity associated with the targeted Icon; if this is the 
correct destination, simply travel forward while keeping 
the icon centered in the Compass. Of course, you may be 
unable to travel to your destination in a straight line due to 
impassable terrain; in these situations you'll need to find a 
way around the obstacle and recalculate your path to your 
destination on the other side by centering the Compass on 
the desired icon again. 


r 
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WaYPOINTS 


aypoints are Map icons that indicate the locations of 

Quest objectives. In addition to Quest-related Way- 
points which appear automatically based on your game 
progression, you may manually place a single Custom Way- 
point at any location on the Map to assist you in navigating 
to that spot. All Waypoints are displayed both on the Map 
and in the Compass, so you can always open the Map to 
cross-reference your location and heading if you lose your 
way while following a Compass icon. 


If the ‘Quest Pathfinding’ setting in the Options Menu is 
turned on, the game will attempt to calculate the shortest 
road routes from your current location to any active Quest 
Waypoints. These routes will be clearly highlighted on the 
Map as bright yellow lines, and the Compass will use a 
series of Waypoint markers at regular intervals to gradually 
guide you along the indicated paths. If the ‘Quest Pathfind- 
ing’ setting in the Options Menu is turned on the same will 
apply to your Custom Waypoint as well. However, routes 
calculated this way only account for travel on established 
roads; they do not adjust for bushwacking or traversal of 
undeveloped land, so they may not actually represent the 
fastest overall paths to their destinations. [>0) 3/4] 
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Therefore, you may opt to deactivate one or both of the 
Pathfinding settings, in which case the Map will no longer 
display highlighted routes and the Compass will show only 
the actual location of each Waypoint rather than the ‘bread- 
crumb’ trail. Disabling Pathfinding and Waypoint Pathfinding 
simplifies the Map screen and reduces icon clutter in the 
Compass, which may prove helpful if you frequently find 
yourself eschewing roads in favor of cutting through rough- 
er terrain. 


Campfire Stories 
The Campfires found at fixed locations throughout the Map 
serve as save points. If your most recent save location was 
a Campfire, you will respawn at that location upon death or 
if you select the ‘Restart from Save’ function in the Options 
Menu. You will be notified by an onscreen message when 
you approach a previously undiscovered Campfire and 
merely walking past one in this manner will unlock it as a 
Fast Travel destination, but you must perform a save opera- 
tion there in order to designate it as a respawn point. 


FdaT TRAVEL 


he Fast Travel system allows you to instantly move to 

a location you've already visited, reducing transit time 
and ensuring that enemy encounters won't slow you down. 
Despite the convenience it offers, however, Fast Travel does 
come with certain drawbacks and limitations — foremost 
that heavy reliance upon it for casual travel will reduce 
your opportunities to gather Resources. Furthermore, a 
unique Resource called the Fast Travel Pack is required in 
order to make use of this feature; Fast Travel Packs can be 
purchased from Merchants or crafted from basic materials, 
but can be difficult to stockpile early in the game without 
focused Resource-gathering efforts. 


SOURCES seo FoR 


Fortunately, unlimited Fast Travel is available via the Gold Fast 
Travel Pack, which you can buy at a high price. 
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The destinations eligible for Fast Travel are also limited, 
generally based on the location type, but also due to re- 
strictions imposed during certain Quests (for example, Fast 
Travel outside of The Embrace is restricted during The Point 
of the Spear Quest). With regards to restricted locations, 
you may Fast Travel to Settlements, Campfires, Cauldron ex- 
eriors and Hunting Grounds as long as you possess at least 
one Fast Travel Pack or Gold Fast Travel Pack. You may not 
Fast Travel to undiscovered locations, Machine Sites, Ruins, 
nor directly to indoor areas such as underground bunkers 
and Cauldron interiors under any circumstances. 


To Fast Travel to a particular location or check its eligibility 
for Fast Travel, open the Main Menu, hover the Map cursor 
over the location's icon and press (RJ). If you have a Fast 
Travel Pack or Gold Fast Travel pack and the location is a 
valid target, you will be prompted to confirm that you wish 
to travel there; if so, select ‘Yes’ to proceed directly to your 
specified destination. 


SETTLEMENTS 


ettlements are established communities where mem- 

bers of various tribes and cultures reside. While almost 
completely homogenous in Nora territory, the populations 
of Settlements in the outlying lands are home to a more 
colorful and diverse assortment of inhabitants. Settlements 
range in size and economy; some are large and driven by 
agriculture while others are smaller and ply skilled industrial 
trades. 


When you approach a settlement you'll often see rocks 
marked by a painted symbol with a name below it. These 
act as signposts, pointing the way to the settlement. Aloy's 
Focus translates the tribal symbol and imposes it on your 
view. All Settlements serve as safe havens from enemies 
and nearly all offer Merchant services or Sidequests; you 
can also expect to find a Campfire at nearly every Settle- 
ment you visit, so you may use them as temporary bases of 
operations should the need arise. 


aN 3 


Mother's Heart, the first large settlement you'll visit. 


EXPLORING & NAVIGATING NAVIGATION 


ing either commodity from a Merchant; rather, you should 
reserve your Merchant budget mainly or even exclusively 
‘or new weapons and outfits. [> 1] 


n the game's starting areas, Merchants will carry a limited 
assortment of common equipment with which you'll have 
no choice but to make do. Although better items will even- 
ually become available from Merchants in distant lands, 
there are two notable locations within or just outside Nora 
territory whose resident Merchants carry vastly expand- 
ed and superior inventories: the Main Embrace Gate and 
Daytower Fort. To get your hands on the best gear at the 
earliest opportunity, seek out these Merchants as soon as 
their territories become accessible. 


Pitchcliff, an Oseram settlement in the north. 


MERCHANTS 


aia plants and scavenging machine corpses is a 
great way to stockpile raw materials for consumable 
items such as ammunition, Potions and Traps, but certain 
goods such as weapons and attire can only be purchased 
from Merchants. These shrewd businesspeople can 

be found hawking their wares in Settlements, Hunting 
Grounds, conquered Bandit Camps and even remote territo- 
ries farremoved from populated lands. All Merchants carry 
certain basic necessities such as equipment, ammunition, 
consumables, Treasure Boxes and Resources, but their spe- 
cific inventories and the quality of their merchandise vary 
between regions and even between individual Merchants 
operating in the same region. 


Special Deals 


Be sure to pay a visit to ea special Merchants in 


In general, purchasing consumables and Resources is need- the city of Meridian when you have a chance. In addition 
lessly expensive and should be considered a last resort to carrying completely unique inventories, these purveyors 
unless you're sitting on a fortune in Metal Shards for which of esoteric relics will reward you handsomely for bringing 


them various Collectables such as Metal Flowers, Ancient 


you have no other use. Crafting consumable items using Vessels and Bani FGtree” 


Resources gathered afield is far more economical than buy- 
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QUESTS 


uests are the core activities in Horizon Zero Dawn — they 

provide most of the game's story-driven content. Quests 
fall under several distinct categories, each with different 
objectives and rewards; completing them may unlock new 
abilities, open previously inaccessible areas or advance the 
game's plot. All Quests grant Experience upon completion 
and many confer Skill Points as well, so be sure to search 
any Settlements you visit for people with the New Quest 
icon displayed above their heads. Note that while the line of 
Main Quests starts automatically and can be advanced at 
any time, most other Quests must be accepted manually by 
speaking to certain NPCs. For a complete walkthrough of 
every quest, check the Quest Guide starting on P268. 


FLASHPOINTS 


eatin a conversation with another character will 
offer you a chance to express Aloy's personality by 
choosing her response to their question or action. These 
are called ‘Flashpoints’ and while they have no real effects 
on the overall story or the outcomes of character arcs, they H 

give you a chance to add your own consistency to Aloy’s Mall QUESTS 
character and her interactions. You'll have three options to 
choose from, representing either a compassionate re- 
sponse, an insightful solution, or a desire for confrontation. 
Your choice will cause Aloy to reply in the desired manner, automatically when you begin a New Game and 
triggering an appropriate response from the person you're progresses directly into the second once com- 
talking to [0 1/2]. pleted. The second Main Quest, in turn, progresses directly 
into the third, and so on until the final Main Quest has been 
completed. Owing to their constant availability, you may 
Active GEaE progress Main Quests at your own pace and take a break 
In order for the Map and HUD to display objectives and from them any time you wish to engage in other activities. 
Waypoints for a particular Quest, that Quest must be set [>0 3] 

as the ‘Active Quest.’ Only one Quest at a time may be 
designated as Active, but you may complete objectives for 
any other open Quests even if they are not currently set as 
the Active Quest. To view the current Active Quest, open 

the Main Menu and navigate to the ‘Quests’ tab. The Active 
Quest will be displayed by default and you may change it by 
opening any of the Quest submenus, highlighting another 
Quest and pressing ®. You may also press ® while high- 
lighting the current Active Quest to deactivate it and hide all 
associated Map and HUD markers, or @ to view a highlight- 
ed Quest's current objectives on the Map. 


Mer Quests encompass the game's primary 
story arc. The first of these Quests starts 
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BANDIT CAMP - DEVIL'S THIRST 


itcamp 


OBJECTIVE 


newaROs 


ow 
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SIDE QUESTS 


ide Quests are optional activities independent 
ae and often entirely unrelated to the main 
story arc. Unlike Main Quests, Side Quests 

must be initiated manually by speaking to NPCs 
marked with the New Quest icon. Characters offering Side 
Quests can almost always be found in or near Settlements, 
although you will occasionally cross paths with them else- 
where as well. Apart from these differences, Side Quests 
work in exactly the same way as Main Quests. [>O 4] 


ERRANDS 


Be trands encompass a variety of straightforward 


Quests that typically involve procuring request- 
ed items or defeating specific enemies. Activities 
in this category are generally less complicated 
than Side Quests and tend to have fewer objectives, but 
otherwise function in the same way and must still be man- 
ually initiated by speaking to NPCs marked with the New 
Quest icon, [> 5] 


BanDiT CamPs 


andits are an ever-present threat in the 

lands outside The Embrace, and their forti- 
fied encampments can be found throughout 
the territories from Devil’s Thirst and beyond, 
wherever a pillar of smoke rises into the sky. When the 
hordes of savages holding these positions are eradicated, 
however, the sites will be occupied by displaced citizens of 
established tribes; from this point onward they function as 
friendly Settlements complete with their own Campfires 
and Merchants. 


Although Bandits are universally hostile to every other 
faction and can sometimes be seen facing down machines, 
Carja soldiers and even Eclipse cultists while traveling 
afield, their isolated strongholds are protected by high 
walls and improvised alarms which render them largely 
impregnable and deter large-scale attacks. While mounting 
a frontal assault on these fortifications is technically an op- 
tion, sneaking in and quietly picking off the inhabitants one 
at a time is always safer — particularly on higher difficulty 
settings when being outnumbered poses exponentially 
greater danger. For more information on the layout of each 
Bandit Camp, its location and the recommended conquest 
strategy, please refer to R442. [>0 6/7] 
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TALLMECKS 


he Tallneck is a unique class of unarmed but 

heavily-armored machine designed to conduct 
topographical scans of its surroundings and trans- 
mit the telemetry to other machines. Tallnecks re- 
semble towering giraffes with large, disc-shaped heads and 
can only be found in a few locations throughout the world. 
Assuming you don’t spot their conspicuous silhouettes at 
a distance, Aloy’s Focus will detect an ‘Unknown Signal’ 
when you enter a Tallneck’s transmission range. Activating 
the Focus while it is picking up this signal will show a pulse 
effect indicating the source of the transmission. [>0) 1/2] 


Upon locating a Tallneck, you must find an elevated loca- 
tion from which to jump onto its back and scale its neck. 
After reaching a Tallneck’s head, overriding the machine will 
instantly remove any remaining fog from that area of the 
Map and reveal any Machine Sites in the vicinity. Tallnecks 
are completely invulnerable to all forms of damage and 

will make no attempt to harm Aloy, but they tend to patrol 
areas populated with hostile humans and machines which 
must be avoided or eliminated before you can make a safe 
approach. 
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CauLORONS 


ieee are ancient subterranean manufactur 
ing plants where new machines are fabricated. 
These fully-automated facilities were designed to 
operate without human interference, and as such 
they are protected by an especially high degree of mecha- 
nized security. Despite the dangers, however, successfully 
infiltrating a Cauldron and accessing its Core databanks will 
provide Aloy with the schematics necessary to Override all 
of the machines produced at that Cauldron. The advantages 
of overriding the more powerful machines cannot be un- 
derstated, so it is in your best interest to prioritize clearing 
each Cauldron at the earliest possible opportunity. Check 
out the Progression Chart in the Quest Guide Chapter for 
more on when to tackle each Cauldron. [>0 3] 


CORRUPTED ZONES 


; orrupted Zones are patches of land stricken by 
< Sy b localized outbreaks of a mysterious virus known 

only as ‘Corruption’ Corruption affects flesh and 

metal alike; machines become far stronger and 
more aggressive when Corrupted, and contact with affect- 
ed ground will rapidly eat away at Aloy’s Health. Prolonged 
exposure to these conditions and being hit by certain 
attacks from Corrupted machines will build Aloy’s Corruption 
Severity and eventually inflict the lethal Corruption status. 
Each Corrupted Zone is inhabited by a group of Corrupted 
machines which must be destroyed in order to neutralize 
the viral effects in that area. These locations are labeled 
according to the average level of the enemies found in each 
zone, so pay close attention to the onscreen notification 
when you first discover a Corrupted Zone and make a care- 
ful assessment of the potential threat before you commit to 
an attack. 
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TUTORIALS 


F Jobs 
E ach time you acquire: a Jobs are player-designate ind HUD to guide you 
new weapon, its corre- to the items required for speaking, Jobs are not 
sponding Tutorial will auto- full-fledged Quests; they si iS a guide to help reduce 


matically be unlocked and added to the time spent searching for tha’ S ling you need to purchase your 

the Main Menu’s ‘Quests’ tab under Heavy Oseram Ironbreaker Outfit. Wh iting any Crafting recipe or Satchel 
. ee q : upgrade in the Main Menu’s ‘Crafting’ tab, press © to turn the list of required 

the “Tutorials’ heading. Tutorials are far materials into a temporary set of Waypoints which will appear on the Map and in 


more simplistic than proper Quests the HUD as they would during a real Quest to lead you to the required items. If the 
and essentially serve as introductions ‘Quest Pathfinding’ feature in the Options Menu is set to ‘On; the Map will also 
to the weapon that highlight their display road routes to the nearest locations at which the requisite items can be 


strengths and uses. You may com- procured: 


plete Tutorials at any time using the While Jobs can prove quite helpful for tracking down machine components, be- 

associated weapon. ware that they have a key limitation: they cannot guide you to locations inhabited 
by individual species of wildlife; only to Merchants and Machine Sites. If you 
attempt to set a Job whose recipe requires organic material such as meat, bones 
or hides, only the machine components in that recipe will be shown on the Map. 
Despite this drawback, however, there are still certain locations where particular 
animals can be found in abundance; find out more about wildlife on P.266. 


ITEMS & LOOT 


athering wood and harvesting plants aren't 

the only means of acquiring Resources — in 
order to keep Aloy properly armed and outfit- 
ted, you'll need to do your share of hunting, a! ; , ‘ 
scavenging and crafting. When you defeat : yy” 1 c t ; jh 4am Fire cot 
an enemy or kill an animal, the loot icon will : : 
appear above the carcass to indicate that it ' 
holds items. You can take these by approach- - . ant: Q wire 
ing your downed prey and holding ® when el. ‘ \ 
prompted. This will open the Loot Menu, 
which lists the items remaining and indicates 
the rarity of each one according to a fourtier 
color scheme. [30 4] 


Metal Shards 


@r cteate 


You can only take what will fit in your remaining inventory 
space, so be sure there's enough room in the Satchels be- fF _CAAFTING WERPONS SATCHEL UPGRADE 

fore embarking on a hunting expedition, or your hard-earned Tg Were snt J WEAPON SATEHEUUPERADE 3 
loot could end up going to waste. While most items ac- 

quired through looting are carried in the Resources Satchel, 
humans may also carry Potions or Traps which will require 
free space in their respective Satchels. For this reason, 
consider focusing on upgrading your Resources Satchel be- 
fore any of the others — after all, you can always craft more 
ammunition as long as you have the Resources. [>0) 5] 
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RESOURCES 


esources are the raw materials you'll need for everything 

from crafting your own ammunition and Traps to earning 
a few extra Shards by selling to Merchants. This category 
broadly encompasses a variety of items including Metal 
Shards, plants, machine components, and animal products 
such as meat and hides. Many Resources have multiple 
uses or are required for more than one crafting recipe; 
others will be requested by NPCs during Quests, and some 
have no direct use to Aloy but can be sold to Merchants for 
large sums of Shards. 


As arule, take every opportunity to gather Resources and 
sell only what you can't soon put to use — doing so will 
substantially reduce the likelihood that you'll run out of 
ammunition or Healing Potions in the heat of battle, and 
will also help fund your Merchant purchases. Hanging onto 
any animal bones or hides you acquire early in the game is 
especially important since you'll eventually need large quan- 
tities of these for upgrading the capacity of your inventory 
pouches. Your Resources Satchel should be your absolute 
top priority as it will fill up far more quickly and frequently 
than any of the others, and nothing is more frustrating than 
defeating a powerful machine only to find that you can’t 
carry the hard-earned spoils. 

[>0 1] 


INVENTORY MaNdGeEMment 


he items you can acquire are sorted into various catego- 

ries, and while many of these are obvious, some can be 
a little less easy to place. The ‘Inventory’ tab is where you'll 
find all of the items you've collected, and the ‘Crafting’ tab 
is where you can use many of them to make new items. 
When you're on one of these tabs you'll see a column of 
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icons on the left hand side — these are the categories your 
items are sorted into (and if any of these has an exclama- 
tion mark beside it, that also means there’s a new item 


within that category). 
Category: Treasure Boxes 
Default Space: oo 


Category: Special Items 
Default Space: oo 


Category: Modifications Category: Ammo 
Default Space: 10 Y Default Space: Varies 


Y 4, Category: Resources Category: Traps & Potions 
& Default Space: 20 Default Space: 3 


In the chart above, you can see the initial space available 
for each category. You can also see these numbers on the 
bottom left in the Inventory menu, alongside your total 
amount of Shards. Some categories have very little space 
and don't allow you much freedom to acquire new items, 
so (especially early in the game) you'll need to carefully 
manage your inventory in categories such as Resources and 
Traps & Potions. This means that upgrading your storage 
capacity in these categories is very important, and should 
be one of your first goals. Until you can do that, try not to 
open any Treasure Boxes when your Resource capacity is 
low and use your Health Potions instead of the Medicine 
Pouch, so that you don’t waste any items left behind by 
defeated enemies. 


Category: Weapons 
Default Space: 5 


Category: Outfits 
Default Space: 5 


at aia’ 


t's also worth noting that any Collectibles you find, such 
as Ancient Vessels or Metal Flowers, will be stored in the 
Special Items tab here, but organized under the ‘Notebook’ 
ab, and you won't need to worry about managing these. 
The maps that lead you to these Collectibles, however, 

are stored only in the ‘Special Items’ menu, as are many 
Quest-specific items you'll pick up along your journey. 

[>0 2] 


METAL FLOWER — MARK I 
v 


Treasure Boxes 

Treasure Boxes are a type of loot container carried in your 
inventory. They come in many shapes and sizes and can be 
received as Quest rewards, purchased from Merchants or 
looted from defeated enemies. Each type of Treasure Box 
randomly contains one or more items from a predetermined 
pool, and the specific items in this pool depend upon the 
type of Treasure Box in question. 


You may view any Treasure Boxes in your possession by 
opening the Main Menu, navigating to the ‘Inventory’ tab 
and selecting ‘Treasure Boxes.’ Opening aTreasure Box will 
reveal its contents and allow you to transfer them into your 
inventory in the same manner as using the Loot Menu. Any 
items you cannot hold will remain in their boxes until space 
has been cleared for them in the appropriate Satchel, at 
which point you must finish transferring them manually in 
order to remove the Treasure Box from your inventory. 


CRAFTING 


he Crafting system lets you use Resources from your 

inventory to produce consumable goods such as ammu- 
nition and Potions, modify your equipment, or increase your 
carrying capacity. Each Crafting recipe and Satchel upgrade 
requires a different set of Resources, some of which are 
commonly acquired, while others are rare and difficult to 
source. Most of the items carried in the Resources Satchel 
are used in at least one Crafting recipe, though a few have 
no use beyond their value in Shards. To craft items, open 
the Main Menu and navigate to the ‘Crafting’ tab, then 
select the submenu for the item type you wish to craft 
(such as ammunition, Traps, Potions or Satchel upgrades). 
Highlight the desired item, check that you have the required 
materials and hold ® to confirm. 


RARITY 


arity is the measure of an item's worth or usefulness 

based on the difficulty of obtaining the item — rarer 
goods command higher value both when sold to Merchants 
and for Crafting purposes. Carcasses, Resource Piles and 
other loot containers will be marked with a loot icon, and 
its color indicates the rarest item in that container. When 
you open the Loot Menu, each displayed item will be 
individually marked with a loot icon indicating its Rarity. 
This is useful when searching for items of a particular type, 
such as animal skins (which are Rare) and bones (which are 
Uncommon): if, for example, you need a Boar Bone, simply 
watch for a green loot icon to appear above a Boar carcass 
during your hunt. 


EXPLORING & NAVIGATING ITEMS & LOOT 


Color Key for Item Rarity 


Color Rarity 


Uncommon 


Rare 


Very Rare 


METaL SHARDS 


etal Shards are the universal currency in Horizon Zero 

Dawn, accepted without question or complaint by every 
Merchant in the game. Furthermore, in a uniquely utilitarian 
twist, Shards are also used in a wide variety of Crafting rec- 
ipes — particularly for ammunition. Fortunately, nearly every 
enemy you defeat and every Supply Cache you open will 
contain at least a few of these valuable fragments, and you 
can earn many more by selling surplus Resources to Mer 
chants. There is no functional limit to the number of Metal 
Shards you can carry and, as the old adage says, “you can 
never have too much money.” 


SUPPLY CaCHES 


s upply Caches are inanimate loot containers stashed in a 
variety of locations throughout the game. These recep- 
tacles take different forms depending upon where they are 
found — in tribal territory they tend to be ornate wooden 
chests, while those hidden away in ruins of the Old World 
may be less conspicuous metal crates or, with particular re- 
gard to Cauldrons, small luminescent pyramids. While their 
sizes and contents vary, they will almost always contain a 
handful of Metal Shards and often a Healing Potion or two, 
so keep an eye out for them as you explore. [>0 3] 


SMALL SUPPLY CRATE 
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Sometimes, rabid machines attack... and sometimes, the 


only remaining choice is to fight. While Aloy’s intellect 
is at least as sharp as her spear, it won’t be enough to 
get her out of every delicate situation without throw- 
ing down, and to this end she has access to a wide 
variety of standard weaponry as well as a few uncon- 
ventional gadgets to match. You'll need to choose from 
these armaments based on both the opponent and the 
environment, and while a full arsenal offers a respect- 
able amount of tactical flexibility, some weapons will 
outperform others in certain situations. 
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A 


USinG YOUR 
WEaFOnS 


y and large, the equipment you bring to bear in any given 

situation will depend at least to some extent on which 
of the game’s many enemies stands in your way. Flying 
enemies such as Glinthawks are exceedingly difficult to hit 
with the lobbed projectiles from Slings, whereas evasive 
enemies like Stalkers can be tough to keep in your sights at 
all and are often easier to defeat by luring them into Traps 
or Tripwires. At times you may wish to dislodge certain 
weapons such as Ravager Cannons, or detach valuable 
Shell-Walker Crates to pocket their contents, in which 
cases you'll nock a Tearblast Arrow or take aim with the 
Tearblaster. To make the most of the tools at your disposal, 
learn each weapon's capabilities and study your enemies’ 
behavior. 


Zero Fashion 

You'll need to decide what Aloy will wear based on the 
protection it provides and the particular threat you face. 
Different Outfits provide different types and levels of de- 
fense, and carrying the right attire for a variety of situations 
can mean the difference between life and death. Secondary 
though it may be, an Outfit's aesthetic value may also factor 
into your wardrobe choices — NPCs in different regions will 
even remark on Aloy’s fashion sense according to their own 
preferences. [>O 1/2] 


BASIC COMBAT USING YOUR WEAPONS 


WEdPON WHEEL 


H old to open the Weapon Wheel, which 
allows you to switch between equipped 
weapons and craft ammunition on the fly by 
selecting the desired ammunition and holding 
®. You may assign which weapons are 
accessible on the Wheel by opening the Main 
Menu, navigating to the ‘Inventory’ tab and 
selecting ‘Weapons’. Keep in mind that not all 
weapons are effective against every enemy 
type, so switching out Aloy’s armaments in 
response to the everchanging threats you'll 
encounter will go a long way toward keeping 
her alive. [>O 3] 


MELEE ATTALKS RANGED ATTACKS 


ty lose-range weapons in Horizon Zero Dawn j a ~ \ id- to long-range weapons constitute the vast 
fe A . are limited to the Spear Aloy carries from ‘The \Nys majority of Aloy’s arsenal, though many are 

Point of the Spear’ quest onward, which can be wv useful even in close quarters and a select few 
upgraded once for a slight damage increase and eventu- are specifically designed for that purpose. Bows are quite 
ally replaced with a much more powerful Lance. Both of literally the most straightforward of these weapons - their 
these weapons can be used to perform a succession of arrows have flat trajectories when the bow is fully drawn 
light swings by tapping (RI) and a heavier sequence of two and, by learning certain Skills, Aloy can nock up to three 
vertical strikes with (R), as well as any Skill-based attacks arrows at a time. Slings represent another fairly conven- 
such as Silent Strike or Critical Hit. The heavy (RJ attacks tional weapon type, lobbing their payloads in a parabolic arc 
will knock most human enemies and some small machines which flattens as the sling is drawn, increasing the projec- 
such as Watchers and Striders to the ground, enabling a tile’s range. Rattlers fire rapid, close-range bursts of small 
follow-up Critical Hit or further normal attacks. Additionally, bolts with a wide spread, and the unique Tearblaster strips 
several other Skills provide passive boosts to the Spear’s components from machines at mid range using powerful 
attack power, as well as its knockdown capability and Tear sonic pressure waves. 


damage. [> 4] 


Indirect Attacks aa 


Indirect attacks are those carried out through the use of 
intermediary devices such as Traps and Tripwires, or by 
causing enemies to attack each other using Overrides 
(machines only) or Corruption Arrows (humans and most 
machines). Traps are the most readily-available form of indi- 
rect attack and can be placed on the ground in any desired 
location; Tripwires are placed using the specialized Tripcast- 
er and either explode, set enemies on fire or release an 
electromagnetic pulse on contact. The Ropecaster functions 
similarly to the Tripcaster with the exception that rather than 
placing traps, it is used for tying enemies to the ground and 
immobilizing them, allowing for a deft escape or a targeted 
follow-up attack. 
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HaNDLing 


AY fi ercine is the combined measure of three separate weapon 
LY, characteristics: draw speed (for Bows and Slings), reload 

” speed and fire rate. Handling can be augmented on all weap- 
ons via Modifications, but some weapons derive more meaningful 
benefits from this stat than others; it synergizes particularly well with 
Rattlers and Slings, emphasizing the Rattler’s blistering fire rate and 
significantly improving a Bow's draw and reload speeds. In general, 
modifications that confer Handling boosts should be reserved for any 
weapons you wish to fire more quickly. 


DdMdGe TYPES 


I n addition to the basic damage inflicted by ordinary arrows (referred 
to in this guide simply as Damage), there are several other damage 
types which can be inflicted by certain weapons, Traps or environ- 
mental sources. Each comes with its own tactical advantages and 
drawbacks, and each may be used by or against Aloy in combat. Rarer 
weapons are compatible with wider varieties of ammunition, so up- 
grade your arsenal whenever possible in order to capitalize upon 

the range of available options. 


Damage Types 


Effect on Machines Effect on Humans 


Damage Type 


Damage VY Reduces Health with no secondary effects. 


Dislodges components, possibly 


dealing preset amounts of damage _— Heavy knockdown; sends 


Tear depending upon the severed non-elite units flying. 
component. 
Deals damage over time based on 
Fire target's max Health. Forces Corrup- Deals damage over time. 
tors and Deathbringers to expose 
their Cooling Rods. 
Causes temporary paralysis, Causes temporary paralysis, 
Shock immobilizing the target and enabling immobilizing the target and 
Critical Hits. enabling Critical Hits. 
Slows the target's movement and 
increases susceptibility to Direct Slows the target's movement 
Freeze Damage by up to 200%. Negates and increases susceptibility 
additional defense provided by to Direct Damage by 50%. 
Armor. 
Causes targets to become 
Causes targets to become hostile to hostile to all units, including 
Corruption all units, including allies. Corrupted _ allies. If inflicted on Aloy, 


machines are immune. 


deals massive damage over 
time until it wears off. 


re ee 


Fall Damage 

As you might expect, falling from too great a height will hurt you. How 
far you fall dictates how much damage you will take. Falling deals a flat 
percentage of the your max Health for falls ranging from 8 meters (0%) 
and 15 meters (100%, instant death). This also applies to enemies, in- 
cluding many machines, though flying machines are of course immune. 
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STEALTH 


he Stealth system enables Aloy to escape 

detection by enemies and avoid being forced 
into open combat. This approach offers a variety 
of situational advantages over frontal assaults 
on enemy positions, providing a quieter and 
potentially safer alternative to direct skirmishes. 
Mastery of stealth gameplay is an integral ele- 
ment of overcoming the challenges ahead, and 
becomes all the more so as enemy numbers and 
strength increase; moreover, in certain cases 
stealth tactics are required for completing Quest 
objectives. Crouching via @ decreases the noise 
generated by Aloy’s movements and renders her 
less visible at a distance, whereupon entering a 
patch of tall grass will place her in an undetecta- 
ble Stealth state that lasts until she breaks cover 
or takes repeated aggressive actions against 
nearby enemies. 


STEALTH INDICATOR 


Concealed Visible Auidble 


he Stealth Indicator depicts an open eye 

when Aloy is visible and a closed eye when 
she is concealed. It will also display up to three 
sets of sound wave icons radiating from the eye 
to show how much noise is generated by Aloy’s 
movements. Enemies can detect Aloy's pres- 
ence by both sight and sound, so pay careful at- 
tention to the Stealth Indicator whenever staying 
out of sight is a priority. 


ALERT INDICATORS 


hen an enemy detects a disturbance in its 

surroundings, it will enter an alert state 
indicated by the Alert icon. This icon will appear 
directly above an enemy in any phase of the alert 
state and its appearance will change according 
to the enemy's current alert status. If the enemy 
is located offscreen, the icon will move to the 
edge of the screen and display a small arrow 


indicating the enemy's direction from Aloy. Note that if a 
Recon-type machine enters the Threat or Combat phases as 
a result of Aloy’s presence or actions, it will instantly place 
all other nearby machines on alert and reveal Aloy’s position 
to the entire group. Machines alerted by other combatants 
such as Nora braves will not automatically detect Aloy un- 
less she makes her presence known, so use such distrac- 
tions to your advantage whenever possible. [> 1] 


Enemy Alert Phases 
Icon Phase 


Enemy Behavior 


The enemy is in a relaxed state and is not 


iB Relaxed detecting Aloy 
The enemy has detected something suspicious 
see and has started focusing on it. The indicator 
Suspicion 


gradually turns yellow as the enemy searches for 
the location. 


The location of the threat has been determined 
and the enemy will start moving in to investi- 
gate. The indicator will gradually turn red as the 
threat is being confirmed. 


Investigation 


cy Combat 


Search 


Enemy has initiated combat with Aloy. 


Enemy Behavior: If the Enemy losses sight of 
Aloy the indicator will start to turn from red 
back down to yellow. Once it is fully yellow, it 
will being searching for her in the vicinity of her 
last known position. A white timer ring will start 
to decrease around the indicator showing the 
remaining duration of the search. 


MOVING QUIETLY 


ilt the Left Stick lightly to move quietly at reduced speed, 

diminishing the noise generated by Aloy's footsteps. Pay 
close attention to the Stealth Indicator — if it displays even 
a single set of sound wave icons, you're moving too quickly 
and risk alerting nearby enemies. Remember that even 
while moving quietly, you can still give yourself away by 
taking louder actions such as Rolling, Jumping or perform- 
ing melee attacks. 


Tall GRdS5 


loy is completely undetectable while Crouched in tall 

grass as long as no enemies have been alerted to her 
presence. While concealed in this manner Aloy may draw 
enemies to her current location with the ‘Lure Call’ Skill 
and perform the ‘Silent Strike’ Skill to destroy (or severely 
damage) passing enemies from the cover of the grass. She 
can also throw Rocks to attract enemies’ attention, or lay 


- BASIC COMBAT STEALTH 


| 


Traps while hidden. Beware, though, that while Traps are si- 
lent, attempting to place tripwires with the Ropecaster still 
generates noise and may alert nearby enemies). [>O 2] 


LINE OF SIGHT 


t's important to note that although Aloy is fully concealed 

only while Crouched in tall grass, enemies cannot pin- 
point her location without a direct line of sight and will be 
unable to attack until they have established visual contact. 
As a result, it is possible to avoid detection even outside 
patches of tall grass by moving slowly to reduce noise and 
hiding behind objects or terrain that obstruct enemies’ view. 
Furthermore, bear in mind that both human enemies and 
machines can detect Aloy at far greater distances by sight 
than by sound. 


n general, high ground provides the greatest offensive 
advantages — from elevated positions Aloy can take shots 
at enemies and immediately retreat from the edge of her 
perch, preventing hostile units below from establishing a 
ine of sight to her position. On the other hand, when your 
goal is to avoid combat altogether, any visual obstruction 
will suffice, as long as its dimensions allow Aloy to remain 
completely out of sight. 
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Aloy has been training all her life to 
survive in the overgrown wilderness that 
Earth has become. It is not the empty 
kind of wilderness, though; it’s teeming 
with hostile mechanical creatures that 
will make easy prey of anyone who goes 
exploring unprepared. Against these 
technological apex predators, surviving 
is not enough - it’s hunt or be hunted. 
Let’s learn how to track and kill even the 
mightiest of them. 


A weapon's attributes define the amount and type of 
damage it deals, the speed with which it is drawn and 
reloaded, and how quickly it increases an enemy's 
elemental severity meter with a single hit. These attrib- 
utes differ by weapon type and are further affected by 
Modification Coils, so pay close attention to them when 
modifying your weapons or deciding which weapon 

to use against a particular enemy. The following sec- 
tion provides explanations of the terms that are used 
throughout this chapter so that you can become familiar 
with them before continuing. 


SEVERITY 
bed is a general term for the build-up of status 
ailments on enemies. It applies to Fire, Freeze, Shock 
and Corruption attacks, and the potency of those attacks is 
reflected by these respective values on a weapon's status 
chart. For example, a weapon with a Fire value of 100 will 
build up an enemy's Burn severity twice as fast as one with 
a Fire value of 50. 


When looking at enemy defenses, you will often see an 
elemental severity threshold value, and the numbers shown 
there directly correspond to the values shown for the weap- 
ons. So if your Freeze attack has a value of 25, and the en- 
emy you're attacking has a Freeze severity threshold of 75, 
you'll need to hit it three times to apply the status. Severity 
Thresholds are not limited to elemental statuses; they are 
also used to show how easy machines are to knock down 
with explosives, for example, or to trip up while they're 
sprinting. 


When an enemy is hit by an elemental attack, the resulting 
severity build-up is indicated by an icon of the correspond- 
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ing element, which will appear above the enemy on your 
HUD [30 1]. The Severity Icon will fill with color as the 
target's severity increases, and will be replaced by the 
associated Status Icon (Burn, Freeze, Shock or Corruption) 
when the target's severity reaches 100%. Then, a white ring 
around the Status Icon will indicate the effect’s duration by 
gradually disappearing as the status wears off [> 2]. 


HaNDLing 


") he Handling attribute affects how quickly Aloy 
draws a weapon, recovers from firing a shot, and 
reloads the next shot. This stat only applies to ranged weap- 


ons and its exact effects vary slightly from case to case, 
with slower weapons generally showing more observable 
returns on Handling boosts than faster ones. You may im- 
prove a weapon's Handling either to compensate for a defi- 
cit (as with the Sharpshot Bow) or to maximize a strength 
(such as that of the Rattler), although some weapons show 
little if any benefit from increases to this attribute (the Sling 
and Blast Sling can actually become more difficult to use 
with higher Handling). Weapons with high Handling tend to 
synergize well with the ‘Concentration +, ‘Fast Reload’ and 
‘Double/Triple Shot’ Skills, which can dramatically increase 
their overall rate of fire. 


LEARNING TO HUNT KNOW YOUR TERMINOLOGY 


DamaGe 


1 idea refers to the standard physical damage 
type. Examples include damage inflicted by Hunt- 
er, Precision and Hardpoint Arrows, melee attacks, non-el- 
emental explosives such as Blast Traps and Blast Sling 
ammunition, all Heavy Weapons and certain enemy-specific 
attacks like the Deathbringer’s Swarm Launcher. This type 
of damage can be used against machine Components, but 
unlike using Tear, dealing direct Damage will destroy them, 
leaving behind no Resources for you to salvage. Damage 

is necessary for disabling certain Components that are not 
affected by Tear, such as the Bellowback’s Gullet and Cargo 
Sac; it will also eventually penetrate most armor plating, 
albeit with drastically less efficacy than Tear, and is the 

only attack type that receives headshot multipliers against 
human targets. [>0 3] 


Ju 


\Y, 
WZ 


TBaR 


eo his attack type deals no physical Damage, but 
\ instead dislodges Components and armor plating 

from machines using concussive force, though 
removing certain Components will also deal fixed amounts 
of Damage. Tear attacks will cause humans and wildlife to 
stagger or even send them flying, but their primary use is 
against machines. Certain machine parts are also unaffect- 
ed by Tear attacks and must be destroyed using standard 
Damage instead. The Sharpshot Bow’s Tearblast Arrows are 
Aloy’s primary source of this attack type; the Tearblaster 
serves a similar purpose, but it cannot be obtained until 
considerably later and suffers a number of limitations that 
make the Sharpshot Bow a superior choice. Tear also has 
the added benefit of removing Components intact, allow- 
ing you to salvage them in the form of Resources, or pick 
weapons up and use them. [90 4] 


ENEMY HIT REACTIONS 


itting enemies with different types of attacks or while 

they're performing certain actions can cause them to 
react in different ways, and knowing how to cause these 
different reactions will give you a significant advantage in 
battle. The most common ones you'll encounter are: Stag- 
ger, Tumble and Knockdown. Causing an enemy to Stagger 
means that it will lose its footing momentarily and be taken 
out of any attack it may have been about to use. In a Tumble 
the machine will fall over completely and roll over before 
getting straight back up, and a full Knockdown will make the 
machine crumple to the ground and be unable to perform 
any action for a short period of time. While the amount of 
time an enemy will stay knocked down is fixed, dealing 
damage to the enemy will reduce that time, and using a 
Critical Hit will make it recover instantly. [>0 5] 
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We'll get into specifics of each individual machine and human enemy in the 
Hunting Targets chapter, but first we'll provide an overview of how the game 
categorizes them, what your tools for dealing with them are and which 
less-than-obvious characteristics they share that you might exploit. 


MaCHINE CATEGORIES 


he machines you'll encounter 

come in various sizes and were 
made for different purposes, so it 
makes sense that these are the two 
ways that the game sorts them — 
size and purpose — with each sorting 
method divided into further catego- 
ries. Here you can see the categories 
for each method and which machines 
fit into each one. 


These categories give you a sense of 
what each machine's primary func- 
tionality and behaviors are focused to- 
wards. Reconnaissance machines are 
often found patrolling areas around 
other machines (especially Acquisi- 
tion types), looking for any potential 
threats. Acquisition machines focus 
on gathering natural resources for 
fuel, and that focus comes at the cost 
of perception; they'll often have their 
heads down, allowing you to sneak up 
on them easily. 


Transport machines are employed 
to carry the resources gathered by 
Acquisition types between areas, of- 
ten in the form of convoys that travel 


Machine Role 


BRECONNAISSANCe 


“AZ Watcher 
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great distances along roads, so you'll need to keep a close eye on your map to 
see if you're running along a convoy route. As their name suggests, Combat ma- 
chines are designed for pure combat and are a lot more aggressive and danger 
ous than other types. If you manage to kill every machine within a given category 
you'll also unlock a Trophy to show that you have bested them all. 


TRANSPORT = 


is 
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Machine Size 


While a machine's role dictates some of its behaviors, the 
size category that a machine falls into is what determines 


how your attacks will work against it, and what type of loot (APF watcher Bs Sawtooth fee Benenoth 
you'll get from defeating it. A machine's size determines S 2 
which type of Machine Corea machine can drop with you 'c ities ae) rrarnplor QED Rockbreaker 
kill it - Small, Medium or Large — with each size upgrade ; eueine 
being worth considerably more when sold to vendors. ee aii: “gs ae nn, anUneeriee 
Machines in each category also share many of the same noe 

v iow Freeze eee A 
thresholds for inflicting elemental status effects or knock- ar evemilices “3= Bellowback ay" Srormbird 
downs; even if you've never faced a certain machine before, — 
if you know what size it is, you can be certain what it will Bee) Caer BS Stalker BES Deathbringer 
take to inflict a status, since it will be the same as the other " 
machines of that size. 5 Lancehorn <2. Shell-Walker 
As a point of interest, there is one more category of “e Grazer oy Longleg 
machine: Communication. The only known resident of this 


category is the Tallneck. Be Scrapper <Zass Snapmaw 


kens Glinthawk ays Ravager 


~) 
EN Corruptor 


THE HUMAN CONDITIONS 


A machines, the Human enemies you encounter 
throughout the game also come in different categories 
and use the same level system as a general guide to their 
strength. With a few notable exceptions that will be cov- 


Machine Levels 


On top of the differe h h machine is ered in more depth in the Hunting Targets chapter, Human 
grouped into, each o n level, which you enemies are either considered ‘Normal’ or ‘Heavy/Elite’. 
can see when you scan them. The enemy's level is used as a You'll be able to tell if a Human enemy is Heavy/Elite or not 


general indicattGHe te aa aiem meena ett higher level because the small skull icon that is displayed when you 
enemies having a lot more HP and being more dangerous : . : 

foes than lower level ones. Higher level enemies also give scan an Elite enemy has a ting around it. [>0) 2] 

a lot more XP upon killing them, so there is a benefit that 
comes with the added danger. [>0 1] 


For the most part, each machine that you encounter 
throughout the game will always be the same level (a nor- 
mal Glinthawk is always level 18, for example), the only ex- 
ception to this is when you encounter a Corrupted version, 
because those are always a higher level than the normal 
versions. Because machine levels are generally fixed, it is 
possible for you to encounter machines with a much higher, 
or lower level than your own, but because the damage you 
deal to them never changes, no fight is ever impossible. En- 
emies that are close to your level, however, do have some 
additional balancing restrictions to ensure that battles are 
always fair and challenging. 
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OVERRIDDEN MaCHINES 


Overridden Stat Modifiers 
Damage Dealt +100% 


Damage Received 50% 


Exceptions 

Strider, Charger & Broadhead Stalker 
Damage Dealt - +60% 
Damage Received 80% - 


ta pivotal point in the Main Quests you'll gain the ability 

to Override the systems of certain machines and turn 
them into powerful allies. By seeking out and completing 
the mysterious Cauldrons throughout the world you'll gain 
the knowledge to Override more and more different types 
of machines. To Override a machine you'll need to get close 
to it while it's in a non-combat state (either unaware of you 
or incapacitated) and hold down © when prompted until 
the Overriding gauge is filled. During the Override process, 
some of the machine's armor plates will get knocked off as 
glowing blue cabling works its way through their system, 
making them easily recognizable in the heat of battle. 
Corrupted machine, however, are immune to the Overriding 
process. 


With a few exceptions, most Overridden machines take a 
lot less damage than normal, while inflicting significantly 
more with their attacks. These extra strengths can make 
even the lowly Watcher a formidable match for machines 
that are otherwise much stronger. Normally, most machines 
are only temporarily Overridden (although this time can be 
extended indefinitely through Skills), but the status can be 
ended prematurely if you're not careful with your attacks. 
Hitting an Overridden machine will reduce the time remain- 
ing by 20% of its max value, even if you have the Combat 
Override + Skill. All attacks are considered equal, so no 
matter what you use, hitting an Overridden enemy five 
times will always turn it hostile again. 


36 HORIZON ZERO DAWN COLLECTOR'S EDITION GUIDE 


CORRUPTED MacHineS 


Corrupted Stat Modifiers 
Total Health +50% Severity Thresholds +50% 


+50%* Fire Damage + +50% 
+50% build up rate 


Damage 


Component/Armor 
Health &Tear Modifier 


*Corrupted Behemoth in Main Quest 
‘The Terror of the Sun’ has no damage bonus 


Exceptions 
Redeye Stormbird Scrapper Watcher & 
Watcher Strider 

Total Health +100% 

Damage +10% 

Silent Strike +50% +20% 

Damage Modifier 

Elemental Severi- +35% +35% 


ty Thresholds 


eee machines can be found in Corrupted Zones lo- 
cated throughout the world or alongside human enemies 
during quests. They can be identified by the glowing red ca- 
bles that cover their body and the areas of corruption they 
leave on the ground. Visually, these look like circular pools 
that glow red. Touching these will cause you to take dam- 
age and will apply Corruption Severity. If enough severity is 
dealt, you'll be afflicted by the Corruption status effect. 


Corrupted machines cannot be Overridden, share a weak- 
ness to Fire, are immune to the Corruption status and are 
hostile to non-corrupted machines. They use the same at- 
tacks as standard machines, but don’t exhibit the usual idle 
routines such as harvesting. Machines that would usually 
flee the player will instead fight if they are Corrupted. When 
attempting to fight Corrupted machines, always check if 
you can lure them towards some normal machines to enlist 
them as allies in your struggle. 


There are two enemies that will always appear as corrupted 
and do not have a “normal” variant; the Corruptor and the 
Deathbringer. Both of these have a unique mechanic called 
Overheat, where dealing fire damage will build up an addi- 
tional Overheat status ailment. When this effect triggers, 
the machine will be stunned and expose a component 
called the Heat Core, which has a very high damage multi- 
plier when hit. Understanding and using this vulnerability is 
one of the best ways of dealing with these enemies. 


LOW ARMOR 
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ARMOR PLATES 


FULL ARMOR 


Armor Properties 


Machine Size 
Small 


Small exception 1 — 


Grazer, Strider, Watcher 


Small exception 2 — 


Scrapper 
Medium 
Large 


Health Tear Severity Threshold 


100 35 
100 25 
100 50 
150 100 
200 200 


achines have Armor Plates on various parts of their 

bodies that absorb 90% of the damage you deal when 
hitting them. Sometimes these plates are used to cover del- 
icate components or weak points, but they're also a general 


Evolutionary Guide 


FEL OME «9h HL 


Machine Name 


‘Ag Watcher 


far Strider 
% Grazer 
eS Scrapper 


mse Redeye 
Ny Watcher 


ar Broadhead 


ay 
oe y Lancehorn 


ae Longleg 


Su) 
Kills to Evolve 

5 oH Trampler 5 fons Glinthawk 
15 kab Sawtooth 5 Zyph Ravager 

15 {&, Shell-Walker 5 <ass Snapmaw 
10 <= nS ea 5 Xe Rockbreaker 

2» Freeze io 

5 KS Bellawbade 0 ’@u Behemoth 
10 iat) Charger 10 Ck Thunderjaw 
10 “ee Stalker - Sy? Stormbird 

5 


means of defense that you need to account for when lining 
up shots. Armor Plates have their own Health and Tear val- 

ues, independent of the machines normal values, and if you 
inflict enough damage or Tear severity to them, it's possible 
to knock them off and expose the unarmored area beneath. 


Armor Plates do not protect against elemental severity 
build-up, however; hit an Armor Plate with a Fire Arrow and 
it will deal reduced damage, but it will still take the same 
amount of Fire Arrows to set the machine ablaze. It should 
also be noted that if you freeze a machine, you'll be able 

to deal full damage to armor plates for the duration of the 
effect due to how brittle they become under the extreme 
low temperature. 


EVER-EVOLVING MaCHINES 


he machines in the world are not fixed de- 

signs, and as you hunt and kill more of them, 
they will eventually evolve and adapt by better 
protecting themselves with additional Armor 
Plates. These additional Armor Plates work in 
the exact same manner as the normal ones but 
cover more of a machine's body, making it harder 
for you to deal full damage. The number of kills 
it takes to evolve varies with each machine, but 
once the evolution takes place, you'll only ever 
encounter the more heavily-armored variant. This 
evolution process only works for machines that 
are still in production, however, so Ancient War 
Machines like the Corruptor and Deathbringer are 
unaffected. 
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SEVERITY THRESHOLDS 


ne of the most important factors you'll need to be aware 
O°: while out hunting is how many shots it will take to 
apply any kind of status to a machine, and that’s where 
these numbers come in. Many values are shared between 
machines within each size category, so we have compiled 
them all here for easy access. Many of these overall thresh- 
olds have different sub-limits within them, and reaching 
each sub-limit will cause smaller reactions in the enemy as 
you build up to the final effect. [>0 1] 


ELEMENTdl THRESHOLDS a 


Elemental Severity Thresholds Elemental Decay Rates 
Normal Machines Corrupted Machines Humans Size Severity Lost Decay Delay 

DamageType Small Medium Large Small Medium Large Normal Heavy/Elite per Second 

Fire 75* 150 300 113 225 450 50 75 Small u 

Freeze 75* 150 300 113 225 4650 25 75 Maclurg 3 (Peleealnele 

Shock 75* 150 300 113 225 450 25 75 Farge 2 

Corruption 50 100 150 - - - 50 100 

*70 for Watchers 

pplying elemental statuses to enemies is one of the Elemental severity is also rather unique in that, if you wait 

most potent means you have both for controlling fights, too long while trying to build it up, it will start to decay. In 
and ending them as quickly as possible. There are not many practical terms, what this means is that if you want to apply 
different elemental thresholds between the enemies, and elemental statuses as effectively as possible, you cannot 
after becoming familiar with the numbers, putting them into wait longer than 6 seconds between shots on an enemy - 
practice by learning how many shots you require is a rela- otherwise the severity build up will start to drop off and it 
tively quick process. These numbers are even more valuable will take more shots overall to apply the status. Each time 
once you start taking weapon modifications into considera- you hit an enemy with an elemental attack it will reset the 
tion, because you'll be able to calculate exactly the amount decay timer, so as long as you keep your shots to within 
you'll need to be able to inflict statuses in the fewest shots those 6 seconds you'll never see any drop-off. [>0) 2/3] 
possible. 
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EXPLOSIVE DamaG2 THRESHOLDS 


Normal Machines 


Size Limit 1 Result Limit 2 Result Limit 3 Result Limit 4 Result 
Small 100 Stagger 125 8 sec Knockdown - - - - 
Medium 100 Stagger 200 Stagger 300 10 sec Knockdown* - - 

Large 100 Stagger 200 Stagger 300 Stagger 400 12 sec Knockdown 


*15 seconds for Tramplers 


Corrupted Machines 


Size Limit 1 Result Limit2 Result  Limit3 Result Limit 4 Result Limit 5 Result 
Small 100 Stagger 200 Stagger 225 8 sec Knockdown - - - - 
Medium 100 Stagger 200 Stagger 300 Stagger 400 10 sec Knockdown* - = 

Large 100 Stagger 200 Stagger 300 Stagger 400 Stagger 500 12 sec Knockdown 


*15 seconds for Tramplers 


his group of thresholds shows you the amount of ex- Ta ae 

plosive damage it takes to eventually knock down a ma- i 
chine, with your primary sources of explosive damage being * 
the Blast Sling, Blast Wires or Blast Traps. The explosive f 
damage threshold differs from the elemental one in that it 
never decays, so regardless of how long you take to hit an 
enemy with a series of explosions, it will always take the 
same amount to knock it down. Because most explosive 
weapons deal high damage, you can knock machines down 
quite quickly, and the long knockdown duration gives you a 
large window to attack the machine with impunity. [>O 4] 


The damage limits you need to reach for a stagger are fairly 
evenly paced until you get the knockdown, so it's simple 


to inflict consecutive staggers provided your attacks deal down, with one more stagger required, but the thresholds 
enough damage. With Corrupted machines, it takes more for staggers remain evenly paced, meaning your general 
damage to reach your eventual goal of scoring a knock- approach with explosives changes very little. 


SPRINTING ENEMY KNOCKDOWN THRESHOLD 


Normal Machines uring the course of many of your 


Size Limit 1 Result Limit 2 Result battles there will be times where 
Small 50 Tumble 100 Tumble + 8 sec Knockdown a machine will try to either sprint : 
Medium 75 Tumble 150 Tumble + 10 sec Knockdown away from or towards you, and while 


they are sprinting machines open 
themselves up to another method for 
knockdowns. Regardless of where 
you hit the machine while it’s sprint- 


Large 150 Tumble 300 Tumble + 12 sec Knockdown 


Corrupted Machines 


Size Limit 1 Result Limit 2 Result : » es 
ing, or what kind of damage you hit it 
Small 75 Tumble 150 Tumble + 8 sec Knockdown - eo F 
= with, it's possible to cause a knock- 
Medium 113 Tumble 225 Tumble + 10 sec Knockdown 
down much faster than through any 
Large 225 Tumble 450 Tumble + 12 sec Knockdown 


other means. 
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STATUS EFFELTS 


tatus Effects play a huge role in combat — utilizing these 

to your advantage will be vital to your success. There are 
two distinct aspects of status effects; the first is the initial 
build-up of the effect, referred to as “Severity” which we've 
already covered, and the second is the actual effect once a 
Severity Threshold is met. The values shown in the tables 
below are based on the Normal difficulty setting, and do 
not take into account any inherent strength or weakness a 
particular enemy may have. Similarly, the Application Details 
tables show all of the methods of inflicting a status at their 
base levels without any additional modifications. 


FIRE «> 


Status Details 


Elemental Clashi 
Only one elemeni up at a time, so if you 
have an enemy at 50% verity threshold, and 
then switch to Freeze, all the ins build up will be lost and 
replaced by Freeze. If, however, one status effect has been 
successfully applied, simply starting to build up a different 
effect will not cancel it; once you pass the threshold to apply 
the second status, only then will it cancel and replace the 
first one. With precise timing of shots and awareness of sta- 
tus effect durations it is possible to manage status effects so 
that a second one starts the instant the first one wears off. 


Application Details 


Enemy Type Duration Effect Applied By Build-Up Per Hit Build-Up Per Sec. 
Small Machine 10 Seconds 50 total damage (5 dmg/sec) Fire Arrow 25 = 
Medium Machine 15 Seconds 180 total damage (12 dmg/sec) Fire Bomb 50 10 per second 
Large Machine 20 Seconds 360 total damage (18 dmg/sec) Fire Wire 160 10 Per second 
Human 3 Seconds 45 total damage (15 dmg/sec) 


his widely-used element is the most common ene- 

my weakness, with especially devastating effects on 
humans and Corrupted machines. Attacks of this type deal 
Fire damage and build up Burn severity, eventually inflicting 


Inflicting the Burn status on a Corruptor or Deathbringer will 
force these machines to expose their Heat Cores... 
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the Burn status. As soon as an enemy is inflicted with Burn, 
not only will they immediately start taking damage, but they 
will also stagger and be taken out of any attacks they may 
have been about to start. In the case of Human enemies, 


...which are highly-sensitive Components subject to a massive 
damage multiplier if hit with further attacks. 


after the stagger they will attempt to put out the flames for 
the duration of the status and be unable to attack at all. 


Once this status is applied, damage is guaranteed and will 
be dealt without any additional input from you. This effect 
can sometimes be overshadowed by the other elemental 
effects against machines, as it lacks the utility of Shock and 
Corruption, and is outclassed in raw damage potential by 


Status Details 


Enemy Type Duration Effect Damage Threshold 
Small Machine 10 Seconds Stunned 
Medium Machine 15 Seconds Stunned 
Large Machine 20Seconds Stunned 
Human 3Seconds Stunned 


Application Details 


Applied By Build Up Per Hit Build Up Per Sec. 
Shock Trap 150 - 

Shock Arrow 25 (30 for the Lodge War Bow) - 

Shock Bomb 50 10 per second 
Shock Bolts 5x5 = 

Shock Wire 160 = 


he Shock effect stuns enemies, rendering them immo- 

bile and unable to perform any actions. Only Stalkers and 
Longlegs are unusually vulnerable to shock, but that does 
not diminish its utility against other enemies. While the 
effect itself deals no damage, it does allow you a safe way 
to focus your attention on specific targets and open new 
tactical opportunities to you during combat. 


When a machine becomes stunned it will fall to the ground, 
often exposing otherwise difficult-to-hit components. 
Against fast-moving machines during combat, this will make 
hitting a component much simpler. For the duration of the 
effect it's also possible to Override machines, even after 
having been discovered by an enemy. 


You can also perform Critical Hits on shocked enemies, 

just like after a knockdown, although doing so will end the 
status regardless of how much time was left. Other than 
Critical Hits, however, dealing any other kind of damage will 
not reduce the duration of the effect, which is where Shock 
significantly differs to other forms of Knockdown. While it 
may not offer the damage increase of Freeze, it does allow 
you to inflict a lot of damage of knock off enemy compo- 
nents in total safety for as long as the effect is active. 
Another option is to use Sticky Bombs on an enemy 
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the Freeze effect. Its usefulness against human enemies 
cannot be overstated, however, because not only is it one 
of the fastest ways of dealing with them in open combat, it 
is also one of the safest since it stops them from attacking. 
You can further increase its potential by boosting a weap- 
on’s Fire attribute, which will increase both the direct Fire 
damage it deals and the rate at which its Fire attacks build 
up Burn severity. 


# SHOCK 


because you'll be able to plant quite a few on them before 
they detonate and actually deal any damage. In the case of 
Shock Traps, Wires and Bombs, the large blast radius also 
provides an excellent means of incapacitating a large group 
of enemies for a long a time, allowing you to focus on spe- 
cific targets while the others remain stunned. You can get 
creative with your tactics here; we'll outline enemy-specific 
strategies revolving around the Shock Effect a bit later on. 


Prylerragpovers rornsey 


Shock Bombs have a large blast radius, useful for 
hitting machines on the move. 


Once the machine is shocked, you're free 
to attack with impunity. 
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FREEZE <=: 


Status Details 


Enemy Type Duration 
Machines 30 
Humans 15 
Damage-Specific Modifiers 

Damage Type Effect 
Standard +200% 
Vs Components +100% 
Explosion, Melee, Silent Strike, Critical* +25% 
Heavy Weapon +38% 
Heavy Weapon vs Components +0% 
Vs Humans +50% 
Vs Humans (Explosion, Melee, Silent Strike, +15% 
Critical) 


*Includes damage from component removal 


Application Details 


Applied By Build-Up Per Hit Build-Up Per Sec. 
Freeze Arrow 25 (30 for the Lodge War Bow) - 

Freeze Bomb 50 10 per second 
Freeze Bolts 5x5 - 


Begin applying Freeze as you approach an enemy from a dis- 
tance with Freeze Arrows... 


CORRUPTION © 


ae is another incredibly strong and useful status 
effect. When the Severity Threshold is reached, machines 
and hostile humans will suffer a brief period of incapacita- 
tion. After that, the affected enemy becomes hostile to oth- 
ers in the vicinity. Keep in mind, however, that this does not 
make them friendly towards you. If you're able to apply this 
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ttacks of the Freeze element inflict direct cold-based 

damage and build up Freeze severity. When frozen, 
enemies take significantly more damage from all sources 
for the duration of the effect, which makes this effect the 
best means of increasing your raw damage output during 
combat. On top of the already attractive damage increase, 
freezing a machine will also render its armor plates useless, 
meaning you do not suffer any damage reduction at all from 
hitting them. 


Human enemies are extremely susceptible to cold — as 
well as taking increased damage from all sources, they 
will also take 3 damage every 3 seconds for the duration. 
This makes Freeze somewhat overkill on human enemies, 
but it’s crucial for maximizing your damage against strong 
machines like Thunderjaws and Behemoths. When used in 
such situations, it's one of the most powerful attack types 
in Aloy's arsenal. Your ranged weapons see a much bigger 
damage boost than your Spear, with Hardpoint Arrows and 
Metal Bolts being especially effective. Finding opportunities 
to apply this effect and optimizing your damage output is a 
technique you'll want to practice early and frequently. 


...and switch to Freeze Bombs for their increased elemental 
severity when you get close. 


Status Details for Enemies 


Enemy Type Duration Effect 

Small Machine 10 Seconds 

Medium Machine 15 Seconds Targets will turn hostile to 
Large Machine 20 Seconds anyone and anything around 
Normal Human 30 Seconds CT 

Heavy/Elite Human 30 Seconds 


Status Details for Aloy 
Damage 
10 per second 


Additional Effects 
Sprint is disabled 


Duration 
10 seconds 


Application Details 
Applied By 
Corruption Arrow 


Build-Up Per Hit 
50 (60 for the Lodge War Bow) 


effect from distance or without detection, you can effective- 
ly thin out groups of enemies without ever committing to a 
fight. 


Even in the midst of combat, creating a couple of additional 
targets for enemy machines to attack can ease the pressure 
on you significantly. Machines that you have Corrupted are 


Attacks of this type are unique to the War Bow’'s Corruption 
Arrows and are not used by any other weapons. 


utting machines into the Tied-Down state is only possi- 

ble through the use of the Ropecaster, but that doesn't 
make it any less of a versatile combat option. Essentially 
the Ropecaster grants you a ranged option with which to 
inflict an extended Knockdown. Once a machine is tied 
down, it can be completely taken out of a fight for up to 90 
seconds if left alone — far longer than by a normal knock- 
down or stun. Tied-Down machines are vulnerable to all of 
the same things as stunned machines, which means you 
can Critical Hit or Override them while they’re in that state, 
though a Critical Hit will also instantly break the ropes. 
Similarly, the ropes will also break if you apply an elemental 
status effect to a machine that is tied down. For more de- 
tails on this unique state, please refer to the Ropecaster's 
section on P100. 


— 
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easily recognizable by the green cabling that encompasses 
most of their body, where as human enemies only cough 
up dark green fumes when they're Corrupted, and are much 
more difficult to identify. 


Corruption produces an entirely different set of effects on 
Aloy than it does on enemies: Aloy will continuously suffer 
heavy damage while in contact with pools of Corruption 
left by enemies, and will incur extremely high damage over 
time if her Corruption severity reaches 100%. On top of 
the damage you take while under the effects of Corruption, 
you also lose the ability to sprint, which makes escaping 

or maneuvering during encounters with Corrupted ma- 
chines all the more difficult. Melee attacks from Corrupted 
machines also inflict Corruption severity, making them even 
more lethal than usual. 


Reinforcing the War Bow’s Corruption attribute increases the 
severity build-up for each shot with Corruption Arrows. 


-TiED-DOWN STaTe 


Bigger machines take more ropes to tie down. 
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ST@GGER dD KNOCKOOWNS «: 


Stagger Details 

Size Stagger during Knockdown Explosion Stagger 
Damage Threshold DamageThreshold 

Small 50 100 

Medium 75 100 

Large 150/300 100 

Knockdown Details 

Size Damage for Explo- Knockdown Knockdown 

sion Knockdown Duration DamageThreshold 

Small 125 8 100 

Medium 300 10 300 

Large 400 a2. 600 


0 amage to a machine's body with your Arrows, Spear or 
via an explosion will cause the enemy to stagger, stun- 
ning it very briefly and interrupting its actions. In addition, 
dealing damage specifically to a machine's legs will cause 
a Knockdown, forcing the machine to the ground and inca- 
pacitating it for an extended period of time. The knockdown 
damage threshold shows you how much damage you can 
inflict before it will get up again; inflicting any kind of dam- 
age will gradually reduce the duration of the knockdown, 
and once you reach the threshold, the machine will stand 
up. The one exception to this is damage done via the Critical 
Hit Skill, because that will always make machines stand up 
immediately. 


The Knock Down Skill will allow you to easily knock down 
powerful enemies like the Ravager. 


While the thresholds for explosive damage knockdowns are 
consistent between machine size categories, the thresh- 
olds for knockdowns from normal damage sources vary by 
machine, so for those please refer to the Hunting Targets 
chapter. The multipliers to damage from the game's Difficul- 
ty Settings do not affect the threshold value — the number 
of hits required to cause a Stagger and Knockdown are 
consistent from Easy to Very Hard. Human enemies differ 
slightly in that all normal human enemies can always be 
knocked down ina single hit from your spear, and they 
will also instantly stagger from a headshot if it doesn’t kill 
them. Heavy and Elite humans, however are totally immune 
to staggers or knockdowns from those methods. 


MACHINE COMPONENTS 


Imost every machine has several special parts on its 

body called ‘Components’. They come in numerous 
shapes and sizes, and have multiple uses and effects. Many 
Components can be removed entirely by dealing Tear dam- 
age, allowing you to harvest the corresponding materials 
without the need to actually kill the machine. Alternatively, 
some Components can be destroyed outright. Doing so 
may afflict the host machine with detrimental status ef- 
fects, or disable different abilities and attacks. Keep in mind 
that destroying a Component means you will also destroy 
any materials you'd normally harvest from that part. 
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INTERACTIVE COMPONENTS 


Component Types 


Resource Tech Weapon 


Damage Bonuses 


Machine Size Damage Modifier Removal / Destruction Damage 


Small +50% 50 
Medium +50% 100 
Large* +50% 100 


*The chart here shows the general rule for this damage bonus, but 
there are quite a few exceptions. You'll find the full details in the 
Hunting Targets chapter. 


E very Component that’s bolted onto a machine falls into 
one of three categories based on its primary purpose: 
Resource, Tech or Weapon. While the specific components 
within these three categories can vary widely and will be 
covered within the individual sections for each machine, 
there are some general rules that apply to all of them. Iden- 
tifying Components on machines before you fight them is a 
good practice to get into, because hitting them is often the 
most efficient means of inflicting damage. 


ea 


HLdZe CaniSTeR 


FREEZE CaniSTER 


Detonation Details 


Machine Size Fuse Time Blast Radius 

Small 250 
Medium 4 Seconds 16m 300 
Large 500 


here are three components in particular that you'll 

encounter most frequently throughout the game, the 
Elemental Canisters, and it's important to be aware of the 
things that they can do for you. It’s worth noting that there 
are some very slight exceptions to the following descrip- 
tions, and in these specific cases we will outline them in 
detail in the appropriate enemy's section. 


POWER CELL (BATTERY) 


Damage to Instigating Machine 
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Regardless of what type of Component you hit, your attacks 
will always deal at least 50% additional damage, and when 
you either destroy or remove the Component, you'll get 

an additional flat damage bonus. Some components on 
machines are much more susceptible to damage; these 

are known as Weakpoints and will be covered in their own 
section. 


Specialized Compon 
Many Tech or Weapon I pically control a 
particular ability or attack, and destroying or removing them 
will prevent the machine from performing those actions. 
Some of these include weapons which can actually be re- 
moved and then picked up and used against them. You can 
find detailed information on these components within the 
appropriate enemy’s Component section. [>0 1] 


ELEMENTAL CaniSTERS 


POWER CELL (CamiSTER) 
Ty 
Ve 


Area of Effect Damage Area of Effect Elemental Severity 


75 150 
150 225 
250 450 


The Blaze Canister is probably the most common compo- 
nent found throughout the game. Visually identifiable as a 
cylindrical canister with a green fluid inside, they are usually 
small in size but can appear as a substantially larger canister 
in some cases (specifically the Sawtooth). When struck 
with a Fire Arrow, the canister will ignite. You'll be able to 
tell when you've hit this component if you hear a distinct 
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sound like glass breaking, along with a visual effect that 
looks as if flames are shooting out of it. After a short delay 
the canister will explode, setting the host machine on fire 
while dealing a large amount of damage to it. The blast also 
damages everything else caught in its radius and inflicts a 
large amount of Fire severity build up, usually enough to set 
most other machines on fire as well. 


Freeze canisters are visually very similar to the Blaze Canis- 
ter: a clear cylinder filled with a bright, whitish-blue liquid as 
opposed to a green one. You'll hear the same sound when 
his component is hit with a Freeze Arrow, and the visual ef- 
fect will look like snow is falling from the canister. Like the 
Blaze Canister before it, this component will explode after 
its short fuse has expired, dealing full damage to the ma- 
chine and reduced damage to nearby targets. However, this 
component will freeze enemies hit by the effect, granting a 
significant damage multiplier to your Direct Damage. 


The Power Cell differs slightly in its appearance when 
compared to the Blaze and Freeze Canisters. This compo- 
nent is still typically cylindrical in shape, but looks more like 
a spiraled coil of metal with blue tubing on one end. It can 


Hitting a Freeze Canister produces an effect like a blast of ice. 


EXPLOSIVE COMPONENTS 


Detonation Details 


Size Fuse Blast Damage to Host Area of Effect 
Time Radius Machine Damage 
Small 0 Sec. 16m 250 75 
Medium 0 Sec. 16m 300 150 
Large 0 Sec. 16m 500 250 
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also, however, take on a rectangular form that looks a lot 
like a very large battery. Shock Arrows are the only things 
that can be used to detonate these canisters, but unlike the 
Fire and Freeze versions, the sound upon hitting one is a lot 
subtler and you shouldn't rely on it as a means of identify- 
ing a direct hit. Instead, you'll probably rely on its obvious 
visual effect, which looks like bluish-white arcs of electricity 
surrounding the component. 


Small plumes of flame will start ejecting from Blaze Canister 
after it is struck with a Fire Arrow. 


Power Cells react with an electric effect when 
struck with Shock Arrows. 


E xplosive components are unique 
components that are only found on 


Area of Effect 
Elemental Severity a few machines and are essential to 
150 their core functionality. Like elemen- 
225 tal canisters, if you destroy one it 
450 will create a massive explosion, the 


element of which is determined by 
the specific component you destroy. 


Explosive Components List 


Machine Component Explosion Type 
Longleg Concussion Sac Tear 
Shell-Walker Power Generator Shock 
Trampler Processing Unit Fire 
Behemoth Force Loader (x6) Tear 
Fire Bellowback Cargo Sac, Gullet Fire 
Freeze Bellowback Cargo Sac, Gullet Freeze 
Glinthawk Freeze Sac Freeze 
Snapmaw Freeze Sac Freeze 
Rockbreaker Fuel Sac (x2) Fire 
Stormbird Lightning Gun Shock 


Destroying these components, however, is not triggered 
by hitting them with the corresponding elemental type — 
rather, they can only be destroyed through normal dam- 
age, cannot be removed with Tear, and do not react to any 
elemental effects. 


Destroying these components will often have the add- 
ed benefit of disabling many of the machine's attacks or 


Enemy Weakpoint Component Damage Modifier 
All Machines Eyes +100% 
Exception: Watcher Eye +700% 
aig Eva week 
Rockbreaker Exhaust Port +300% 
Thunderjaw Heart +400% 
Thunderjaw Data Nexus +250% 
Corruptor Heat Core +300% 
Core +400% 
Deathbringer i 
9) ais Heat Vent, +100% 


ens Components and Armor, Weakpoints are areas on 
a machine's body that cannot be destroyed or removed 
and will grant a damage multiplier when hit. A ubiquitous 
example of this would be a machine's eye. In nearly all 
cases, you'll deal double damage when hitting this Weak- 
point compared to the damage you'd deal when hitting a 
machine's exposed body. Further examples include the 
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abilities on top of the large amount of damage you'll inflict. 
There is also no fuse timer for the detonation when you 
destroy these components, so you'll get the benefits 
instantly. Also unlike elemental canisters, these compo- 
nents have visual indicators that increase in intensity the 
closer they get to destruction. Usually these take the form 
of increasing amounts of flames and sparks coming off the 
components, so they're very easy to spot even in the thick 
of battle [90 1]. 


Thunderjaw's heart, which is protected under heavy armor 
plating and lets you deal five times your normal damage, 

or the more exposed but equally-susceptible Exhaust Ports 
on the Rockbreaker [© 2]. Machines are not the only 
enemies with weakpoints, however; the heads of all human 
enemies will also provide you a significant damage bonus 
upon hitting them. 
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ANTENNdS COMPONENT LOOT 


Antenna Details ieee from enemies follows two specific types — internal 
and external. Internal loot is what you can always obtain 


Machine Size Health Tear Damage Bonus 

Small 100 50 from a machine's carcass because it is part of their inter 
Medium 150 100 450% nal make-up. External loot covers all of the loot items that 
Large 200 200 are housed within the many Components and Containers 


attached to the machines, and they can be removed and 
harvested separately, without the need to destroy the 


Machines with Antennas he Alarm Signal Antenna machine itself. 
= on some Longlegs may 
ee Stalker ‘ . 
stand out because of its If you destroy the Component or Container, then the 
oH Taanis unique function for calling in potential loot you can get from it will also be lost, but if you 
reinforcements, but there are kill a machine without destroying or removing them, all of 
Ge Shell-Walker many other machines which their potential loot can be harvested from the carcass at 
ry also sport their own Anten- the same time. While the internal loot will be covered in 
GAS Sawtooth nas [30 1]. Also unlike the each enemy's entry in the Machine Targets section (P132), 
§ Alarm Signal Antenna, any because external loot is so tied to the components we've 
ayjp Ravager machine that is capable of placed it here for easy quick reference. 
SX Bollowback having a normal Antenna will 
always appear with it. Component Loot 
oS) Behemoth Machine Component Amount Item Amount 
, Strider Blaze Canister 1 1 
C2 Thunderjaw 
Radar 1 Metal Vessel 2, 
Scrapper 
PowerCel 1 1 
These Antennas do not add any additional functionality to om Blaze Canister a 1 
the machines, but they do provide you with an additional Rotor Blades 2 Metal Shards 1 
target to hit. Antennas are subject to the same damage and Resource = 7 
Container (Rear) Z WAEINESSS 4 
removal bonuses as other Components, and because they hand 
are often clearly visible (due to how far they protrude from ancenorn Freeze Canister = 2 [Su 1 
the machine), hitting them is generally a straightforward Drill Horns 2 Metal Vessel 1 
process. Having this extra target to aim at can be especially Blaze Canister 2 1 
useful after machines start to evolve and you encounter the pit er > (REERES ; 
more heavily armored versions. > 
Glinthawk = 
Freeze Sac 1 Chillwater 4 
Horns 2 Metal Shards 1 
Charger === =— 
Blaze Canister 1 3 
Antenna 2 Metal Shards 5 
Sawtooth Blaze Canister 1 4 
Container 
Container (Rear) Xu chullWveten at 
Antenna 1 Metal Shards 5 
Longleg Wing 2 Metal Shards 1 
PowerCal 2 1 
Lightning Gun # Metal Shards 4 
Power 
1 Metal Vessel <1 
Shell-Walker Generator 
Shield Claw 1 Metal Shards 1 
Antenna 1 Metal Shards 5 
Bellowback Antenna 2 Metal Shards 5 
Fire Blaze Canister 3 2 


48 HORIZON ZERO DAWN COLLECTOR'S EDITION GUIDE 


j Sei alana aa ccle 


LOOT CRATES 


Compenent hile also considered external loot sources, the 
Machine Component Amount Item Amount 7 i Z 
re 5 Mara Shed 5 Shell-Walker and Behemoth carry with them unique 
golomer ate lc le crates that can be dislodged by destroying the Crate Holder 
reeze fT i ¥) 
Freeze Canister 3 RSM 2 Components. These loot crates work like a Treasure box 
Power Cell 6 Sparker 4 of sorts in that there are a large number of potential items 
Proxessing Unit 1 Metal Vessel 4 that you can get from them, including machine parts from 
Trampler Antenna 1 Metal Shards 5 any machine, or Very Rare Modifications. Unlike the other 
5 external loot sources, however, if you kill the machine while 
Excavation 2 Metal Shards 2 A A A 7 
Horns the crate is still attached, it will also be destroyed along 
Power Cell 2) Sparker 4 with the items it contains; it must be dislodged beforehand 
Ravager Freeze Canister 1 Chillwater 8 if you want the loot. 
Antenna 1 Metal Shards 5) 
Blaze Canister 2 Blaze 1 Shell-Walker Crate 
RSEBUrGS Loot Group Chance Name Amount 
Container (Tail) ue wctal shields d High Metal Shards 5/15/40 
Snapmaw 
Antenna 1 Metal Shards 5 High 5/10/15 
Resource Con- =, 1 High Wire 5/0/15 


tainers (Spine) 


Mine Launcher 2 Metal Vessel 2 High suse Sele BEY) 
Dart Gun FI Echo hel 1 hee High 191020 
Stalker Antena 1 Metal Shards 5 1 drops 1 High Chillwater 10 to 20 


item in 


Stealth varying High Metal Vessel 10 to 20 
1 Echo Shell 1 

Generato! amounts 

ane = : High Echo Shell 5 to 10 
Corrupt Shubee awaits d WEED Z Medium Luminous Braiding 

Heat Core i Metal Shards 5 Medium Machine Lens* 

Digging Arm 4 Metal Shards 5 Extremely Low [@WSEWETETCiiate) 
Rockbreaker 

Resource Con- MISChING Cree Si 

tainer (Back) Z Echo Shell 2 Picks Extremely Low #VEteait-aetey mall 1 

Power cell 1 Sparker 16 2 nothing or Extremely Low 1 

1 item 

Force Loader 6 Echo Shell 1 aucuaNmeemm Machine Core - Large 1 
Behemoth *Vari i 

Freeze Canister 2 Chillwater 4 petous mega 

Antenna 1 Metal Shards 5 

Blaze Carsley 2 Ee hs BEHEMOTH CARGO CONTAINER 

Engine 6 Echo Shell 1 Loot Group Chance Name Amount 
Stormbird 

Freeze Canister 2 Chillwater 6 Always drops 1 High 2 

item in varying 

Lightning Gun 1 Metal Shards 5 amounts Very Low [@nmellsicielatey 2 

Blaze Canister 6 Blaze 2 High Metal Shards 6 to 18 

Power Cell 4 Sparker 5 Low 5 to 30 

Freeze Canister 8 Chillwater 2 2 Picks nothing Low Metal Vessel 5 to 30 

Radar 1 Metal Shards 5 Grilled Low Chillwater 5 to 30 
Thunderjaw Tail 1 Metal Shards 5 Yell Echo Shell 4to6 

Cannon PA Metal Shards 5 Medium 4106 

Antenna 1 Metal Shards 5 

Resource 

Container 2 Echo Shell 4 

(Hindquarters) 

Cooling Rods 6 Metal Shards 1 
Deathbringer 

Heat Vents 5 Metal Vessel 2 


CHAPTER O02 HUNTING GUIDE 49 


THREAT PERCEPTION 


ll enemies in the game follow a general set of behaviors for perceiving po- 

tential threats. These behaviors are split between their idle state and combat 
state. During their idle state, enemies will have slightly lower perception while 
they go about their business. Once they enter combat, those senses become 
more acute and focused while they seek out and attack you. 


The perception radiuses shown here describe how enemies behave under normal 
circumstances, but how you react while they're investigating will also have an 
impact on how quickly they find you. If you fire an arrow while out in the open, 
most enemies will detect you straight away, but do so while hidden in some tall 
grass and they'll only become suspicious. Follow up with another shot, however, 
and chances are they will discern your location immediately. 


ViSUaL PERCEPTION 


hile it can be difficult to tell just where a human enemy 

is looking, things are much easier with machines. The 
cone of light emanating from their eyes gives you a direct 
in-game visualization of the area that a machine can see, so 
you can always tell exactly where they're looking. The color 
of that cone also corresponds to the alert level of the ma- 
chine, with blue being their idle state, yellow for investigat- 
ing, and red once combat has been initiated [> 1-3). 


As well as their direct line of sight, all enemies have 
peripheral vision that lets them see to the side and above 
them. In their idle state, an enemy's direct line of sight is 
reasonably long, and their peripheral vision is comparatively 
large; once they enter combat, however, their direct line of 
sight becomes much more focused and long-ranged, to the 
detriment of their peripheral vision. 


x 
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Top Down Views of Visual Detection Ranges 


24m 
75m 
15m 
30m 
45m 


Idle Detection Ranges Combat Detection Ranges 


Stages of Idle Perception PRLS eh TPS EL WEIL 1 Mr EELS LIFE 204 
Icon Range Behavior 


As soon as you're within 45m of an enemy that is 
looking at you, a grey icon with an exclamation mark 
Qe 30-45m in it will appear above their head. As long as you stay Direct Line-of-Sight 


within that area, the enemy will move in to investigate ] 
15m. 
30m 


over the course of 6 seconds and the icon will gradual- 
45m 


Side View of Idle Perception Ranges 


ly change color to yellow while they close in. 


If you're detected within this range the enemy will be 
at a higher alert state straight away, and if you remain 
e 15-30m 


visible, the icon will gradually turn red over 6 seconds. 
When it turns fully red the enemy will start attacking 
you. 


Get spotted at this range and the machine will skip 
e 0-15m 


straight into a combat state, and the icon above it will 
turn red. 


hile idle, enemies have a maximum vision distance of 
45m, so if you're outside of that range they'll be unable 
to see you, regardless of how out in the open you are. Peripheral Vision 
That range is also well out of their aural detection distance, 
so you can freely move around. Because their vision isn’t 24m = 
focused on a specific target, an enemy's peripheral vision 
is quite good during their idle state. This means that, even 
when crouched, you need to be very careful when ap- 7.5m 
proaching idle machines from the side [> 4]. 


\ OF SD Ae Ah A PE = LW 


(awe 75m, 
4 2 24m, 

( 

5 

: 


STO 
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PERLGMESY .! EU EL MPU 2 Pl ST ad LIT TIT TH Stages of Combat Perception 


Side View of Combat Perception Ranges , Icon _ Behavior 
If the enemy loses sight of you during combat for 4 seconds it will 
4 kK drop out of its combat state and enter a search mode after a fur- 


ther 5 seconds. Once the search mode is initiated, the enemy will 
move to your last known position and start investigating the area 

Direct Line-of-Sight for 20 seconds. A while line will also appear around the status 
marker that indicates the remaining search time. 


If the enemy catches sight of you, the search indicator will start to 


——SS— ie turn red, and if it fills up completely, combat will be initiated again. 
> , It takes 2.5 seconds for the indicator to fill up completely, so that's 
how long you have to get out of sight again. 
Stay hidden for the full duration of the search and the enemy will 
41m 


lose track of you completely, indicated by the marker gradually 
turning from yellow back to grey again. 


~~ D uring combat it is possible for enemies to lose track of 
you if you break line of sight by hiding behind something 


ne or moving through tall grass. When this happens, the ene- 
Jom’ my will move towards your last known position and begin 
Peripheral Vision actively searching for you. [>0) 1] Not all enemies will initi- 
ate searches, however, so you'll need to play close attention 
(2m to the indicator above them to see what state they're in. 
12m 


AUDIBLE DETECTION 


FL OMY 


also plays an important part in how enemies detect 
you — it’s their only means of perception that works in a 
1) full 360-degree radius around them. Sprinting is the loudest 
“action you can perform and can be heard by enemies up 
to 20m away, while jogging cuts that distance in half. If an 
enemy hears you, it reacts in the same way as if it saw 
you in that it will turn to face your direction and then begin 
4m -—Crouched searching for the source of the sound. 


10m — Jogging 
20m — Sprinting 
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When fighting a machine, watch for its eyes to flash red... 


..because a melee attack will always follow shortly after. 


THE STBdLTH Fal TOR 


el there are things you can do to make it harder for 
enemies to see or hear you, tipping the scales of combat 
even further in your favor. The most basic thing is to simply 
crouch down when you're around enemies. Not only does 
this make you move essentially silently, but it also reduces 
the enemy's ability to see you by 10%, allowing you to get 
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Audio and Visual, 
Enemies are not the o to be constantly 
aware — if you wish to su! ut in the wild, you’re going 
to need to be able to recognize and react to all incoming 
threats. The combat in Horizon Zero Dawn is designed to 
allow to choose your approach: stealth or direct. Direct 
combat can get very hectic and enemies may use attacks 
from outside your field of view, where you won't see them 
coming. Luckily, your machine opponents aren't silent when 
they attack —- each long-ranged attack is accompanied by a 
distinct sound effect that you can learn to listen for, and can 
use to judge when to evade - these are called audio cues. 


Visual cues are also present; when approaching combat 
with a machine enemy, you'll want to pay close attention 
to its eyes, which flash red to indicate the start of a me- 
lee-based attack’s animation. If you see this flash of red 
light, be prepared to react accordingly. You can’t always look 
a machine directly in the eye as it’s about to attack, howev- 
er; anytime a machine uses a melee attack outside of your 
field of view, an attack indicator icon will appear at the side 
of the screen that the attack is coming from. The Machine 
Targets section details all enemy attacks and their notewor- 
thy cues. 


oe 
Off-Screen Melee Attack Indicator SAG 
Se 


that bit closer before they see you. Through Skills such as 
Prowler, or the Silent Hunter Outfit (and the Stealth Mod- 
ifications you could put in it) you can further reduce your 
visibility and noise generation, making it very difficult for 
enemies to spot you outside of point-blank range. 


If you approach from behind, you don’t need to worry about 
visual perception. 


Stealth can make clearing out a Bandit Camp much easier. 
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There’s a lot more to Aloy’s available weapons than 
might at first be obvious, including a variety of shared 
rules and attributes that it really pays to be familiar 
with. This section covers all of these points and high- 
lights important techniques for gaining an advantage 
while on the hunt. 


WEdPOn ROLES 


hile certain weapons occupy overlapping niches, such 

as applying the same type of elemental effect, each 
type of weapon is designed to play a unique role within 
Aloy's overall arsenal. Even when two weapons can both 


inflict the same elemental effect, these are distinguished by 


fundamental differences of purpose — for example, Freeze 
Canisters can be detonated by a direct hit from the War 
Bow’s Freeze Arrows, but neither the Sling’s Freeze Bombs 
nor the Rattler’s Freeze Bolts will have this effect. This 
means it's worthwhile acquiring one of every weapon type 
and to experiment with each of them to see where they 
can fit into your preferred method of combat. 


WEdFON RafkS 


W eapons in Horizon Zero Dawn are divided into three 
ranks, with higher ranks capable of utilizing a wider va- 
riety of ammunition. In order from lowest to highest, these 
ranks are ‘Nora; ‘Carja’ and ‘Shadow, above which a special 
‘Lodge’ rank exists (solely for the Hunter's Lodge versions 
of the Ropecaster, Blast Sling and War Bow). The ‘Lodge’ 
rank provides no additional functionality, but instead simply 
improves upon some base values of the ‘Shadow’ versions 
of these weapons. 


Purchasing weapons of higher ranks costs more Metal 


Shards and requires increasingly valuable Resources, and 
since you'll want at least one weapon of each type as well 
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as enough ammunition to carry you though long battles, 
upgrading your Weapon and Ammunition Satchels should 
always be a priority. 


..-o there’s no reason to hold on to the Carja Hunter Bow once 
you have the Shadow version. 


MODIFICATIONS 


ach weapon type serves a distinct set of general func- 

tions in combat, and modifications play a crucial role in 
optimizing a weapon for one or more of these purposes. 
Modification Coils can either be applied toward a single 
attribute such as Fire or Corruption in order to specialize 
the weapon for that type of damage, or divided equally 


between multiple attributes to increase the weapon's effec- 
tiveness across the board. They can also upgrade a weap- 


on's Handling stat, which improves draw and reload speeds. 


Unlike the Weaves used with Outfits, they cannot add new 
abilities that differ from a weapon's ammunition types. 


Weapon Modifications Modification Value 
Stat Description Min Max 


Makes the weapon faster to use, 
increasing the firing rate, reload 
and wield speeds. 


Handling 


Increases the overall damage the 
weapon deals. This applies to both 
projectile and elemental damage 
types. 


Increases the tear severity of the 6% 50% 
Tear attack, making components more 
easily removed. 


Damage 


fe = Increases the severity of an ele- 
Corruption mental effect on the ammo types, 
Shock making it easier to reach the effect 
threshold for the elemental type. 


Freeze 
Outfit Modifications Modification Value 
Stat Description Min Max 


Increases resistance to all 


Resist Ranged forms of ranged attacks 


Attacks including bullets, lasers and 
arrows. 20% 
G Increases resistance to melee 
bes )st Melee attacks from both machines 
Attacks 
and humans. 
Further reduces the enemy's 6% 
Stealth ability to both see and hear 25% 
you. 
Resist Fire 
Resist Reduces the damage taken 
Corruption from the specified elemental 33% 
Resist Shock source. 


Resist Freeze 


Outfit Weaves can be used in a similar fashion, but since 
you can add defensive values for attributes not inherent 
to the Outfit, you have a lot more flexibility. If you just 
purchased the Nora Heavy Protector Outfit, you could add 
more melee defense to ensure that you need never worry 
about melee attacks again. Or, you could also add a lot of 
ranged defense so that you're well protected against both 
of the main damage types. Much of this comes down to 
your personal playstyle so you'll need to experiment and 
find the combination of mods that work best for you. 


Sometimes you may get a Modification that boosts two or 
even three different stats, and while those secondary val- 
ues can never reach the limits of the primary one, they do 
add up. Find enough of these extremely rare Modifications 
and you won't even have to make a compromise when 
choosing what to put onto a weapon or outfit. Every type 
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of modification has a minimum value of +6%, only found 
on Uncommon Modifications, while the different maximum 
values can only ever be reached on the Very Rare varieties. 


In rare instances, you'll find Very Rare Modification Coils and 
Weaves with three attributes rather than two. These invalu- 
able items are essential for maximizing the effectiveness of 
your equipment and can be obtained by defeating enemies 
as well as opening Special Modification Boxes. The second- 
ary and tertiary bonuses provided by these Modifications are 
not as potent as their primary effects and are randomized 
from a pool of possible stats; furthermore, only a Modifi- 
cation Coil's primary effect determines whether or not you 
may equip it on a weapon, meaning that you can equip these 
Coils on weapons that do not necessarily benefit from their 
secondary and tertiary boosts. 


Maximum Modification Values 


Value Weapons Outfits 
Secondary 20% 20% 
Tertiary 12% 12% 
Modification Coil Compatibility 

Weapon Type Usable Modifications 
Hunter Bow Damage, Tear, Fire, Handling 


Sharpshot Bow Damage, Tear, Handling 


War Bow Freeze, Shock, Corruption, Handling 
“Tripcaster "Damage, Fire, Shock, Handling 
Ropecaster Tear, Handling 

Sling Fire, Freeze, Shock, Handling 

Blast Sling Damage, Handling 

Rattler Damage, Tear, Freeze, Shock, Handling 


While on the hunt. 
There will be times traversing the wilderness 
and you hear someone shouting for help. Sometimes this 
will mean the beginning of a new Side Quest or Errand, but 
often it’s just a lone brave or hunting party from the area 
that have got themselves in more trouble than they can 
handle, usually against a group of machines. If you can kill 
these machines and save the lives of the braves you'll be 
given aTreasure Box as a reward, often containing a valua- 


USE MaCHINe RESOURCES 


Arr good habit to learn early on is keeping particular 
attention to what enemies are available in the area, and 
using their particular Components and effects as tools to 
assist you in battle. Perhaps you're trying to kill a tough ene- 
my that's resistant to Freeze. If there were enemies nearby 
that have Freeze Canisters, you could consider engaging 
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them as well, detonating the Freeze Canister to proliferate the effect to the resist- he amount of Experience (XP) you 


ant enemy. This strategy compounds its effectiveness the more tightly-grouped get for killing an enemy depends 
enemies become, as explosions will overlap and stack together in damage. entirely on its level. In addition to the 
base XP reward, you can also earn 
An interesting way to make use of this strategy in a safer way is to Override near many different bonuses depending 
by machines, triggering the fuse of their different Canisters or other Components on how you kill the enemy. Most of 
as they charge in to attack. Using your mount for this purpose is another great these bonuses scale with enemies’ 
way to facilitate this strategy, giving you a mobile option to apply the Fire effect levels and since they can be stacked, 
that you can take around with you throughout the world. taking the time to combine them 


efficiently can significantly increase 


MASTER YOUR EXPERIENCE nee 


Level Machine/ Wildlife Headshot Stealth Canister Kill Burning Component For example, while the bonus for 

Human Kill Kill XP KillBonus_ KillBo- Bonus XP_ Kill Bonus Removed XP removing components on low level 
ae XE nus XE ae enemies is quite small, once you get 

1 100 15 15 15 20 20 10 : 

Fi WE mo aa 5 Ae a 70 above level 25 it becomes much more 

3 130 25 15 15 20 20 10 significant. When dealing with an 

4 150 30 25 25 50 50 20 enemy like the Thunderjaw, which has 

iF 175 35 25 25 50 50 20 many removable components, you 

6 200 40 25 25 50 50 20 can almost double the total amount of 

7 225 45 25 25 50 50 20 XP from that enemy just by picking off 

2 pee ae ae a8 ae a) ao the components first. 

9 300 50 25 25 50 50 30 

10 345 50 25 25 100 100 30 B 

n 395 50 25 25 100 100 30 eae ONC stack the other 

2 455 50 70 40 100 700 30 modifiers, attacking in a certain 

13 525 50 40 40 100 100 50 order and with proper timing is also 

14 600 50 40 40 100 100 50 rewarded. Destroying the Processing 

15 690 50 70 70 100 100 50 Unit on a Trampler will cause it to burn 

16 795 50 70 70 100 100 50 indefinitely, and if you remain hidden 

7 915 50 70 70 100 100 100 in some tall grass until its health gets 

us ute oo eg ug 100 ee 10 ow, you can finish it off with a Triple 

18 1208 et 100 100 100 100 100 Shot Hardpoint Arrow to the Excava- 

20 1385 50 100 100 100 100 150 ; : 

71 7605 50 700 100 100 100 160 tion Horn. That shot will do enough 

22 1830 50 100 100 100 100 150 damage to remove the horn and kill 

23 2105 50 100 100 100 100 200 he enemy. The net result is that you'll 

24 2420 50 100 100 100 100 200 get the Burning Kill bonus because it 

25 2785 50 100 100 100 100 300 was on fire, the Component Re- 

26 3200 50 100 100 100 100 300 moved bonus because you removed 

Zh oe Bo ay ile) lee ste eo he horn, and the Stealth Kill Bonus 

28 A230 50 100 100) 100) ey 00 because you were hidden in tall grass 

29 4865 50 100 100 100 100 300 teeta ae 

a0 ee a a0) a nag Fa Baal and killed it while in stealth. These 

31 6435 50 100 100 100 100 300 are just a couple of examples of the 

32 7400 50 100 100 100 100 300 hings you can do, and now that you 

33 8510 50 100 100 100 100 300 know how the system works, you can 

34 9785 50 100 100 100 100 300 experiment on different machines to 

35 11250 50 100 100 100 100 300 ind the most rewarding way of killing 

36 11250 50 100 100 100 100 300 enemies that suits your playstyle. 

37 11250 50 100 100 100 100 300 

38 11250 50 100 100 100 100 300 

39 11250 50 100 100 100 100 300 

40 11250 50 100 100 100 100 300 

Level Critical Strike Heavy Weapon Kill Frozen Kill 

All 100 100 100 
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@ TRAPS & POTIONS 


his category includes two types of consumable items: 

Traps, which deal damage or build up enemies’ elemen- 
tal severity; and Potions, which restore Aloy’s health and 
provide temporary protection from elemental attacks. All 
Traps and Potions can be crafted, which is the more eco- 
nomical option if you're strapped for cash. They represent 
a trivial investment once you've accumulated a surplus of 
Metal Shards, though, so you may prefer to save time by 
simply purchasing them from Merchants. The number of 
Traps and Potions Aloy can carry will increase each time you 
upgrade the respective Satchel; with the sole exception of 
the Rock, the initial capacity for each of these items is 3 
with the final tier of inventory upgrades providing a maxi- 
mum of 12. 


Beware that you may only place up to 15 Tripwires or 30 
Traps at any given time — exceeding this limit will cause 
your active devices to disappear in the order in which they 
were set. This total is shared between the three Trap types 


SL 2 OL LW el eS TT TAT TR SET. 5) t 


Weapon Details 
Carry Capacity 10 


he deceptively humble rock is in fact 
a versatile tool with a variety of appli- 
cations. While not in itself a Trap, it can 

be used to lure enemies into Traps or simply cause 
them to look the other way as you sneak quietly 
past them. Throwing a Rock will generate a loud 
noise at the point of impact, distracting any hostile 
humans or machines within earshot and prompting 
them to investigate the source (if its location is 
accessible to them). This will only work on enemies 


Effective Range 45m 
Damage il 
Sound Radius 20m 


covered in this section and any Tripwires laid with the 
Tripcaster, so keep track of the number you've used when 
preparing for engagements. You should also take care when 
setting proximity-based Traps in close quarters with ene- 
mies — if a Trap is triggered prematurely, the blast will affect 
Aloy as well. [> 1] 


e 


neue 


ROCK 


The sound created by a Rock's impact carries over 
quite a large distance, so some care is necessary 
when using them if you want to avoid drawing in 
unwanted enemies. Try to throw the Rocks into 
locations where only your desired target will hear it 
at the edge of the radius. Directly striking an enemy 
with a Rock will instantly alert that enemy to your 
location, immediately triggering them to attack. 


not already alerted to your presence; those already 
searching for you or engaged in combat with other 


units will be unaffected. 
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Weapon Details Purchase Details 

DamageType Shock Availability Tier 1/2/3/4 Merchants 
Damage 0 Cost Metal Shards x20 
Blast Radius 3m Value Metal Shards x10 


Shock Severity 150 


Crafting Details 
Resource Cost Wire x2, Metal Vessel x1, Sparker x10 
Amount Crafted 1 


some 


SHOCK TRAP 


§ s hock Traps are proximity mines that are triggered by any enemy f 

4 getting within 1m of them, at which point they will release a burst 

of electricity, inflicting high Shock severity on anything caught in the 

blast. These Traps are powerful enough that a single one is generally sufficient 
to inflict the Shock status on most machines that are not resistant to it, though 
at times two may be necessary. While Shock Traps are largely overshadowed by 
the Tripcaster's similar but more versatile Shock Wires even early in the game, 
they are more effective against groups of enemies in close proximity and can 
be placed more quickly than Tripwires. This makes them more suitable for slow- 
ing down pursuing enemies if you should be forced to retreat from combat. 


Even so, equipping your Tripcaster with Handling Coils will substantially 
diminish the utility of Shock Traps in most other situations. The main exception 
is when you're using a set of weapons that does not include the Tripcaster, in 
which case the low cost of these Traps means you should always have some on 
hand just in case they're needed. 
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A LdS5T TRd P Weapon Details Purchase Details 


Damagetype Explosive Availability Tier 2/3/4 Merchants 


Damage 120 Cost Metal Shards x22 
last Traps deal indirect explosive damage within their area of Blast Radius 3m Value Metal Shards x 11 
é effect and are triggered by proximity to a hostile target. While 
y reasonably powerful on their own, these Traps’ full value lies in 
their ability to detonate Blaze Containers when triggered by an 
approaching enemy, inflicting far greater damage than the Trap alone. Although Crafting Details 
somewhat situational, this tactic can be applied to considerable effect in areas Resource Cost Wire x2, Metal Vessel x1, Blaze x2 
controlled by Eclipse Cultists, where Blaze Containers are commonplace. 
Moreover, several of these Traps can be placed in the same spot, simultaneous- 
ly striking a single enemy with multiple explosions for vastly increased damage. 
Owing to these unique tactical applications, Blast Traps remain useful even after 
you've obtained and modified the Shadow Tripcaster. [90 1/2] 


Tear Severity 10 


Amount Crafted il 


of Naa 


DETONATING BLAST TRAP Wospon Details Fale elas 


DamageType Explosive Availability Tier 1/2/3/4 Merchants 


ED 


— 


Damage 160 Cost Metal Shards x25 
he Detonating Blast Trap is a land mine that explodes on contact Blast Radius 3m Value Metal Shards x 12 i 
with an enemy or upon taking damage from a direct attack. = 

Tear Severity 10 


Its lack of a proximity fuse makes it more suitable for precision 

applications such as eliminating individual targets in tight quarters, 
and at the same time decreases the risk of an accidental detonation when Crafting Details 
placing it close to an enemy. Unlike ordinary Blast Traps, these can also be Resource Cost Wire x2, Metal Vessel x1, Blaze x3 
triggered manually by shooting the balloon component with arrows, enabling a a 
you to detonate them remotely; after placing several in the same spot, you may 
trigger them one by one with arrows or all at once with a bomb from your Sling 
or Blast Sling. 


Amount Crafted i] 


Detonating Blast Traps deal considerably more damage than their proximi- 
ty-based counterparts and are valuable against larger machines because they 
primarily affect the target's legs; as a result, they are effective for knocking 
down Thunderjaws and preventing Rockbreakers from burrowing underground. 
These Traps can also be placed at the feet of an enemy entangled inTie Ropes 
without decreasing the amount of time for which the target will remain immo- 
bilized, at which point you can back a safe distance away and simultaneously 
trigger multiple Detonating Blast Traps using a Blast or Fire Bomb. 
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HEALTH POTION arouse) camgoean 


HealAmount 150 Resource Cost Rich Meat x2, 


Fatty Meat x3 
T hese basic recovery items instantly restore a small amount of Amount Crafted 1 
health upon use, Regardless of whether you choose to craft or 
purchase these Potions, you should always carry as many as your Purchase Details 
Satchels can hold - they are extremely valuable in combat situations aes : 
when the Medicine Pouch cannot provide fast enough health recovery to keep AVATIERIIEY, Tied Zio Merchatits 
up with the damage from enemy attacks. Health Potions are crafted from com- Cost Metal Shards x35, Sparker x3, Wire x3 


mon Resources obtainable from nearly any animal, so you can always scrape Value Metal Shards x6 
together the ingredients to refill your Satchel with a little time spent hunting. 
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ner 


oe crating Details HEALTH BOOST POTION 


Heal Amount Temporarily adds Resource Cost _ Fatty Meat x3, 


150 that gradually Bony Meat x5 
cenis over Imin “amount Crafted 1 5 he Health Boost Potion is unique among health potions in 


that it doesn't actually heal Aloy. Upon drinking this potion, a 
Purchase Details Ce temporary pool of 150 HP will be added to her existing HR and 
eer = a bright yellow bar will overlay on top of the normal health bar. 
Availability Tier 2/3/4 Merchants The additional eal value will be dloplives diongeide the normal one in the 
Cost Metal Shards x35, Chillwater x2 numerical readout above your health bar. After a short delay, the temporary HP 
Value Metal Shards x5 will start to decay gradually, indicated by the everdecreasing numerical value 
and the diminishing of the yellow bar. 


While these potions can be used in an emergency if you have no other 
alternatives, they are best used preemptively just as you're about to enter 
difficult combat situations where you think you're likely to take damage [3D 3). 
Because the additional HP pool is added to your existing health regardless of 
how much remains, you can effectively increase your health well beyond normal 
levels and survive many otherwise fatal attacks. 
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er 


ae Euanen FULL HEALTH POTION 


HealAmount 100% Resource Cost _ Rich Meat x5, 


Fatty Meat x5, s 
Bony Meat x5 5« he ultimate healing item, Full Health Potions do precisely as their 
Amount Crafted 1 name describes: fully restore Aloy's health regardless of how much 
damage she has sustained or what her maximum HP is. Indispen- 
Purchase Details sable in confrontations with powerful opponents or hordes of foes, 
ian these Potions require a large quantity of animal Resources to craft and are much 
STEMI THEW Ze EERE more convenient to purchase from Merchants if you have the funds to spare. 
Cost Metal Shards x80, Metal Vessel x2 While you may craft Full Health Potions from the outset, they are only practical 
Value Metal Shards x15 at higher levels when the returns from ordinary Health Potions begin to diminish; 


until then, you're better off using your Resources for the basic version instead. 
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Potion Details Crafting Details RE 5 | oT Fl RE FOTI on 
Resist Value 75% Resource Cost _ Fire Kiln Root x3 
Duration 90sec Amount Crafted 1 ae 

- T hese Potions provide an extremely potent temporary boost to 
Purchase Details \ Aloy's Fire resistance, drastically reducing the damage and severi- 
Availabili ty from Fire attacks. Resist Fire Potions are most useful when deal- 
eNO) Tier 1/2/3/4 Merchants ing with Fire Bellowbacks, human archers and other enemies whose 
Cost Metal Shards x10, Blaze x1 primary attacks utilize Fire. The Fire Kiln Roots from which they are crafted can 
Value Metal Shards x4. be found just about everywhere, so you should never need to spend your hard- 


earned Shards on purchasing them from Merchants. 


PRE 00 TFT LD CP TD LET AES) 4 s - a 
Potion Details Crafting Details RESIST SHOLK POTION 
Resist Value 75% Resource Cost Shock Wax Root x3 
Duration 90sec Amount Crafted 1 


. hese potions grant a temporary bulwark of Shock resistance, 
Purchase Details \ * heavily mitigating the damage and severity build-up from electric 
eee attacks. While most of the enemies that use such attacks are 

Avallability Then 2/s/ai Merchants = uncommon, having a few Resist Shock Potions on hand can be ex- 

Cost Metal Shards x10, Sparker x5 tremely helpful for the occasional run-in with Stormbirds, Behemoths, Ravagers 

Value Metal Shards x4 and particularly Shell-Walkers. The Shock Wax Roots required for crafting these 
potions grow wild in abundance, so there is little reason for you to purchase 
these potions from Merchants. 
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ance, minimizing Freeze damage and severity build-up. They are 
Roots used for making these Potions are ubiquitous in all regions, so collect 


useful in encounters with Snapmaws and Freeze Bellowbacks, and 
them whenever possible to avoid spending your Shards on such an easily-ac- 


: Rost Freeze Potions temporarily increase Aloy’s Freeze resist- 
invaluable when facing swarms of Glinthawks. The Freeze Rime 
quired item. 


Potion Details Crafting Details 
Resist Value 75% Resource Cost Freeze Rime Root x3 
Duration 90sec Amount Crafted 1 


Purchase Details 


Availability Tier 2/3/4 Merchants 
Cost Metal Shards x10, Chillwater x1 
Value Metal Shards x5 
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ANTIDOTE 


na Al ntidotes provide complete temporary protection from Corruption 

1 2) attacks and instantly cure the Corruption status. These potions are 
crucial for clearing Corrupted Zones and surviving other encounters 
with Corrupted machines, so always keep a few on hand in case you 

should run afoul of Eclipse Cultists. Corruption Glaze Roots are plentiful in the 

wild, so gather them at every opportunity in order to save your Shards for more 

important purchases. [>0) 1/2] 


OUTATS 


0 utfits provide protection from various types of attacks 
and can affect Aloy’s ability to avoid detection by ene- 
mies. They cannot be directly crafted and must instead be 
bought from Merchants, though you'll still need to offer a 
specific set of Resources along with your Shards in order 
to acquire a particular outfit. Each type of Outfit has a Light, 
a Medium and a Heavy version, with the heavier variants 
requiring more valuable Resources but also offering better 
protection and customizability. You can own as many out- 
fits as will fit in your Satchel, which can be expanded via 
crafting for increased capacity. Switching between these 
outfits according to your circumstances is a perfectly viable 
practice, and carrying several sets for different purposes 
offers advantages in a wide variety of situations. 
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Potion Details Crafting Details 
Resist Value 100% Resource Cost Corruption Glaze Root x3 
Duration 60sec Amount Crafted 1 


Purchase Details 


Availability Tier 2/3/4 Merchants 
Cost Metal Shards x12, Wire x5 
Value Metal Shards x8 


In addition to their inherent bonuses, heavier Outfits can 
also be fitted with Modification Weaves which either 
increase their original effects or add new ones. Modifying 
your Outfit allows you to configure it for general use or 
double down on its existing benefits to maximize its effec- 
tiveness in that role. You'll find the latter option especially 
valuable for the Nora Protector and Oseram Arrowbreaker 
sets, which respectively increase defense against melee 
and ranged attacks; it also yields impressive returns from 
the Nora Silent Hunter set, which improves Aloy’s ability 
to move stealthily and hide from enemies. Alternatively, 
you may eschew function in favor of form and choose your 
Outfit on the sole basis of its aesthetic appeal. 


LO .! SOL LS 


OUTCAST 


Acquisition Info 
Starting Outfit. Cannot be sold or dropped. 


he Outcast Outfit is Aloy's 
default outfit. It provides no addi- 
tional effects or Modification Slots, 

and while it cannot be sold, you can drop it 
if you need the extra inventory space. With 
access to the Nora Brave or Nora Protector 
Outfits coming quite early in the game, 
however, this Outfit soon becomes obso- 
lete. No alternate versions of the Outcast 
Outfit exist, although the Nora Brave outfit 
functionally serves as its direct successor, 


‘PESO 9 JOEL Le 


NORd BRAVE 


Acquisition Info 
Given for free by Teb at Mother's Heart 
during the Quest, ‘Mother's Heart! 


Modification Slots 1 


he Nora Brave outfit provides 
no bonuses of its own, but does 
offer a single Modification Slot 

which you may set with the Weave of your 
choice. Teb will give this Outfit as a gift upon 
reuniting with Aloy during ‘Mother's Heart; 
though he also sells the superior Nora 
Protector Light Outfit, allowing you to skip 
using the Nora Brave outfit altogether if you 
have Resources to spare. This Outfit is the 
only one of its type, although the Carja Silks 
and Shadow Stalwart lines offer comparable 
functionality. Like the Outcast Outfit, once 
you have this Outfit in your possession you 
won't be able to sell it, but you can drop it if 
you wish [3D 3]. 
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NORd PROTECTOR 


Outfit Details 
Type Defense Values Modification Slots 
SoM Light +10% Resist Melee Attacks 0 


a Heavy +30% Resist Melee Attacks 2 


Obtained From Cost 
Trader — Karst*, Trader—Teb, Metal Shards x65, 
Tier 1/2/3/4 Merchants Sparker x5 


Metal Shards x190, 
Grazer Lens x1 


Metal Shards x1000, 
Shell-Walker Heart x1 


Tier 2/3/4 Merchants 


(e7, 
By Heavy 


*Only after entering Mother's Heart 


his line of Outfits reduces damage from all 
forms of melee attacks (from both human and 
machine enemies), making it incredibly useful in 
a wide variety of combat situations. Equipping the heavy variant with two 
Resist Melee Attacks Weaves provides unparalleled defense against the 
mightiest of strikes from Thunderjaws and Rockbreakers, and enables Aloy to 
shrug off blows from human enemies in stride. 


You may instead choose to balance this Outfit’s base values by adding Resist 
Ranged Attacks Weaves instead, increasing both defense types equally for 
greater versatility; this option allows you to use a single outfit for any type 
of combat, albeit at the cost of optimal performance for its primary function. 
Wearing this Outfit in conjunction with the ‘Knock Down; ‘Strong Strike +’ 
and ‘Fighting Back’ Skills grants Aloy far greater impunity with her own 
melee attacks. [90 4] 
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NOR@ SILENT HUNTER 


Outfit Details 


Defense Values Modification Slots 


Light +25% Stealth (0) 
Medium +40% Stealth il 
Heavy +50% Stealth 2. 
Acquisition Info 
Type Obtained From Cost 
4 Metal Shards x50, 
by Light Trader — Karst*, Trader c 


Blaze x3 


Metal Shards x200, 
Watcher Lens x2 


Metal Shards x800, 
Bellowback Heart x1 


—Teb, Tier 1/2/3/4 
Merchants 


*Only after entering Mother's Heart 


he Nora Silent Hunter Outfit is one of the few 
means of increasing Aloy's stealth capabilities. 
Its effects are considerable even before Modifica- 
tions, though it’s even better when fitted with two Stealth Weaves. The effect 
values are split evenly between camouflage to make you harder to see, and 
noise reduction to make it more difficult for enemies to hear you. 


This highly-specialized Outfit falls short of its full potential when used with 
any other Weave types, so you're better off carrying a Nora Protector or 
Oseram Arrowbreaker Outfit for combat and reserving your Silent Hunter set 
exclusively for covert activities. This line of Outfit is ideal for stealthily raiding 
Bandit Camps, sneaking outside of tall grass, setting up Silent Strikes and 
Overriding machines. It synergizes especially well with the ‘Low Profile’ and 
‘Quiet Sprint’ Skills, combined with which it can render Aloy nearly undetect- 
able even in close proximity to enemies. [90 1] 
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NORA SURVIVOR 


Outfit Details 


Defense Values Modification Slots 


+5% Resist Fire/Freeze/ 
Shock/Corruption 

+10% Resist Fire/Freeze/ 
Shock/Corruption 

+15% Resist Fire/Freeze/ 
Shock/Corruption 


0 


Type Obtained From Cost 

w ii Trader — Karst*, Trader —Teb, Metal Shards x45, 
Tier 1/2/3/4 Merchants Wire x5 

Metal Shards x185, 
Broadhead Lens x1 
Metal Shards x900, 
Watcher Heart x2, 
Blaze x40 


Tier 2/3/4 Merchants 


*Only after entering Mother's Heart 


he Nora Survivor Outfit offers modest all- 
around defense against every type of elemental 
damage, making it an excellent choice for light-du- 

ty wet work. As a jack-of-all-trades, however, it is a master of none, and in 
more dire situations you'll fare much better with one of the specialized sets. 
You may opt to either maximize these outfits’ versatility by adding Melee 
and Ranged Resistance Weaves, or augment one or more of their existing 
abilities for more focused protection. While it is technically more effective to 
carry one specialized outfit for warding off each individual element, the Nora 
Survivor line offers a far more economical alternative with the added bonus 
of synergizing with all types of Resist Potion. [>0 2] 


BaNuK SICKNESS-EaTER 


Outfit Details 

Type Defense Values Modification Slots 

y Light +30% Resist Corruption 0 
Medium +30% Resist Corruption 1 
Heavy +50% Resist Corruption 2 

Acquisition Info 

Type Obtained From Cost 

a Tr Metal Shards x60, 

2 Babe Fatty Meat x2 


Metal Shards x150, 
Scrapper Lens x1 


Metal Shards x760, 
Grazer Heart x1 


Medium _ Tier 2/3/4 Merchants 


Heavy 


his line of Banuk shamans clothing boasts 
potent resistance against lethal Corruption 
damage; as such, it benefits most from Resist 

Corruption Weaves and gains little from Modifications of any other type. 
These outfits provide a long-term alternative to the use of Antidotes, though 
their protection is still inferior to that of Antidotes even when fully optimized 
with Modifications. While the overall applications of Banuk Sickness-Eater 
Outfit are quite limited, it provides the best source of permanent Corruption 
resistance in the game and is most useful when worn for interim protection 
between Antidote uses while fighting Corrupted machines. [>O 3] 
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Banu ICE HUNTER 


Outfit Details 
Defense Values Modification Slots 
Light +30% Resist Freeze (0) 
Medium +30% Resist Freeze il 
Heavy +50% Resist Freeze 2 
Acquisition Info 
Type Obtained From Cost 


Metal Shards 40, 
Metalburn x1 


Metal Shards x150, 
Shell-Walker Lens x1 


Metal Shards x800, 
Strider Heart x1 


he Banuk Ice Hunter Outfit is crafted for 
warmth, significantly increasing Aloy's Freeze 
resistance. Specialized as they are, these cozy 

outfits reap vast benefits from Resist Freeze Weaves but are ill-suited to 
other configurations. As enemies that use Freeze attacks are relatively 
common, this Outfit tends to pay for itself very quickly — particularly against 
Freeze Bellowbacks and flocks of Glinthawks. Without extra Modifications to 
the Outfit, drinking a Resist Freeze Potion while wearing it will enable you to 
nearly negate any damage or severity buildup from Freeze attacks. Even so, 
if you manage to acquire a pair of very high Resist Freeze Weaves for this 
Outfit, you'll never need to use Resist Freeze Potions again. [20 4] 


sen 
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CdRJd Blazon 


Outfit Details 

Type Defense Values 

i Light +30% Resist Fire 
Medium +30% Resist Fire 
Heavy +50% Resist Fire 


Type Obtained From 


Medium _ Tier 3/4 Merchants 


Heavy 


rafted to turn aside Fire attacks and provoca- 
tively bare the midriff, this exotic line of Outfits 
truly shines when augmented with Resist Fire 

Weaves. Its effectiveness suffers with other setups, however, and the ubiqui- 
ty of Fire attacks among both human and machine enemies makes the Carja 
Blazon most useful when optimized for its original purpose. Using a Resist 
Fire Potion while wearing this Outfit provides near-complete immunity to Fire 
damage and severity for the potion’s duration, and can make encounters with 
Fire Bellowbacks or human archers far less dangerous. [0 1] 


Outfit Details 


Modification Slots Defense Values 


(0) 

il None 

2 
Cost Obtained From 
Metal Shards x65, 
Sparker x10 


Metal Shards x220, 
Glinthawk Lens x1 


Metal Shards x780, 
Charger Heart x1 


Medium _ Tier 3/4 Merchants 


Heavy 


CaRJd SILKS 


Modification Slots 
i 


2 
3 
Cost 
Metal Shards x35, 
Blaze x6 


Metal Shards x240, 
Snapmaw Lens x1 


Metal Shards x770, 
Longleg Heart x1 


Ithough they provide no protection of their 
own, the Carja Silks Outfits sport more 
Modification Slots than any Outfit other than the 

Shadow Stalwart line. This colorful clothing is designed for pure customiz- 
ability and adapts well to nearly any combination of Weave bonuses; it can 
also achieve comparable Melee and Ranged Resistance values to the Nora 
Protector and Oseram Arrowbreaker lines when fitted with three powerful 
Weaves of either type. Unfortunately, it is ultimately inferior to the Shadow 
Stalwart Outfit for this purpose as the latter provides additional protection 


from stunning attacks and sonic bursts; however, it can be obtained much 


meantime. [90 2] 
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earlier in the game, and serves as a perfectly functional substitute in the 
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O5ERdM ARROWBREGKER O5ERdM SPARKWORKER 


Outfit Details Outfit Details 
Type Defense Values Modification Slots Type Defense Values Modification Slots 
+10% Resist Ranged attacks 0 +30% Resist Shock (0) 
Medium +20% Resist Ranged attacks 1 +30% Resist Shock 1 
Heavy +30% Resist Ranged attacks 2 +50% Resist Shock 2 
Acquisition Info 
Type Obtained From Cost Obtained From Cost 


Metal Shards x70, 
Desert Glass x2 


Metal Shards x280, 
Ravager Lens x1 


Metal Shards x1100, 


Metal Shards x50, 
Slagshine Glass x1 


Metal Shards x230, 
Lancehorn Lens x1 


Metal Shards x800, 


Medium _ Tier 3/4 Merchants @ Medium _ Tier 3/4 Merchants 


7 Crystal Braiding x1 Raeyy Luminous Braiding x2 
he imposing Oseram Arrowbreaker Outfit pro- f his simple and practical smith’s Outfit guards its 
tects against ranged attacks of all kinds, includ- wearer against Shock attacks. While enemies 
ing the pulse cannons used by Ravagers and Thun- that use such attacks are few and far between, an 

derjaws. It provides no defense against melee attacks on its own, but can be Oseram Sparkworker Outfit combined with a Resist Shock Potion can render 
made to do so with the addition of Resist Melee Attacks Weaves; however, it Stormbirds and Shell-Walkers far less frightening and even soften the blow 
is most effective when optimized for its intended purpose and can drastically from a Ravager’s Shock Cocoon. Given its inherent strengths, this Outfit 
reduce the damage from all manner of projectiles if configured for this role. performs far better with Resist Shock Weaves than any other type of Modifi- 
Other Weave types add little to this Outfit's capabilities, so prioritize either cation. Bear in mind, though, that no amount of Shock resistance will prevent 
a balanced approach to reduce all combat damage or a dedicated setup an instant death upon contact with the power couplings inside Cauldrons, so 
focused on maximizing the Outfit's original defensive attribute. [>0) 3] don't even try. [90 4] 
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SHADOW STALWART 


Modification Slots 


Defense Values 


Immune to Blinding effects 1 


Immune to Blinding 
and Sonic effects 


Acquisition Info 


Type Obtained From Cost 
Quest Reward upon comple- 
Light tion of ‘The Terror of the Sun’, oa SHES AE, 
illwater x4 


Tier 3/4 Merchants* 


Metal Shards x230, 
Trampler Lens x1 


Metal Shards x680, 
Stalker Heart x1 


Medium 
Tier 3/4 Merchants* 
Heavy 


*Only after completing ‘The Terror of the Sun’ 


he Shadow Stalwart armor is only available for 
purchase after completing the Quest ‘The Terror 
of the Sun! Owing to its extra Modification Slot 

and sonic protection, the heavy variant of this Outfit is the best choice for 
protection from ranged and melee attacks — fitting it with three Weaves of 
either type makes it comparable to a similarly optimized Nora Protector or 
Oseram Arrowbreaker outfit, with the added protection from blinding and 
sonic effects. 


In those configurations, this armor's ability to absorb sustained attacks 
exceeds even that of the Shield-Weaver Outfit, which can only block a limited 
amount of damage before leaving Aloy vulnerable. Wearing any Shadow 
Stalwart Outfit also allows you to re-enter Sunfall after completing the ‘Deep 
Secrets of the Earth’ Quest. [>0 1] 
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SHIELD-WE@VER : 


Acquisition Info 
Quest reward for ‘The Ancient Armory’ 


Modification Slots 0 


Outfit Details 


Shield Strength Absorbs up to the 
equivalent of 5S00HP 

Recharge Delay 10 seconds 

5 health/sec acceler 


ating to 25 health/sec 
over 5 seconds 


Recharge Rate 


alvaged from ancient military technology and modified by Aloy 
for improved mobility, the Shield-Weaver outfit is the last word in 
defense against all manner of threats. While it has no Modification 
slots, the integrated projectors generate a force field that completely ne- 
gates all forms of damage — including fall damage — until its energy reserves 
are depleted, at which point Aloy will be left vulnerable while the shield 
generators recharge. 


Any time incoming damage hits the Outfit you'll see a brief flash of blue 
energy to indicate that it has been absorbed, and then as the shield strength 
weakens, the color starts to turn red. The instant the shield has reached its 
limit it will give off an audible warning to let you know, and after ten seconds 
you'll start to hear the capacitors charge the shield back up with another 
audio cue upon complete recharge. Because all of the incoming damage is 
absorbed by the shield projected around the Outfit, nothing ever actually 
touches the Outfit (or Aloy) while the shield is active, which can actually 
change the way you play. 


When you get hit while wearing other Outfits, the impact of the blow will 
often cause Aloy to stagger or be knocked out of attacks, but with the 
Shield-Weaver you never need worry about that. No longer will an enemy 
melee attack stop you from landing one of your own. If a Heavy with a 
Deathbringer Gun is firing on you, you can just stand right out in the open 
and line up a perfect shot. As long as you keep an eye on the color indicator 
of the shield and know its limits, wearing the Shield-Weaver Outfit can allow 
you to play a lot more aggressively than any other Outfit. 


While the Shield-Weaver Outfit can turn aside many otherwise fatal blows, 
beware that it does have its limits: it offers no protection whatsoever while 
recharging, so any attacks that connect during this time will inflict far greater 
damage than they would against the Nora Protector or Oseram Arrowbreaker 
Outfit. [> 2] 


a 


Skills are exactly what you might expect them to be 

- useful abilities that Aloy can learn as she progresses 
deeper into her quest for answers. Learning them 

is simply a matter of acquiring Skill Points and then 
deciding which Skill will be most useful to you when 
you have the required amount. This section will help 
with those decisions and explain what makes each 
Skill valuable. 


QUEST REWARDS 


Activity Skill Points Available 


Levelling 50 
Main Quests 17 
Side Quests 

Errands 

Activities 14 
Total 84 


nlocking Skills requires Skill Points, which you can earn 

by levelling up or through the completion of quests as 
you progress through the game. Each of the three disci- 
plines of Skills are split up into three tiers, and the number 
of points required to unlock Skills increases as you work 
your way down through those tiers. Skills on the top row 
require only a single Skill Point to unlock, second row Skills 
require two points, and Skills on the bottom two rows need 
three Skill Points each. You should have a steady stream of 
Skill Points coming in as long you're doing a wide variety Ug) ae Wt) 


of content in the game, so you'll never be far from getting Ga9 BLO 6B 8 


that next Skill. There are more Skill Points available than are Pe = 
@2e Se O88 


needed to unlock all Skills, so you don’t have to worry too ia 
O86 CBe HOE 
Gg 2 


much if you acquire one that you end up not liking. 


wa [F 
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5 
AVY 
The Prowler group of Skills focuses on improving your 
stealth and tactical gameplay options by providing you 
with a wealth of new abilities that let you control when, 
and how you engage enemies. Being able to move 


around undetected or silently take down strong oppo- 
nents lets you become a ghost while hunting — proper Silent 


usage of these Skills will ensure that no enemy ever Strike 
sees you coming. 


Strike 
From 
Above 


Strike 
From 
Below 


Hunter 
Reflexes 


Balanced 
Aim 


Silent 
Drop 


Low 


Profile 


Leader Strong 
Skill Details Strike Strike + Sprint 
Activation Range 6m 
Works On Small/Medium machines & normal 
Human Enemies F F 
Base Damage Machines: 300 Humans: 400 The range at which you can activate the Skill can allow you 
to get out of some potentially dangerous situations, due 
ilent Strike is a melee Skill that allows you to instantly to the time it takes for an enemy to become fully aware of 
kill most Small machines and Human enemies that are you. Even once an enemy spots you and its Alert Icon turns 
not fully aware of your presence. If used against Medium red, it takes a second or so for it to become fully aware, and 
machines it will inflict a large amount of damage. This ability during that time you can still land a Silent Strike. If you're 
is one of the strongest tactical options you can have at your approaching an enemy from behind and it begins to turn 
disposal; it allows you to strategically pick off enemies in towards you, you can often get close enough to use this 
the order you choose, without alerting others and getting Skill before it becomes fully alert by sprinting or sliding into 
into open combat — it lets you dictate the pace of combat. range. 
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When used in conjunction with the Lure Call Skill (and As you encounter higher level versions of enemies (or play 


patches of tall grass) it will allow you to take out large on a higher difficulty setting), you'll find that foes you were 

groups of enemies with little risk of alerting any of them. previously able to kill with this Skill may start surviving. You 

During its animation you're still considered to be in Stealth, should get into the habit of always checking an enemy's 

so you don’t need to worry about other nearby enemies level, and paying attention to how much damage you're 

spotting you. dealing with this Skill to ensure you don't end up using it on 
oo something you can't kill and alerting other enemies to your 


CO 5 


iE presence. While the upgrades to your Spear will not have 
an impact on the damage this Skill deals, you can increase 
it via the Strong Strike Skills. Those increases may be small, 
but they can be enough to kill enemies that you otherwise 


é es 


= 
4 


To use the Skill, you'll need to either approach an enemy from 
behind while crouched so that it doesn’t detect you... 
\ FO ET 1 u)s Gia, eel 4.) eh | 


y 1s 
If you use this Skill on an enemy outside of tall grass, you'll be 
left exposed after it completes its animation... 

ADUAEEP «TOT SS TPR MA Hf» SE ANAS 7 M$ 


A, VALS 2 = RS CE. ro | 


= st ~ S SSS = = 

...or be concealed in a patch of tall grass, and once you're within f 
6 meters, an (RI prompt will appear on the screen. a | 

ye OAR OR MB  p  eL 


2 A aa WS 


the Skill to avoid being detected. 


Ve) FA) CAEL EAA (aT? | oy. . ™ mir 
Cost:T Skill Details fter acquiring Hunter Reflexes, any time you jump or 
Time Dilation 50 % slide with your weapon drawn, time will automatically 
Recharge time None slow down (without any further inputs required). Jumps 
Activated During Jump or Slide 


and slides are already good ways of initiating combat with 
enemies, and with the added time dilation from this Skill, 
hitting enemy Components or Weakpoints as you close in 
will be even easier. 
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The duration of this effect is entirely dependent on the 
length of your slide or jump, so jumping from higher ground 
or sliding downhill will let you slow down time for longer. 
Also, unlike Concentration, this Skill has no ‘recharge’ time, 
so you can keep activating it by stringing together a series 
of jumps or slides to keep the dilation effect going indefi- 
nitely. 


The Skill activates via the raising of your weapon — if you al- 
ready have your weapon ready before you jump, you will be 
able to take advantage of the effect for much longer, since 
no time will be wasted raising it while you're in the air. 
Using the ability from a slide and then following with a jump 
works very well, since you can naturally flow between them 
in that order without lowering your weapon. Against bigger 
enemies you can even use this process to circle around 
them or keep weakpoints in view, as you'll have more time 
to react to their movements. 


When Concentration ends, quickly sprint into a slide, aim your 
weapon again to activate Hunter's Reflexes, and then jump near 
the end of your slide to keep the effect going... 


...by the time you land from your jump, Concentration should be 
about ready to go again and you can repeat the process. 


/ SKILLS PROWLER 
a 


SILENT DROP 


here's nothing worse than jumping down 

from a ledge, only to land near an enemy 
you didn't know was there — even if they're 
not facing you, the sound from your landing 
will alert them to your presence. Acquiring 
this Skill means you'll never have to worry about that situa- 
tion ever again. All noise generated from landing after a fall, 
regardless of the distance you fell or if you dropped from a 
slip-line, will be completely eliminated with Silent Drop. As 
long as you don't land directly on top of an enemy, you will 
never be detected. 


& to bie 
With this Skill you can jump down behind enemies you couldn't 


otherwise reach quietly... 


is” ST RS, 
..-and then sneak up behind them for an easy Silent Strike kill. 


When used in conjunction with Quiet Sprint this Skill will 
also allow you to move through the world with a greater 
degree of freedom, letting you move past enemies or get 
close to Wildlife much more easily. 
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STRIKE FROM ABOVE 


Skill Details 

Works On Small machines & 
normal Human Enemies 

Base Damage 400 


oe from Above does exactly what its name implies 

— you'll gain the ability to drop down onto an enemy 

and deliver a powerful strike, instantly killing most Small 
machines and human enemies. With an enemy below you, 
center your camera on them and you'll get an (R) prompt to 
initiate the attack. The enemy does not need to be directly 
below you for this; you have a few meters’ horizontal lee- 
way, but there is a 15m limit on the vertical distance from 
which you can trigger the skill. You do, however, need to be 
a few meters above the enemy before you can use Strike 
from Above. Jumping up while standing beside them will 
not let you use it. 


If the enemy won't come close enough for you to activate 
the Skill, it's worth noting that you can use it in midair after 
a jump (if you're still high enough). Unlike Silent Strike, this 
Skill can be used on enemies that are aware of, or even 
actively engaged in fighting you. 


You can also use Strike from Above while sliding down a 
Slip-Line that goes over an enemy, but if you want to use 

it from a normal rope, you'll need to invest in the Balanced 
Aim Skill first. One of the greatest benefits of the Skill is 
the fact that you'll take no fall damage from using it, regard- 
less of how high you were when you activated it. It also 
deals more damage than Silent Strike, so you can kill some 


BaLanced Aim 


N ormally, the tactical options available to 

you while you're running across a rope are 
quite limited, but once you acquire this Skill 
you'll be able to do nearly everything that you 
could do on solid ground. You can used ranged 
weapons, throw Rocks or deploy Traps. 


Despite the fact that you're not standing on solid ground, 
even the Ropecaster can be used while perched on a rope 
— the second anchor point is simply fired into the ground 
below you. You'll also gain the ability to use the Strike from 
Above Skill (if you have it unlocked) while you're on a rope, 
useful in situations where the rope crosses over an enemy 
patrol route. 
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If you keep the enemy centered in your view, you can sprint and 
jump off a ledge to use the Skill while you're airborne. 


enemies with it that would survive a Silent Strike. Since 
Strike from Above is also totally silent, you can even use it 
when other enemies are nearby. 


Once you obtain th 
Strike from Above on Heavy and Elite Human enemies - this is 
great when combined with Strong Strike Skills. 


Since being on ropes often gives you a good vantage point, the 
potential uses should not be underestimated. 


LOW PROFILE 


Skill Details 
Base Crouched Stealth Value 10% 
Augmented Crouched Stealth Value 20% 


c rouching naturally reduces the enemy’s ability to see you, 
even outside of tall grass. With this Skill you can further 
enhance that value, making it harder for them to detect you. 
The increased Stealth is primarily noticeable when dealing 
with an enemy's peripheral vision. 


Not only does this make it much easier to close in on 
enemies for Silent Strikes and Override attempts, but it will 
also allow you to move between enemies or patches of tall 
grass with much less risk. If you're using an Outfit or Mod- 
ification to further increase your Stealth capabilities, you 
can be practically undetectable unless an enemy is looking 
directly at you. 


Once you acquire this Skill, you'll often be able to move along- 
side enemies without being detected in situations where you 
would have been before. 


SKILLS PROWLER 


STRIKE FROM BELOW 


Skill Details 


Works On Normal Human Enemies 
Damage 400 


one from Below, as the name suggests, allows you to 
use a strike Skill on any normal Human enemy that is 
above you while you're hanging from a ledge. One of the 
more common places you'll be able to make use of this 
Skill is while raiding Bandit camps, because it can be used 
to take out enemies standing atop guard towers. 


It's worth remembering that you can use Lure Call while 
hanging from a ledge. If you find a good positon in an 
enemy fort or outpost, you can hang off the ledge and bring 
them towards you one ata time for easy kills. Since there 
will be no bodies left on the floor above you, they won't 
even become suspicious as they approach. Like Strike from 
Above, you can use this Skill even if the enemy is aware of 
your position. 


Make sure you activate it as soon as possible while an enemy 
is coming towards you, because they'll see you when they get 
close enough. 
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STRONG STRIKE / STRONG STRIKE + 


he Strong Strike Skills allow you to 

increase the damage you deal with all 
other strike Skills. The first level gives an 
increase of 15% and the second a 30% 
increase over the base damage. They do 
not, however, increase the damage of the 
normal (RI) and (RJ) attacks with the Spear, 
or the damage dealt with the Critical Hit 
Skill. If you use the strike Skills a lot, then 
these Skills can be a worthwhile purchase. 
They are also considerably more important 
if you're playing on higher difficulties. 


Skill Details Base Damage Strong Strike Strong Strike + 
Silent Strike 300 345 390 
Strike from Above 400 460 520 
Strike from Below 400 460 520 


This Skill is especially useful towards the end of the game, where the damage 
increase often means the difference between killing an enemy or not. 


DODGE PROWESS 


Skill Details Normal Long 
Distance Covered 4m 8m 


y purchasing this Skill you'll gain the abil- 

ity to use a second type of Dodge Roll in 
addition to the normal one by using different 
input commands: tap © and you'll do a 
normal Roll, hold it and you will do a long 
Roll that covers twice as much ground. Both 
Rolls have the same amount of invincibility 
during their startup, which means that in 
most circumstances you don't need to be 


too precise with your inputs, because either The extra distance can also be useful for getting around to the side or back of 
Roll will get you out of most situations. larger machines when you're trying to hit specific Components. 


The long Roll really shines when you're trying to avoid Tail Swing of aThunderjaw are much easier to evade using a 
attacks that cover a large area or are active for long periods long Roll, since it will allow you to get clear of the attack in 
of time. A Charge from a large Trampler, for example, or the situations where a normal Roll wouldn't. 
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LEADER STRIKE 


Skill Details 


Skills Effected Silent Strike, Critical Hit, Strike From 
Above & Strike from Below 


Heavy & Elite Human Enemies 


Enables Strikes on 


eavy or Elite human enemies are strong enough that 

they’re naturally resistant to Critical Hits and the strike 
Skills, so if you want to use them on those enemies, you'll 
need to hone your abilities by acquiring the Leader Strike 
Skill. All of the Strike Skills work in the exact same manner 
as they normally would against machines, including dealing 
the same amount of damage. This Skill merely allows you to 
use them on this class of enemies. 


As you progress through the game you'll encounter more 
and more Heavy and Elite enemies. Having the ability to 
take them out quietly with a Silent Strike, or to use a Critical 
Hit while they're prone is extremely useful. Taking out these 
dangerous enemies first while remaining undetected will 
also allow you to secure the Heavy Weapons they often 
wield - this can provide such a strong tactical advantage 
before entering open combat that it’s enough on its own to 
recommend this Skill. 


/ SKILLS PROWLER 


QUIET SPRINT 


Skill Details 
Sprint Detection Range 20m 10m 


Normal Quiet Sprint 


he sound generated while sprinting is one of the most 

common causes of enemies becoming alerted to your 
presence, so learning the ability to tread lightly and cut the 
noise in half could save a lot of unnecessary battles. Being 
able to get within 10m of enemies while sprinting will allow 
you to move through groups of them much faster, reducing 
the risk of one of them turning around and spotting you. 


The fact that you can get that close to enemies also opens 
the door for more aggressive use of Skills like Silent Strike 
that have a generous activation range. There's only 4m of 
ground to cover between an enemy first starting to hear 
you sprint and the edge of the range at which you can 
activate a Silent Strike - that ground is easily covered with 
a quick slide. This is a combination that can instantly avoid a 
potentially dangerous battle. 


Quiet Sprint to about this distance from an enemy and you'll 
see their Alert Icon start to fill... 


...then activate your slide, and use a Silent Strike before they can 
fully turn around. 
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Brave Skills all revolve around expanding and honing 
the hunting abilities that all Nora Braves tirelessly train 
to master. Through these Skills you will be able to sig- 
nificantly increase the amount of damage you can inflict 
upon enemies, while also reducing the time it takes to 
deal that damage. 


CONCENTRATION 
CONCENTRATION + 


W ith Concentration, while you have your weapon aimed 
you can click (R3) to activate the Skill and slow down 
time for a short period. The duration of the Skill is shown as 
a crescent-shaped indicator bar to the right of your targeting 
reticule, so it's always easy to see. 


You can stop the effect at any time by either clicking (R3), or 
lowering your weapon. Regardless of how long you had the 
Skill active, once it either runs out or you stop it you'll have 
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Concentration Concentration + 


Concentration Critical Hit Precision 


Heavy Lifter Critical Hit + Precision + 


Concentration + Double Shot 


Fighting 
Back 


to wait for the bar to refill before you can activate 


Full Duration 6 Seconds 12 Seconds it again. The length of time it takes for that bar to 
Full Recharge Time 6 Seconds 12 Seconds fill depends on how long the effect was active — 
Time Dilation % 50% 


it's important to deactivate it as soon as possible, 

to make getting a full charge back quicker. This is 
especially important if you're just trying to land a headshot 
with a Precision Arrow on a single human target; as soon as 
the arrow is released, deactivate Concentration while you 
acquire your next target. 


You can choose when to activate Concentration after 
aiming your weapon. In the case of the bows, it’s best to 
draw back the string before activating it. The time saved by 
drawing the string first will allow you to unleash more shots 


Since most of your time in combat involves the use of ranged 
weapons, purchasing these Skills should be considered all but 
mandatory... 


If you're hiding in tall grass, the extra zoom can cause the grass 
to obscure your view... 


during Concentration, leading to more hits on enemy Weak- 
points or Components. Since you're more focused during 
Concentration, the camera will also zoom in to give you a 
tighter view of the area you're aiming at, further increasing 
your ability to accurately hit smaller targets. 


Everything is slowed down during Concentration, including 
your reload speed, so weapons with a naturally faster fire 

rate tend to perform better under its effects, since you'll be 
able to get more shots off. You can offset the speed of your 


Against an unaware target, line up and fire your first shot, then 
activate Concentration while drawing the string back for your 
second shot... 


SKILLS BRAVE 


everything moves much slower while time is dilated, making 
lining up shots on specific Components much easier, and giving 
you more time to react to enemy attacks. 


..-Stick to the back or sides of tall grass patches to minimize the 
effect the grass has on your view. 


reload with the Fast Reload Skill, which essentially lets you 
reload at normal speed, while everything else is slowed 
down. 


While you'll use Concentration most often with bows, other 
weapons should not be ignored, especially once you have 
Fast Reload. High burst-damage weapons (like the Rattler 
at close range) can be extremely deadly when used during 
Concentration, and placing Tripwire anchor points on either 
side of an enemy is much easier when it’s moving slower. 


...this way, as the target starts to move and react to you, you 
slow down time to accurately place your follow-up shots. 
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CRITICAL HIT / CRITICAL HIT + 


Skill Details Critical Hit 


Damage 200 
Works On Small / Medium machines, 
normal Human enemies 


ot to be confused with the damage modifiers from 

hitting an enemy Weakpoint, Critical Hits are close- 
range strike Skills that you can use on many enemies while 
they're in a prone state. Get close to an enemy that’s either 
been knocked down, tied down, or stunned from Shock 
Severity build-up, and you'll get an prompt to initiate the 
Skill. The most basic use of these Skills is to finish off small 
enemies like Watchers that you've knocked down with your 


The damage inflicted by a Critical Hit significantly reduces the 
amount of time the enemy is in their prone state... 


PRECISION / PRECISION + 


Skill Details Precision Precision + 
Chance to remove SpearTear Spear Tear 
Armor/ value x2 value x4. 


Components 


he basic Spear’s low Tear rating coupled with the fact 

that it's difficult to hit an exact spot while up close, 
makes it a poor option for removing Components. If you 
invest in both of these Skills, however, you'll be quadrupling 
its Tear value. It then becomes a much more attractive 
proposition — especially against enemies that have been 
knocked down or tied down. 


These Skills really start to shine, however, when you obtain 


Sylens’ Lance. It has a significantly higher base stat for Tear 
damage, giving greater gains after being multiplied. You'll 


78 HORIZON ZERO DAWN COLLECTOR'S EDITION GUIDE 


Critical Hit + 
250 that has more health, more care should be 


Spear's (RJ - once you move up to prey 
taken with its use. 


While some of the ranged weapons can 
deal more damage to a prone enemy than a Critical Hit, 
the strength of this Skill lies in its consistency. You needn't 
worry about your positioning when using a Critical Hit, 
or trying to line up shots on Components while avoiding 
Armor Plates — you know that once you hit (R7) you're going 
to get a substantial amount of damage. As with the other 
strike Skills, if you want to use this on Heavy or Elite human 
enemies, you'll need to acquire the Leader Strike Skill. 


ae * 
..-S0 it can often work out better to use another form of damage 
first, and then initiate a Critical Hit just as the enemy is about 
to recover. 


You can use it to take off Components and Armor Plates while 
dealing a decent amount of damage. 


still have to deal with trying to hit the Components you 
want on some of the bigger machines, but if you can bring 
them down to your level, Sylens’ Lance with these Skills 
can shred parts off them extremely quickly. 


Skill Details 
Movement Speed 


Normal 
2.6m/s 


Heavy Lifter 
3.7m/s 


0 uring the early stages of the game you'll likely pick this 
up on the path to Concentration +. It may not seem very 
useful early on, since you'll rarely run into enemies (either 
human or machine) from which you can obtain Heavy 
Weapons. As you progress however, such enemies become 


There will be times when you'll want to take a Heavy Weapon 
with you between fights or objective points... 


WwW? these Skills, you'll be 
able to nock an additional 
one or two arrows with any bow 
by pressing (RY) while aiming 

the weapon. When you fire the 
arrows, they all get released at the same time and fly with 
pinpoint accuracy to wherever you were aiming. The nocked 
arrows work based on the ammo type you have select- 

ed, not the weapon in general. This means that additional 
nocked arrows will persist when you change weapons, 

but if you change the ammo type on the weapon with the 
nocked arrows, the additional shots will be removed. 


The act of nocking additional arrows is faster than firing con- 
secutive shots on some of the bows. During Concentration 
it can be worthwhile nocking Double or Triple Shots before 
firing, because you'll actually end up releasing more arrows 
in a shorter period. 


Most ammo types, regardless of weapon, see a significant 
boost in effectiveness through these Skills — they allow 
you to do things you otherwise simply couldn't. Load up 


r 
SKILLS BRAVE > 
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HEAVY LIFTER 


more and more common, and the benefits of this Skill will 
start to become apparent. 


Heavy Weapons are among the strongest weapons in the 
game, and their main downside is the fact that they se- 
verely limit your movement speed — exactly what this Skill 
allows you to offset. An extra meter per second may not 
seem like a lot, but it will allow you to move in and out of 
cover a lot faster, which can mean the difference between 
life and death. 


...and that'll be a much less painful process when 
you have this Skill. 


DOUBLE SHOT / TRIFLE SHOT 


multiple Precision Arrows and you can take down a Heavy 
Human enemy in a single headshot so you stay concealed. 
A Double or Triple Shot Tearblast Arrow will take most of 
the Components off a machine in a single hit, and stacking 
elemental arrows will allow you to maximize the Severity 
build-up on your first shot. 


If you have multiple bows on your weapon wheel, you can 
pre-load them all with Double or Triple Shots, so that they're all 
ready to go once you start fighting. 
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KNOCK DOWN 


he Knock Down Skill is incredibly powerful 

and can fundamentally change how you 
approach some enemies once you acquire it. 
The degree to which it increases the knock- 
down ability of your Spear’s 2) attack is such 


that you'll go from not being able to knock down some 
machines at all before killing them, to being able to do so 
in only one or two hits. Nowhere is this more evident than 
against the hyper-aggressive Ravagers; without this Skill 
you're unable to knock them down with your Spear, but 
with it, a single hit is all it takes. 


Even Tramplers and Bellowbacks can be knocked over with this 
Skill, making it much easier to hit their Components. 


Since you're often having to deal with enemies like the Rav- 
ager up close because of how keenly they pursue you, hit- 
ting them with your ranged weapons can be difficult. With 
the Knock Down Skill you can hit them with an (RQ to totally 
control the fight - either create easy damage opportunities, 
or giving yourself time to back away. 
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FdoT RELOGD 


Skill Details 
Cuts reload speed in half during Concentration 


l] nder normal circumstances, every action you take while 
under the effects of Concentration will take twice as 

long as usual to complete, due to the slowdown effect. 
This means the fire rate of all your weapons is also slowed 
down. Fast Reload, however, will cut the time it takes to re- 
load weapons in half during Concentration, effectively dou- 
bling your rate of fire, and your potential damage output. 


t's worth noting, that the Fast Reload Skill is an upgrade 
to the Concentration Skill only. Your reload speed during 

a jump or slide with Hunter Reflexes will not see any 
improvement. This places yet more emphasis on Concen- 
ration as a critical combat Skill, and means that managing 
your Concentration meter is even more important. 


With bows the act of nocking arrows is sped up, allowing you to ¢ 
fire off consecutive shots at a greater rate. 1 


c = = FS e 
For weapons like the Rattler, the time required to load a new 
magazine decreases. 


Skill Details 


Health Threshold 
Damage Increase 


30% or less 
Damage of Spear (J is doubled 


F ighting Back will give you a boost of damage while 

your health is low, so that you can finish off an injured 
opponent during a difficult battle. The Skill’s main drawback 
is that you need to be below 30% of your overall health 
before you see the benefits, which makes it quite danger 
ous to use at low levels when you only have a small amount 
of health to work with. As you continue to level up and 

your overall health pool grows, so too does the 30% that 
you have to work with. This results in it being a much more 
viable and useful Skill later in the game. 


The Shield-Weaver Outfit is an ideal companion to this Skill... 


one BRAVE { 
_d 
FIGHTING BaLK 


The use of Health Boost Potions can make this Skill even 
better. They will give you a temporary health boost, while 
keeping your ‘real’ health below 30% — allowing you to reap 
the benefits of the Fight Back Skill. 


Once you start to stack all of these extra defensive meas- 
ures on top of your larger health pool at higher levels, you 
can actually plan combat encounters around using this Skill 
by intentionally staying at lower health. If you also have 

the Knock Down Skill, taking out enemies with Spear 2) 
attacks becomes a very quick and safe process, since ene- 
mies will be spending most of the time knocked over. Once 
you add Sylens’ Lance into the mix for even more damage, 
this aggressive up close playstyle becomes especially 
deadly. 


» 
...it will allow you to totally mitigate a large amount of damage, 
giving you a safety buffer. 
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The Forager Skills are for players who want to make 
sure they never run out of valuable Resources for craft- 
ing upgrades or ammo. Acquiring all of the Resources 
to ensure that you can keep using your favorite ammo 
types can be a lengthy endeavor, especially during the 
early stages of the game, and these Skills are designed 
to ease that process. 


The earlier in the game you acquire these Skills, the 
more benefit you will get from them during your play- 
through, both in terms of time saved and for creating 

a stockpile of reserves to ensure you never run out of 
anything. Extra Resources you acquire can also be a 
very good means of additional income — you'll always 
have more things that you can sell to Merchants, allow- 
ing you to buy additional equipment much sooner. 
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Combat 
Override 


Combat Disarm 
Override + Traps Crafter 


Call Mount + Tinker Scavenger + 


LURE Call 


60m 


we Lure Call, Aloy uses her hunting knowledge to 
generate a targeted sound that's guaranteed to get the 
attention of both man and machine. Once you acquire this 
Skill, the Lure Call icon will appear in your Too! selector. If 
you look directly at an enemy that is within 60m of you, 
pressing # will make Aloy whistle. The enemy that you 


whistled at will then start making its way towards you to 
investigate the source of the sound. 


Used normally, the Skill will target the enemy that is most 
centered in your view. To avoid ever accidentally luring the 
wrong enemy, it's a good idea to get used to aiming your 
weapon at the intended target before using the Skill. This 
ensures no other enemy is lured by mistake if your camera 
angle is slightly off. Keep in mind that the target must be in 
direct line of sight — if it's behind any kind of obstacle the 
Skill won't work, even if you're highlighting the enemy with 
your Focus. You'll be able to tell when the Skill won't work, 
because when you try to use it a red cross will appear over 
the icon. 


With this Skill you can pick enemies out of a group and lure 
them towards you one at a time while you're hidden far 


Lure Call can be used to easily line up shots on enemy Weak- 
points, because they will turn to face you and walk directly 
towards you... 


Skill Details 


Base Heal Speed 
Healer Speed 


22 Health per Second 
66 Health per Second 


he main drawback to healing via the Medicine Pouch is 

that the health you regain is delivered slowly over time. 
This makes it less than ideal during combat, when you often 
need the health instantly. This Skill triples the rate at which 
the Medicine Pouch heals you. 


With the healing rate amplified so much, the Medicine 
Pouch becomes a very effective means of healing during 
combat, and is no longer relegated to non-combat situa- 
tions. The extra speed means that you get health quickly 
enough to offset the need for potions, and you'll be able 
to reap all of the other benefits that the Medicine Pouch 
offers, such as its ability to continuously heal you through 
persistent damage. 


- 


SKILLS FORAGER 


away ina patch of tall grass. By singling out the enemies 

in this manner and bringing them close to you, you open 
the way for easy Silent Strike kills on smaller enemies or 
Override attempts without the inherent risks that come 
from open combat. Since there’s no cool-down time or limit 
on the amount of times you can use this Skill, you can keep 
luring single enemies out of a group and picking them off 
one at a time. This method may not always be the fastest 
way to kill every enemy in an encounter, but it does offer 

a much greater degree of safety and control than open 
combat. 


You also gain a lot of tactical options from being able to 
pick and choose which enemies within a group you want to 
draw away from the others. Luring a Heavy human towards 
you so that you can safely obtain their Heavy Weapon is a 
good example of this. 


...this is an especially useful tactic for lining up a 
shot to the Eye of a Watcher. 


HEdLER 


Using the Medicine Pouch during Concentration is great 
when a battle is about to get out of hand. 
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GOTHERER 


Skill Details 

Plant Type BaseAmount With Gatherer 
Medicinal Hintergold 10% 12% 
Medicinal Valley's Blush 12% 14% 
Medicinal Salvebrush 15% 18% 
Medicinal Ochrebloom 16% 19% 
Medicinal Wild Ember 20% 24% 
Medicinal Grey Omen 20% 24% 
Ridge-Wood An extra 2 every time you 


gather some 


f you're constantly using your Medicine Pouch to top 

up your health between encounters, then you're going 
to find yourself having to gather a lot of Medicinal Plants 
to keep it full. The Gatherer Skill lets you draw more of a 


plant’s medicinal properties out of it every time you gather 
one, leading to a greater percentage being deposited into 
your Medicine Pouch. Since you're getting more out of 
every plant, it will take fewer plants to full your pouch, 
allowing you to spend less time gathering them. 


As an added bonus, the Gatherer Skill also works with 
Ridge-Wood, giving you an additional two useable stems 
from each plant. That amount can really start to add up 
when you're gathering multiple plants, and you can never 
have too much Ridge-Wood for crafting arrows. The Skill 
does not extend to other plants, however, so those required 
for crafting Resistance Potions will not receive any boost. 


COMBAT OVERRIDE / COMBAT OVERRIDE + 


Skill Details 

Base Duration 2 Minutes 
Combat Override 3 Minutes 
Combat Override + Indefinitely 


I utside of the three mountable machines, the Override 
state on all other machines is only temporary, which 
means you constantly need to keep an eye on the timer 
above them during combat, so that you know when it's go- 
ing to run out. Through these Skills you will not only be able 
to extend that time, but with Combat Override + you can 
remove it altogether and make every machine you Override 
remain in that state indefinitely. 


When used in conjunction with Lure Call, you can pull danger 
ous enemies away from any other enemies they happen to be 
close to... 
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Without the pressure of having to pay close attention to 
enemies that you have Overridden, you can stay focused 
on the enemies that you're actually fighting, reducing the 
risk of getting hit significantly. 


Similarly, if you're trying to complete objectives for a quest, 
being able to Override the machines in the area and never 
having to worry about them afterwards makes that a much 
simpler process. The only real limits to the possibilities with 
Combat Override + are the time it takes for the Override 
ability to recharge, and the fact that once you move far 
enough away, the enemies will eventually revert back to 
their original state. 


...and then Override them with no chance of them sneaking up 
behind you afterwards. 


Skill Details 


Base Capacity 
Herbalist Capacity 


2 Health Bars 
4 Health Bars 


he Herbalist Skill doubles the maximum capacity of your 

Medicine Pouch so that you can accumulate a total of 
four meters worth of health instead of the usual two. Both 
of the additional meters are represented with the same 
green plus sign as the normal ones, but at max capacity 
you will be able to see four instead of two. 


This extra Medicine Pouch capacity basically gives you a 
larger cushion of healing power that you can make use of 
if you're having difficulty during an encounter. Filling the 
pouch will take longer, but the peace of mind that comes 
from knowing you have all of that healing potential there 
when you need it cannot be underestimated. 


Skill Details Drop Rate 
Scavenger 10% 
Scavenger + 20% 


hen you acquire the Scavenger Skills, an extra item 

called a Machine Scavenger Box is added to the poten- 
tial items that you can loot from machines you've defeated. 
This box works in the same manner as other boxes in that 
the contents are not given to you straight away when you 
loot an enemy — you'll have to go into the ‘Treasure Boxes’ 
section of your inventory and open it to see what's inside. 
The contents of the box can be anything that could have 
normally dropped from the machine you obtained it from. 
So, if a machine has no chance of dropping Echo Shells, you 
won't be able to get them from a Machine Scavenger Box 
you looted from it. 


Any Resources that you do get from one of these boxes, 
however, will be in a significantly larger amount than you 
would normally be able to obtain. Resource are not the only 


SKILLS FORAGER 


HERBALIST 


The extra capacity will let you make more use of technically 
‘free’ heals, and cut down on the cost of buying or crafting 
Healing Potions. 


SCAVENGER / SCAVENGER + 


things you can get from the boxes: Machine Cores, Weapon 
Modifications, Outfit Weaves or other special items can all 
be obtained. What this essentially means is that with each 
box you get, you have an extra chance at getting the best 
items from a machine, including those desirable Very Rare 
Modifications. 


4 


Ne onze 


AD beat srt 


tate 

Machine Scavenger Boxes also make it a bit easier to 
manage your Resources when your capacity is getting 
near its maximum. 
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DISdRM TRAPS 


Cost: 3 Skill Details 


Works With Tripwires, Shock Traps, Blast Traps, 
Proximity Blast Traps, and Proximity 
Mines from the Blast Sling 


ormally, once you place a trap on the ground, all of the 

Resources that went into buying or crafting it will be lost 
if the enemy doesn't happen to trigger it. With the Disarm 
Traps Skill this is no longer the case - you'll gain the ability 


to pick up and reuse them. Once you've acquired this Skill, . 
any Trap or Tripwire you place will have a loot icon above it ui = 
to show that it can be picked up, and if you walk close to it, rs om aeprr , 
i : \ This is far from an essential Skill, but it does lead to more 
you'll get a ® prompt to do just that. \ experimentation — often with explosive results! 


CLE DE Le 7? SMT, CP ER EY te 


Not only does this save you the Resources of having to craft 


or buy more Traps to replace the unused ones, but it also emies will approach from or where you need to lure them, 
means you can be less frugal when setting them up in the you can simply lay down Traps much more liberally around 
first place. Rather than trying to predict exactly where en- the area, knowing that you can pick up the unused ones. 


A OSE ¥ Ph VU ES CM E,W 


AMMO CRAFTER r 


Skill Details Normal Ammo Crafter ” es f 
a =| 
Ammo Pack Size 10 2 we fl 
25 30 A 070 F 


onstantly crafting ammo to make sure your reserves are 
full is not a particularly slow process, but acquiring all of " 


ae : i 4 ae 
the Resources to be able to the crafting in the first place i PTS ToInS nee — eT H 
can be. The Ammo Crafter Skill lets you make better use of 4 ies then plant can help to ies you Biel 3 i 
the Resources you do have by generating more ammo from aie ST CEL) A LP CT = 


them every time you craft a pack. 


Since you're going to be crafting a lot of ammo as you play 
through the game, a significant amount of Resource-gather 
ing time can be saved by acquiring this Skill. The additional 
amount will vary depending on the size of the ammo pack 
you're attempting to craft, but you'll always be getting 
essentially free ammo. If you're good at planning ahead and 
avoid engaging enemies when you're not fully-stocked then 
you may see smaller returns from this Skill. 
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he Call Mount Skill permanently adds the 

Call Mount option to your Tool selector, 
regardless of whether or not you've Overrid- 
den a mountable machine. When you activate 
the Skill, an Overridden mount will appear 
nearby and come running towards you ready for action. 
The exact mount type that is summoned is determined by 
which mountable machine site you're closest to, so by pick- 
ing where you use the Skill you can get the exact one you 
want. If you kill a machine that you summon in this manner 
it will not drop any loot. It will still give you XP but farming 
XP this way is not particularly efficient. 


In addition to giving you the ability to quickly get a mount 
(almost) any time you like, this Skill also lets you have 
constant access to a partner that you can bring into combat 
situations. You can even use this Skill while you're actively 
engaged in open combat — a powerful tactic for drawing the 
attention of other machines away from you. The normal re- 
strictions on when and where you can bring mounts do still 
apply, however, so you won't be able to make use of them 
during encounters that take place indoors. 


Cost: 3 


Ee the great Oseram Tinkers that it’s 
named after, this Skill allows you to play 
around with Modifications by picking and 
choosing which ones you want in any Weap- 
on or Outfit at any given time to best suit the 
situation. Normally, once you place a Modification into a 
Weapon or Outfit it is locked in place - you cannot remove 
it, and if you attempt to insert anther one in an occupied 
slot, the old one gets destroyed. 


Once you have this Skill, however, Modifications can be 
freely removed at any time, and if you insert one into an 
occupied slot, the old one is simply returned to your inven- 
tory. Regardless of what Outfit you're wearing, if you find 
yourself in need of some extra resistance of any type, you 
can just swap in some mods to help you through the fight, 
and then go back to your normal set afterwards. Similarly, 


ke 
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In combat, as soon as your mount gets destroyed you can 


immediately summon another to your side again. 


Having three Fire damage Modifications on your weapon in this 
situation is a real luxury. 


with weapons, if you like stacking elemental mods, you can 
change them up depending on the types of enemies you 
happen to be fighting at the time. 
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WEAPONS SPEAR 


A 


SPEdR 


he Spear is Aloy’s only melee weapon, and you'll be 

reliant upon it for close-quarters combat and stealth 
kills. While the Spear ignores enemy armor and is effec- 
tive against thick-skinned opponents, its damage is not 
multiplied when striking weak points. Spear attacks inflict 
moderate amounts of Tear in addition to their standard 
Damage, enabling you to dislodge Components and armor 
without using up ammunition [>0 1]. This benefit can be 
further improved by learning the ‘Precision’ and ‘Precision 
+’ Skills. A Quest-related Damage upgrade and a variety 
of other Skills such as ‘Strong Strike; ‘Knock Down’ and 
‘Fighting Back’ also augment this weapon's capabilities in 
various ways. 


SPEaR (UPGRADED) 


The Spear is essential for performing the ‘Silent Strike’ Skill 
during stealth operations and serves as your last line of 
defense against highly-aggressive machines like Sawtooths 
and Ravagers, which will constantly rush in and pressure 
you with melee attacks. Learning the ‘Knock Down’ Skill is a 
crucial countermeasure against such enemies as it enables 
you to incapacitate them with one or two heavy swings, 
buying time to either establish distance or follow up with a 
Critical Hit. This strategy is even more effective on human 
opponents as they are generally less resistant to knock- 
down attacks than machines: simply knock your target to 
the ground with a heavy attack, then approach and perform 
a Critical Hit for an instant kill against weaker humans 

[>0 2]. 
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NORMAL SPEdR 


Attack Details 

Attack Type Attack Type 
Damage 25 Damage 

Roll Cancelable Yes Roll Cancelable 


Primary Function Armor Removal Primary Function 


Tear 26 Knockdown Severity 
Range Short Range 

Time to Execute 15 Frames Time to Execute 
Knockdown Details 

Machine Size Small Medium 
Knockdown Duration 8 seconds 10 seconds 
Knockdown Damage Threshold 100 300 


he Spear’s light (RI) attacks cover a 180° horizontal arc 

and are suitable for hitting tightly-grouped enemies, but 
they strike too high to reach smaller animals like foxes and 
raccoons. You can also use these attack while jumping for 
a downward slash, or while rolling for another horizontal 
slash that hits much closer to the ground than the standing 
version. These attacks deal low damage and do not stun 
enemies, but can be used to quickly eliminate targets that 
have only a little health remaining. It is possible to perform 
a roll during the windup phase of a light attack, which will 
instantly cancel the swing and enable you to reposition 
yourself; by taking advantage of this technique against 
aggressive enemies, you can minimize your commitment 
to combat actions that leave you vulnerable to counterat- 
tack. (Ri) attacks are more difficult to aim than (RJ attacks 
and have inferior tracking, but are better suited for quickly 
removing multiple Components from machine targets. 


DdMdbe UPGRADE 


Upgrade 2 
Damage 25>35 Tol o5: 


Acquisition Info 
Quest Reward: ‘In Her Mother’s Footsteps’ (P366) 


fter completing the Quest, ‘In Her Mother's Footsteps; 
Thok will reward you by sharpening your Spear, perma- 
nently adding a flat ten points to its Damage attribute. While 
it may at first seem unimpressive, this upgrade provides 
a modest boost to the damage dealt by Silent Strikes and 
Critical Hits, and can also reduce the number of swings 
necessary to defeat weaker enemies. This is the only direct 
enhancement available for the Spear and you may access 
it near the beginning of the game, so be sure to cash in on 
the upgrade at your earliest convenience. 
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The Spear’s heavy (RJ) attacks consist 


of a rising frontal slash followed by a 
75 descending overhead blow, making 
No them ideal for use against individual 
K enemies and smaller targets such 
nockdown a f 
an as wildlife. While these attacks have 
: a powerful knockdown effect on 
Medan humans and small- to mid-sized ma- 
50 Frames chines, they also suffer from painfully 
long wind-up and recovery periods, 
making them particularly risky against 
marae hard-hitting opponents. As you pro- 
12 seconds Sg; 
a gress through the game you'll find 
0 


that ranged attacks quickly become 

more effective against the increasing- 
ly powerful enemies you'll face while the Spear is relegated 
to Silent Strikes, Critical Hits and knockdown attacks, but 
don't forget about it if you're forced into close combat — it 
can still save your skin in a pinch [90 1]. 


OVERRIDE UPGRADE 


Upgrade Info 
Enables Overriding (grants PSI Overrides) 


Acquisition Info 
Quest Reward: ‘Womb of the Mountain’ (P289) 


ou'll receive this Spear upgrade upon completion of 

the Quest, ‘Womb of the Mountain; along with the PSI 
Overrides. Overriding a machine temporarily switches its al- 
legiance, causing it to attack any units hostile to Aloy while 
at the same time preventing its attacks from damaging her. 
The Override status will wear off after a short time (ex 
cept in the cases of mountable machines, upon which it is 
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Cauldron Locations 
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S- - Watcher ae) _ 
‘= Redeye Watcher P473 
ep Strider p476 
lay Broadhead pion 
“nj Charger 
te) Talineck Cooldown Time 
20 Seconds 
AN SIGMA Overrides 
Override Times 
+ (STEEN ‘~~ Watcher 1.5 sec 
Strider 2 sec 
Grazer 2.5sec 
Scrapper 3 sec 
ineceve Watcher 1.5 sec 
Broadhead 2sec 
‘Lancehorn 3sec 
= Longleg 4.5 sec 
Taper 5 ae 
~ ee Sawtooth 4sec 
(2 Shell-Walker 4 sec 
LAN XI Overrides Z= Fire Bellowback 5 sec 
i “<= Freeze Bellowback 5 sec 
2 sec 
5 sec 
25 coe 
5 sec 
5 sec 
5 sec 
6 sec 
6 sec 
Say@ — Stormbird 10 sec 
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permanent by default), but learning the ‘Combat Override’ 
Skill significantly increases its duration and upgrading to the 
‘Combat Override +’ Skill extends the effect indefinitely. 
Bear in mind, however, that overridden machines are still 
vulnerable to damage sources originating from the player 
and will revert to hostile behavior if struck repeatedly by 
Aloy’s weapons or Traps [© 2]. 


The PSI Overrides you'll initially receive along with this 
Spear upgrade cover only a basic set of machines; in order 
to expand your repertoire, you must infiltrate each of the 
four Cauldron facilities and Override the Core units found 
deep within. Each Cauldron Core holds information on a 
different set of machines, and only by accessing this data 
will you be able to Override machines of the corresponding 
types [>O 3]. Additionally, you may only Override machines 
that are either unaware of your presence or incapacitat- 

ed by knockdown attacks, Tie Ropes or the Shock status. 
Once you've initiated the Override process by holding the 
® button when prompted, your target will cease all action 
until either you have successfully completed the Override 
or been forced to abort the attempt by attacks from other 
enemies [9D 4]. 


EEE 
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While there is no direct limit on the total number of one enemy, especially larger targets such as Rockbreakers 


machines that can be Overridden at any given time, the and Thunderjaws, be absolutely sure to locate any available 
control unit's warm-up and cool-down periods prevent you cover and escape routes before making your move, and try 
from Overriding multiple targets in rapid succession. The your best to perform each Override while concealed by tall 
duration of these phases depends upon the size of the grass in order to prevent any other nearby enemies from 
target: smaller machines require less time, while larger spotting you before you can complete the process. 


machines require more. If you need to Override more than 


SYLEMS' Ldfce 


DETAILS 


Attack Details ce) 
Damage 45 90 
Tear 26 - 
Shock Severity - 25 


Acquisition Info 
Quest reward: ‘The Mountain That Fell’ (P349) 


nad Lance shares the same attacks as the Spear, but 
represents substantial increases in both the Damage and 
Tear attributes. This weapon's combo is considerably 
stronger than that of its predecessor, but its greatest boons 
are the enormous power of its heavy (RJ) attacks and their 
additional effect of building up Shock severity [>0 1]. The 
Shock effect in particular makes Sylens'’ Lance an ideal tool 
for incapacitating even Heavy and Elite human units as 

well as a number of machines, especially combined with 
the ‘Knock Down’ Skill; repeated heavy attacks will Shock 
your target after a successful knockdown, rendering them 
helpless for extended periods of time and creating ample 
opportunities for Overrides, Critical Hits or follow-up attacks 
with standard weapons [9D 2]. 


92 HORIZON ZERO DAWN COLLECTOR'S EDITION GUIDE 


WEAPONS SYLENS’ LANCE | HUNTER BOW 


HUNTER BOW 


he Hunter Bow offers average power with fast draw and 

reload speeds, evenly balancing damage per second 
with damage per shot. Its maneuverability makes it par- 
ticularly useful in close- to mid-range encounters, although 
the Shadow model's Hardpoint Arrows are also suitable for 
long-range sniping. Arrows can be loosed quickly without 
fully drawing the string but will suffer heavy accuracy pen- 
alties as a result, making this tactic viable only at pointblank 
range; even with a full draw, this weapon's effective range 
is considerably shorter than that of the Sharpshot Bow, so 
it's not suitable for use at extreme distances. The Hunter 
Bow reaps vast benefits from the ‘Concentration; ‘Fast Re- 
load’ and ‘Double/Triple Shot’ Skills, especially in conjunc- 
tion with Damage or Handling Coils and Hardpoint Arrows. 


roe. 


HUNTER BOW 


This weapon's Fire Arrows are the only ammunition type 
that can trigger Blaze Canister explosions, and are also ca- 
pable of detonating the Blaze Containers found throughout 
Eclipse dig sites as well as the portable Blaze tanks worn 
by Cultist Dredgers. Fire Arrows are essential for exploiting 
enemy weaknesses until you gain access to the Shadow 


Sling [>O 1]. Hardpoint Arrows, however, will be a main- 
stay of your arsenal all the way through the game thanks to 
their above-average Damage and Tear attributes. Be sure to 
capitalize on those strengths, as well as the Hunter Bow's 
already excellent Handling, by augmenting the bow with 
Modification Coils of those types. 
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WEaPON DETAILS 


Weapon Details 


DrawTime 0.57sec Max Mods 0.285sec 
Reload Speed 0.625sec Max Mods 0.3125sec 
Ammo per Pack 10 Crafter Skill 12 
Quiver Capacity 20 Max Upgrade 60 
Effective Range 70m Shot Type Direct 
Weapon Types Value 
j a 
Carja Hunter Bow y \S 50 
Shadow Hunter Bow y\S 100 
Although the range on the Hunter Bow is not as good as the 
Ammo Types & Modification Slots Sharpshot Bow, it can still be a respectable sniping weapon. 
Hunter Arrow Fire Arrow ee Slots 
row 
2 
Shadow Hunter Bow 3 


Acquisition Details 

Obtained From 
Accessible only during 
the Quest, ‘Lessons of 
the Wild’ 

Automatically obtained 
at the start of the ‘Point 
of the Spear’ Quest; Tiel 
2/3/4 Merchants 


Tier 3/4 Merchants 


Hunter Bow 


Carja Hunter Bow 


Shadow Hunter Bow 


MAX MODS 


Crafting C 
R 


94 


Fast draw speed makes the Hunter Bow ideally 
suited to jump shots. 


Metal Shards x50, 
tr  Sparker x5, Wire x5 


Metal Shards x650, 
Watcher Heart x1 


ARROWS 


ee 


unter Arrows are the most basic source of standard Damage and are Aloy's only 

means of ranged attack during the game's introductory Quests. For most applica- 
tions they'll be supplanted by Precision Arrows after you gain access to the Sharpshot 
Bow. Hunter Arrows are cheap to craft and can still be used as a contingency option 
when you run out of more effective ammunition, but quickly become obsolete as your 
arsenal expands - their low Damage requires focused efforts to target enemies’ weak 
points in order to achieve results comparable to other projectiles, and both Precision 
and Hardpoint Arrows serve identical purposes with universally greater efficacy. 
Ft Arrows deal minor Fire damage and modest Fire Severity build-up, and are 

effective against the wide variety of enemies vulnerable to Fire. The Hunter Bow's 
respectable Handling enables you to shoot these arrows in relatively quick succes- 
sion, rapidly building Fire Severity on your target or triggering Blaze Canister explo- 
sions from afar. Fire Arrows will be your primary source of elemental damage until 
you gain access to the Sling, and you'll rely on them quite frequently for clearing 
Corrupted Zones and detonating combustible objects. The burn status is especially 
effective for temporarily disabling human enemies like Eclipse cultists and Bandits, 


and the ‘Double Shot’ and ‘Triple Shot’ Skills enable Fire Arrows to instantaneously 
fill a target's Fire Severity meter even without Modifications. 
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WEAPONS HUNTER BOW 
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HaRDPOINT ARROW Hy ardpoint Arrows are an effective and versatile general-purpose munition, improv- 
BASE ing upon Hunter Arrows in every regard. While somewhat more costly to craft, 
i Hardpoint Arrows are essential for picking off human targets with headshots and 
75 targeting the weak points of stronger machines from a safe distance. While their 


above-average Damage and Tear attributes combined with the Hunter Bow's mod- 
erate rate of fire enable Hardpoint Arrows to perform well in a variety of situations, 
these very benefits tend to result in the rapid consumption of Resources as you 
replace spent ammunition, so keep a close eye on your quiver. These arrows benefit 
greatly from Damage and Handling Modifications as well as the ‘Double/Triple Shot, 
‘Concentration +' and ‘Fast Reload’ Skills, and will remain viable throughout the 
game if used judiciously. 


RECOMMENDED MODIFICATIONS 


FEL OMY 2 OPE bd ¥ —st 


LOaDouT 1 LOaDOUT 2 LO@DOUT 3 LOaDOUT 4 


more accuracy besides. A balanced approach is perfectly vi- 
able as well; you may opt to combine Damage and Handling 
Coils for a more versatile distribution of power and speed, 
or simply focus on Fire Coils to make the weapon's Fire 
Arrows inflict obscene levels of Fire Severity with a single 


shot machine with the speed of a Rattler and a great deal | 


he Hunter Bow benefits most from Modifications that shot [>0 1/2]. Given that the Hunter Bow performs excep- 

enhance Damage and Handling, so load it up with tionally well in both of these roles, you might even consider 
Damage Coils to bring your Hardpoint Arrow damage up to carrying two: one set up for Damage and Handling, and the 
par with the Sharpshot Bow’s Precision Arrows, or focus on other built for Fire attacks. 


Handling to transform the weapon into a rapid-firing head- 


PEL OB a OE . ST) eee ti 
& SHaD0W HUNTER BOW his Tutorial requires you to dislodge ten armor plates from machines. You may 

use either Hunter or Hardpoint Arrows for the task, and the ‘Double/Triple Shot’ 
Recommended Lvl. and ‘Concentration +' Skills will help ensure that you hit your mark. Machines tend 


to have less plating earlier in the game, so the best places to complete this Trial are 
the Machine Sites west of Daytower — particularly the Sun Furrows Hunting Ground 
Objective Shoot plates from and its vicinity. Sawtooths, Ravagers and Snapmaws are good targets owing to their 
machines x “ x ; = ; 
abundance of armor; stronger enemies like Thunderjaws and Behemoths invariably 
have heavier plating but are disproportionately difficult and time-consuming to kill, so 
they are ultimately not worth the additional risk. 


Rewards 205) +2500 


Amount Required 10 
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TRIPLASTER 


I n contrast to conventional Traps, which can only be laid 
at Aloy’s current position, the Tripcaster enables remote 
placement of Tripwires at moderate ranges [> 1]. Setting 
a Tripwire requires two shots, the first of which drives an 
anchor into a solid surface such as the ground or a boul- 
der while the second anchors the other end and arms 

the Tripwire connecting both points. Tripwires can span 
considerable distances, but attempting to place the anchors 
too far from Aloy or each other will snap the line and waste 
one unit of ammunition. Tripwires already in place can be 
reclaimed and reused via the ‘Disarm Traps’ Skill and will 
not detonate if Aloy comes in direct contact with them, 
although they can still affect Aloy if tripped by a valid target 
while she is in range. 


The Tripcaster is best suited to pre-combat preparations, 
though it also has a limited range of more immediate 
functions. Highlighting enemy patrol routes with the Focus 
enables you to lay Tripwires across a target's path well 

in advance and make yourself scarce before the victim 
knows what hit him; you may also lay Tripwires at intervals 
in confined spaces and lure enemies through the trapped 
area with projectiles, Rocks or the ‘Lure Call’ Skill. Enemies 
will generally rush straight toward you when they become 
aware of your location, so you may exploit this universal 
behavior to force attackers through a gauntlet of Tripwires 
as they approach. Attempting to place Tripwires while under 
attack at close range is dangerous and generally not worth- 
while, though it can be made somewhat more practical 
with Handling Coils. 
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Benes ens “ai < 
and then throw a Rock to lure the enemy into your trap. 


WEAPONS TRIPCASTER 


WEaPON DETAILS 


Weapon Details 


Reload Speed 1.5sec Max Mods 0.75 
Ammo per Pack 2 Crafter Skill 3) 
Pouch Capacity 2 Max Upgrade 12 
Effective Range 25m ShotType Placed 
Max Distance 26m 

Between Anchors 

Weapon Types Value 


Mb 2s 
Ab 50 
Shadow Tripcaster ab 100 


AmmotTypes & Modification Slots 
Shock Wire BlastWire FireWire Slots 


If you set up Tripewires in advance, you can make entire herds 
of machines run into them. 


Carja Tripcaster 2 
Shadow Tripcaster 3 


Acquisition Details 
Obtained From Cost 
Scrapper Lens 
Trader Karst; Tier 1/2/3/4 x1 (Karst), Metal 
peas Merchants Shards x90 


(regular) 


TT 7 Metal Shards x180, 
Fire Wires are an excellent way to set tough enemies on fire Sari auuDeastey ienzie fe Merchants Chillwater x10 


without having to get into direct combat. 
Shadow Tripcaster Tier 3/4 Merchants WISN Salis) 
Scrapper Heart x1 


WIRES 
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SHOCK WIRE hock Wires deal no damage; their sole purpose is to immobilize enemies and cre- 
MAX MODS ate openings for you to safely attack with other damage types. This ammunition 
inflicts the highest base Shock Severity of any weapon and can shock most enemies 
using a single tripwire. Despite their impressive effects against most normal ene- 
mies, Shock Wires are nearly ineffective against machines highly resistant to Shock 
attacks such as Thunderjaws, Behemoths and Shell-Walkers. 


Because Shock Wires deal no direct Damage, you can immediately close in to at- 
tack, remove Components or Override your target — in fact, with careful placement a 
Shock Wire can be one of the quickest means of Overriding a machine mid-combat. 
Binding a target usually requires several Tie Ropes, whereas a single Shock Wire 
combined with the Tripcaster’s higher fire rate can more quickly immobilize terrestri- 
al targets, albeit for a shorter period of time. 
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BLAST WIRE 
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MAX MODS tripped. They can tear away Components and armor with ease, producing addi- 


FIRE WIRE 


aed 


Crafting Cost: M 


Area Damage: 
Fire Severity 


last Wires are powerful tools which generate high-damage explosions when 


tional Damage bonuses while exposing vulnerable circuitry and other weak points. 
Blast Wires represent a wasteful use of excessive force against standard human 
enemies and weaker machines; instead, save these Tripwires for stronger foes, nar 
row spaces and large groups of tightly-clustered targets. Be careful to keep a safe 
distance from your Blast Wires while waiting for enemies to trip them — their blast 
radius is larger than those of other Tripwires and Aloy is not immune to their effects 
[20 1/2]. Social machines such as Striders and Grazers will flee directly away from 
you when startled, so place your Blast Wires on one side of the herd and startle 
them from the opposite direction. 


ST) mena 
F ire Wires deal a tremendous amount of Fire Severity to any enemies in range 1 
upon detonation — generally enough to instantly start the target burining if it's 


not resistant to Fire attacks. Small patches residual fire will remain on the ground 
after the initial blast, and can deter enemies from attempting to pass through those 
spots. Fire Wires are particularly effective against Corrupted machines, and all the 
more so against those patrolling predetermined routes through Corrupted Zones; 
they are also highly effective against humans owing to the incapacitating effects 

of the burn status on living flesh. These Tripwires’ ability to continuously damage 
multiple targets outside Aloy’s line of sight makes them especially useful in Bandit 
Camps, Eclipse Cult positions and indoor areas where enemies cannot avoid walk- 
ing through them. 


RECOMMENDED MODIFICATIONS 


SOY! 2 OHS 


LOaDOuT 1 LOGDOUT 2 
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comparatively miniscule performance increases from anything but Damage or Han- 
dling modifications owing to the fact that a single Tripwire will almost always inflict burn 
or Shock on targets not resistant to those elements. If you prefer to use the Tripcaster 
proactively for setting up Tripwires before encounters, focus on maximizing the damage 
of your Blast Wires with Damage Coils; on the other hand, if you find yourself using it for 
spacing and area denial in the heat of battle, augment it with Handling Coils to dramatical- 
ly increase its reload speed and limit your vulnerability while using it in combat. 


he Tripcaster can be purpose-built for its individual ammunition types, but sees 
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\Y TRIPLASTER 


Recommended Lvl. 


Rewards 10) +1330 


Trip machines with 
Shock Wires 


Amount Required &| 


Objective 


LOS .' 2 


\Yy (aRJa TRIPLASTER 


> 


Recommended Lvl. 


Rewards i © +2000 


Trip machines with 
Blast Wires 


Amount Required 3 


Objective 


SRLS.’ OULD PL 


\) SHADOW TRIPCASTER 


Recommended Lvl. 
Rewards ai © +2670 


Trip machines with 


Obiective Fire Wires 


Amount Required <j 


WEAPONS TRIPCASTER 


0 complete this tutorial, you will need to trip machines three times using Shock 

Wires. Striking multiple enemies with a single Tripwire only counts towards one 
completion point, so you will need to Shock your targets individually. You can com- 
plete this tutorial through incidental use of the Tripcaster, but if you wish to finish it 
sooner, you may repeatedly use Shock Wire on the same enemy until the objective 
has been satisfied. A single Shock Wire will generally immobilize an enemy, following 
which you may place subsequent Shock Wires in front of your target before it recov- 
ers or directly atop it as it regains its footing. A particularly efficient method is to lay 
three in the same spot: when an enemy draws near enough to trigger one, all three 
will detonate simultaneously and award you with one point each. 


Immediately after obtaining the Tripcaster from Karst, you can head west down the 
path from his shack to the closest Strider Site — you'll find it to your left at the far 
end of Mother's Cradle, clearly marked by a yellow slip-line. Striders and other herd 
machines are the easiest targets as they'll usually run directly away from you when 
startled, plowing straight into any Tripwires you've placed in their path; the nearby 
Watchers are another good option since they'll make a beeline for you when alerted. 
If you don’t want to go out of your way to complete this tutorial, you will have an 
opportunity to fulfill its conditions during your first Sawtooth encounter with Rost. 


his Tutorial requires that you 

trip three enemies with Blast 
Wires. You'll invariably fulfill its 
prerequisites as a matter of 
course with even occasional use 
of the Tripcaster, and you'll even- 
tually have to do so in order to 
clear the Nora Hunting Ground’s 
Blast Wire Trial. If you're in a hurry 
to earn a little extra Experience, 
you may simply travel to one of the Strider Sites in the Embrace, hide in a patch of 
tall grass, set up a Blast Wire between yourself and a Strider or Watcher, then draw 
that machine toward you and into the Tripwire with Lure Call, repeating the process 
two more times to complete the Tutorial. If you're confident in your spatial percep- 
tion, you can further expedite the process by planting one end of a Blast Wire near a 
machine and aiming the other so that the wire lands directly on top of your target. 


o fulfill the objectives for this weapon, you must trip three enemies with Fire 

Wires. As with the other Tripcaster Tutorials, a single wire will only yield one point 
regardless of how many enemies it hits, so you'll need to detonate three separate 
Fire Wires in order to meet the prerequisites (although you may use all three on the 
same enemy). Merely using the Tripcaster in combat will eventually fulfill the condi- 
tions for this Tutorial, but you may do so instantly by placing three Fire Wires directly 
on top of each other and luring any machine close enough to trigger them — as long 
as all three detonate, you'll receive one point for each. 
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ROPECASTER 


his unusual weapon neither deals direct Damage to 
machines nor removes their Components, but instead 
launches harpoon-like tethers which immobilize them and 
prevent them from being able to act. While superfluous 
against weaker machines, the Ropecaster has a knockdown 
effect on humans and is invaluable for highly-situational 
applications such as dragging aerial enemies to the 
ground and rending powerful opponents like Thunder 
jaws and Behemoths helpless [90 1]. Use it to create 
some breathing room when facing multiple opponents 
by taking a few out of the fight for a while, allowing you 
to focus ona single enemy. Tie Ropes will incrementally 
turn a unique Severity Icon blue as they strike your target, 
progressively limiting its movement until the icon switches 
to countdown mode. At this point the target is completely 
entangled and unable to move or act; you may follow up 
with Overrides, Critical Hits or normal attacks, but beware 
that any damage you deal will decrease the Tie Down dura- 
tion and a Critical Hit will end it immediately. Applying any 
kind of elemental status effect to an enemy will also cause 
them to break free from the ropes prematurely. 


CaRJd ROPECASTER 


This weapon is ideal for bringing down Glinthawks and 
Stormbirds which would otherwise be exceedingly difficult 
to hit and is especially valuable for overriding Stormbirds. 
It is also the most effective means of disabling normally 
deadly machines such as Rockbreakers and Thunderjaws, 
and is unaffected by elemental strengths or weaknesses. 
The only Modification type that affects the Ropecaster is 
Handling Coils, which dramatically increase its rate of fire 
and enable you to deftly hog-tie even the most powerful of 
machines with ease. 
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The Ropecaster specializes in bringing airborne foes 
down to the ground... 


Machine Details 


... making it much easier for you to hit them. 


WEAPONS ROPECASTER 


WEaPON DETAILS 


Weapon Details 


Normal Lodge Normal Lodge 
Reload Speed 0.8sec 0.48sec Max Mods 0.4sec 0.24sec 
Ammo per Pack 5 Crafter Skill 6 
Pouch Capacity 10 Max Upgrade 30 
Effective Range 25m Shot Type Direct 
Weapon Types Value 
Ab 2s 
Carja Ropecaster ys 50 
Ab 100 
AmmotTypes & Modification Slots 
Tie Rope Tie Rope Tie Rope 
Light Medium Heavy Slate 
Carja Ropecaster 2 
Shadow Ropecaster 3 
Lodge Ropecaster 3 


Acquisition Details 
Obtained From 


Can be found in a loot 


cache provided by Sylens during the Main Quest 
‘Maker's End’; Trader Karst; Tier 1/2/3/4 Merchants 


Carja Ror Tier 3/4 Merchants 


Tier 4 Merchants 


Shadow Ropecaster 


Lodge Ropecaster 


Reward for getting a full 
set of 15 Full Sun Medals from Hunting Grounds as 
part of the ‘Weapons of the Lodge’ Side Quest 


Human Details 


Cost 
Metal Shards x75 


Metal Shards x200, 
Echo Shell x6 

Metal Shards x500, 
Snapmaw Heart x1 


TIE ROPES 


Machine Machine Type Duration Total Anchor Damage Threshold for Enemy Type Effect 
Tiers Strength Required Ropes to Break Normal Gets pulled a short 

Watcher, Redeye Watcher, distance towards the 
Tier 1 Scrapper, Grazer, Lancehorn, 75 30 player before being 

Strider, Charger, Broadhead knocked down briefly. 
Tier 2 Stalker, Glinthawk, Shell-Walker, 150 45 Heavy / Elite Stagger 

Longleg 

90 seconds By 

Ravager, Trampler, Corruptor, Ammo Details 
Tier 3 Bellowback, Snapmaw, 250 75 

Sarai Ammolyes Anchor Strength 
Tier 4 Thunderjaw, Stormbird, 400 120 ue ops atu ay 

Behemoth, Rockbreaker Tie Rope Medium 75 

Tie Rope Heavy 100 


he size of your machine target and the Ropecaster model determine how many Tie 
Ropes are necessary for complete incapacitation: smaller machines require fewer 
ropes while larger machines require more, and advanced Ropecasters decrease the re- 
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TIE ROPE LiGHT 


‘BASE MAX MODS: 
Ys ww 


vo oo = v 


Crafting Cost: Met 
3x6 


quired total across the board. You can also acquire a special 
Hunter's Lodge version of this weapon that uses the same 
Tie Rope Heavy ammo as the Shadow version, but has a 
significantly higher base Handling value. The goal is to se- 
cure enough ropes so that your combined anchor strength 
is high enough to meet or exceed the total required to tie 
the machine down. So, if you're trying to tie down a Thun- 
derjaw with Light Ropes, you would need a total of 8 to 


reach the required 400 total strength, but use Heavy Ropes, 


and you can get the job done in 4. 


If you don’t want to spend the time and ammunition 
necessary to completely immobilize an enemy, a single Tie 
Rope will still significantly restrict the target's movement. 
Machines will break free more quickly with fewer Tie Ropes 
attached, so aim for their weak points and use the ‘Concen- 
tration’ Skill to make every shot count. 


The fearsome Sawtooth can be rendered defenseless against 
the savagery of your Spear assault! 


RECOMMENDED MODIFICATIONS 


EE OE 


LOaDouT 1 


Ae the Ropecaster inflicts minimal direct 


with a severely limited array of Modification 
Coils, your sole focus should be improv- 
ing its Handling. While its applications are 
limited, this weapon is incredibly useful 

for bringing down flying machines such as Glinthawks and 
Stormbirds, allowing you to destroy or Override them with 
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Tie ROPE MEDIUM 
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or Tear damage and can be equipped only 


Tie ROPE HEAVY 
MAX MODS BASE MAX MODS: 
yY 
= vo 


Fully entangling a machine will leave it in an extended state 
of incapacitation (similar to the stun from Shock) for up to 
90 seconds, allowing for a Critical Hit or Override. You may 
also use this time to cover your victim with Sticky Bombs, 
dislodge armor or key Components with Tear attacks, or 
take aim at exposed weak points. If nearby enemies pose 
a more immediate threat, you may also simply leave your 
target helpless while you turn your attention elsewhere. 


While not the most efficient means of dealing with nor 
mal human enemies, you can do some interesting things 
against them with the Ropecaster. Enemies that are above 
you will only be pulled over if the hit kills them, so if you 
judge it correctly you can actually pull Bandits out of their 
guard towers. Although ropes do inflict a small amount of 
damage when they hit a human enemy, they do not receive 
any bonus damage for landing headshots. 


Get over here! 


# 
impunity. Given the difficulty of hitting these extremely agile 
enemies with other attacks and the importance of applying i 
Tie Ropes quickly to prevent their escape, increasing the 
Ropecaster's reload speed provides enormous benefits in 
situations when you would otherwise be forced to take 
potshots at these types of aerial targets from long range. It is 
especially valuable for tying down Stormbirds quickly enough 
to Override them before they break free of the ropes. 


ra 
_ WEAPONS ROPECASTER 


PLOY! SOL) LD ST) 

Yy ROPECASTER x our objective for this Tuto- 
Oo rial to fully entangle small 

Recommended Lvl. machines three times using the 


Ropecaster. Watchers, Grazers, 
Lancehorns, Striders, Broad- 
Objective Berti small heards, Chargers, Scappers and 

Glinthawks are all valid targets; 
some of these can be found in 
the Embrace, enabling you to 
meet the prerequisites very early 
in the game. If you prefer to simply clear this Tutorial over the course of your other 
endeavors, you'll find the Ropecaster highly useful for dragging pesky Glinthawks out 
of the sky and binding them within easy reach of your other attacks. 


Rewards +1330 


Amount Required 3 


You can Tie Down separate targets for each completion point, but you can also use a 
single machine repeatedly to achieve this goal. Once you have entangled a machine, 
you can immediately free it with light melee attacks, then tie it down two more times 
to complete the Tutorial. You may employ this strategy against any machine according 
to your own preference, but Watchers and Striders are the most common members 
of their size group and can usually be found together. If you purchase the Ropecaster 
from Karst before The Proving, you may immediately complete this Tutorial at the 
Strider site west of his home or another on the road back to Rost’s location. 


FEL MEY ./ 
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Yy CaRJd ROPECASTER hile the method for completing this Tutorial is identical to that of the basic 

_ Ropecaster, your targets in this case are Longlegs, Sawtooths, Ravagers, 

1 2 Bellowbacks, Tramplers, Shell-Walkers, Snapmaws and Stalkers. You'll be able to 
complete the objective after finishing the Quest, ‘Womb of the Mountain’, at which 


Recommended LvI. 


Rewards +3000 ‘ i 
: point you'll gain access to the Merchants who sell this Ropecaster model as well as 
cae Tie down the Sawtooth, Snapmaw and Bellowback Sites beyond the Embrace. Sawtooths are 
Objective medium-sized ‘ 1 eee 
arenes the most common of these machines as well as the first you're likely to encounter 
Amount Required 3 on your way to Daytower; you'll find one patrolling the lakeshore near the Forsaken 
Village and by repeatedly tying it down and striking it with light melee attacks until it 
escapes, you can complete the Tutorial all at once using only that single enemy. 
FLO 2 JEL | ER > 0; = EO a = 4 . came % 
& SHODOW ROPECASTER As with the other Ropecaster Tutorials, your goal here is to fully tether three ma- 
=< chines, or a single machine three times; however, your targets in this instance 
Recommended Lvl. 23 are Rockbreakers, Behemoths, Thunderjaws and Stormbirds. By far the best place 
Rewards nen to fulfill this objective is at the Sun Furrows Hunting Ground, where you'll find a 
Thunderjaw trapped in a shallow basin from which it cannot reach you with its lethal 


Objective te Con arge melee attacks. Simply Override or eliminate the Ravagers and Watchers wandering 

the lip of the basin and take up a position in the tall grass overlooking the Thunder 
jaw's patrol route, then harpoon the massive machine with Tie Ropes when it passes 
your position. Take the opportunity to destroy its Disc Launchers and Cannons while 
it's tied down, then simply tether it two more times after it stands up. 


Amount Required 3 
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SHdRPSHOT BOW 


he Sharpshot Bow is a powerful long-range weapon 

capable of delivering payloads over immense distances 
with pinpoint precision. It outranges all other weapons by a 
wide margin with no loss of accuracy, and will therefore be 
your primary sniping tool throughout the game. Its Preci- 
sion Arrows deal the highest pershot damage of any in the 
game and synergize extremely well with the ‘Concentra- 
tion +; ‘Fast Reload’ and ‘Double/Triple Shot’ Skills, which 
together can smite even Heavy and Elite human enemies 
with a single headshot. This bow is capable of dislodging 
multiple Components or armor plates from machines with 
a single Tearblast Arrow, making it essential for disabling 
stronger enemies like Ravagers and especially Thunderjaws; 
it can even be used for Resource-gathering purposes via its 
unique Harvest Arrows. 


Tearblast Arrows are best used as openers while 
you close in on dangerous foes. 


When you need to land a headshot on a lookout at the 
opposite end of a Bandit Camp or destroy a Snapmaw's 
Freeze Sac from across a river, the Sharpshot Bow is the 
weapon with which to do so — it can reach targets so far 
away that they'll be unable to determine your location even 
with repeated shots, and is so effective when brought to 
bear from an unreachable sniping perch that your enemies 
may simply flee rather than continue taking fire from a po- 
sition against which they cannot retaliate. When you're not 
using this bow for slaughtering droves of Bandits, Eclipse 
Cultists or the odd Thunderjaw, you'll find it equally valuable 
for gathering materials: Components dislodged from ma- 
chines with Harvest Arrows yield bonus Resources which 
would have been destroyed by other sources of damage. 
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SHARPSHOT BOW 


SHADOW SHARPSHOT BOW 


...and lets you follow up against enemies with highly 
accurate and damaging Precision Arrows, exploiting 


The Sharpshot Bow makes weakening enemies easy by remov- 
ing Components with the large area effect of Tearblast Arrows... 


exposed vulnerabilities. 


re 


WEAPONS SHARPSHOT BOW d 


WEaPON DETAILS 


Weapon Details 


Draw Time 1.33sec Max Mods 0.665sec 
Reload Speed 1.25sec Max Mods 0.625sec 
Ammo per Pack 5 Crafter Skill 6 
Quiver Capacity 10 Max Upgrade 30 
Effective Range 140m Shot Type Direct 
Weapon Types Value 


Sharpshot Bow ys 25 


Carja Sharpshot Bow a 50 


Ab 100 


AmmotTypes & Modification Slots 


Precision Tearblast Harvest Slots 
Arrow Arrow Arrow 
Sharpshot Bow 1 
Carja Sharpshot Bow 2 
Sharpshot Bow Fal 3 


Acquisition Details 
Obtained From Cost 


5 z . Trader Karst; Tier 1/2/3/4 
Metal Shards x210, 
Metalburn x10 


Metal Shards x800, 
Sawtooth Heart x1 


Tier 2/3/4 Merchants 


Sar lelowmsaecmeasioa Tier 3/4 Merchants 


ARROWS 
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PRECISION ARROW 


BASE 


MAX MODS 


recision Arrows deal the highest pershot Damage and travel the greatest dis- 

tance of all arrow types, so when Hunter and Hardpoint Arrows are no longer 
sufficient, you'll want to use these instead. This ammunition emphasizes methodi- 
cal, stealthy tactics and fares poorly in close combat owing to the Sharpshot Bow’s 
slow draw and reload speeds; rather, Precision Arrows are designed for pinpoint 
accuracy at extreme range and excel at clearing Bandit Camps, Eclipse dig sites and 
other positions held by human enemies. These arrows are patently lethal in conjunc- 
tion with the ‘Concentration +; ‘Double/Triple Shot’ and ‘Fast Reload’ Skills, which 
enable them to silence even Heavy and Elite human units with a single headshot; 
they are also supremely effective for striking at machines’ exposed weak points for 
extra damage. 
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BASE MAX MODS 
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HaRVEST ARROW 
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Tearblast Arrows have a huge blast radius... 


OLY Na AR CN le ES A FAT CS Cc I i o> TY FET A > 
earblast Arrows generate localized sonic bursts that strip away armor plating and 


i, a 2! 7 MRS CS a LE: 


Components from machines. Human enemies hit with these arrows will merely} 
suffer a brief stagger or heavier knockdown depending upon the unit’s strength; Aloy » 
is also susceptible to these effects, so take great care when using this ammunition 
in enclosed spaces or near cliffs. Tearblast Arrows are highly potent against ma- 
chines and will usually dislodge any Components in their blast radius with a single 
shot, making them invaluable for disabling integrated weapons such as Behemoths’ 
Force Loaders and Thunderjaw’s Disc Launchers. While these arrows deal no direct 
Damage, certain machines including Grazers and Lancehorns will suffer heavy or 
even fatal injuries when critical components like their Rotor Blades or Blaze Canis- 
ters are torn away. 


a 

s their name implies, Harvest Arrows are used for the collection of Resources. ; 

The most unique and important property of these arrows is their ability to gener : 
ate extra Resources from any Component they dislodge, though their poor Dam- 
age and Tear attributes can mire the process in painful monotony if your target is a 
Thunderjaw or a Behemoth. While Harvest Arrows are most practical against weaker 
machines, you may still use them to dislodge specific Components from mightier 
targets before switching to another weapon for the kill; the Resource bonus does 
not apply to human enemies or wildlife, so you might as well use a stronger weapon 
for those situations instead. Entangling a machine with Tie Ropes makes it easier 
to target specific Components and helps expedite the slow Resource-gathering 
process. 


RECOMMENDED MODIFICATIONS 
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LOaDOuT 1 LOGDOUT 2 LOdDOUT 3 


rate with Handling Coils, you're better off simply using the 
Hunter Bow for any such purposes as its Hardpoint Arrows 
are equally accurate and far better suited to the sorts of 
close-range engagements in which a high rate of fire is 

most beneficial. Instead, capitalize on the Sharpshot Bow's 
exceptional range and damage with Precision Arrows by 


ntended specifically for long-range sniping, the Sharpshot fitting it with Damage Coils, or improve its ability to deliver 
Bow already has a set of intrinsic characteristics that natu- area-effect Tearblast explosions at absurd distances by 
rally synergize with Damage and Tear Coils. While you might equipping it with Tear Coils. You may even find it worthwhile 
be tempted to compensate for its painfully slow reload to carry a Sharpshot Bow configured for each purpose. 
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\Y SHARPSHOT BOW 


Recommended Lvl. 
Rewards 2 41330 


Kill Watchers by 
hitting their Eye 
using Precision 
Arrows 


Amount Required 3 


Objective 


yy CaRJd SHaRPSHOT BOW 


Recommended Lvl. 


Rewards * 1) +3000 
Remove machine 

Objective parts using Tearblast 
Arrows 


Amount Required «| 


FEDSRLOMEM fh FIDL 
<> SHADOW SHARPSHOT BOW 
Recommended Lvl. 
Rewards 1) +3000 
Shoot off Elemental 
Objective Canisters using 
Harvest Arrows 


Amount Required 3 


y 


WEAPONS SHARPSHOT BOW 


or this tutorial, you must kill 

three Watchers by hitting their 
eyes with Precision Arrows. 
It is possible to complete this 
objective very early in the game 
by purchasing the Sharpshot Bow 
from Karst and making your way 
to the Strider Site where you're 
sent to gather Blaze for Fire 
Arrows — several Watchers patrol 
this location and there are quite a few patches of tall grass scattered throughout the 
area, so simply draw them into the grass one by one with the ‘Lure Call’ Skill and 
shoot each one in the eye as it approaches. If you've learned the ‘Concentration’ Skill 
at this point, use it just before firing to dramatically increase your chances of striking 
true. If you run out of Watchers, simply perform a Quick Save at the nearby Campfire 
and reload your game from that file to respawn all the machines at the site. 


bah re | 


ompletion of this Tutorial requires you to remove any three machine parts, either 

Components or armor plating, using Tearblast Arrows. A single arrow can poten- 
tially fulfill the objective as long as it dislodges at least three separate parts from its 
target, so you'll invariably meet this goal in combat soon after acquiring the Carja 
Sharpshot Bow; otherwise, the Grazers at the Nora Hunting Ground offer the best 
opportunity to dislodge Components in large numbers. Simply shoot the center of a 
Grazer's back with a Tearblast Arrow — as long as the shockwave knocks off at least 
three Blaze Canisters, you'll finish the Tutorial on the spot. 


bd 


his Tutorial requires you to 

apply a familiar skill with an 
unusual type of ammunition: you 
must dislodge three elemental 
canisters from machines using 
Harvest Arrows. These arrows 
deal very little damage on their 
own, so the ‘Concentration +/ 
‘Fast Reload’ and ‘Triple Shot’ 
Skills make this task considerably easier. 


As with the previous Tutorial, the ideal place to complete your objective is at the Nora 
Hunting Ground, and having a Ropecaster, Carja Sling or Shadow Sling on hand will 
further expedite the process by providing a means of immobilizing the Grazers at this 
location while you shoot the Blaze Canisters off of their backs. Simply hide in the tall 
grass, nock three Harvest Arrows, stun a Grazer with Shock Bombs or entangle it in 
Tie Ropes, then use Concentration and take aim for the canisters, repeating as many 
times as necessary to complete the Tutorial. 
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SLING 


he Sling is a low-velocity weapon that launches power- 

ful elemental bombs which explode on impact, dealing 
moderate damage and heavy severity buildup while leaving 
weaker lingering effects across a wide area; the residual 
area effects of elemental bombs will slowly continue to 
build up the corresponding severity type on any hostile 
units they touch. These bombs travel in a parabolic arc 
that starts off steep, but gradually flattens as you draw the 
Sling; fully drawing each shot is ideal in most situations as 
doing so extends the weapon's range and enables you to 
more accurately hit your mark, although in rarer cases you 
may occasionally wish to lob a bomb over a wall to strike 
enemies outside your line of sight, which requires only a 
partial draw or none at all. 
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Lob a Fire Bomb at a gro! 
‘eas TUS LE, CS AG) 


Adjust the trajectory of your shot correctly, and Bombs can be 
fired considerable distances. 
LE) RT Beli A WET oS Ah al ded ai. Wh pease dD 
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The potent effects and wide blast radius of elemental [ x 
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bombs launched by the Sling make it the preferred weapon 
for inflicting Burn, Freeze and Shock on most enemies; it is 
especially effective against larger machines and tightly-clus- 
tered groups of humans, though its slow projectiles will 
almost always miss airborne targets no matter how careful- 
ly you aim. Extremely large machines like Thunderjaws and 4 
Behemoths are particularly vulnerable to the Sling’s bombs u 
because they will often be unable to avoid contact with the fi 
residual area effects, though be warned that Aloy is also 
susceptible to these effects and you should never use this cs a - 

: 5 en ‘ ..and then safely retreat while the residual flames 
weapon at pointblank range. While the Sling is incompatible keep them burning. 
with the ‘Double Shot’ and ‘Triple Shot’ Skills, it does bene- OPT ee SIA SC >. oe meee Lh. 3S WHR 
fit from ‘Concentration’ and ‘Fast Reload’ 
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Weapon Details 


WEAPONS SLING 


WEaPON DETAILS 


DrawTime 1.3sec Max Mods 0.65sec 
Reload Speed 0.63sec Max Mods 0.315sec 
Ammo per Pack 2 Crafter Skill 3 
Pouch Capacity 4 Max Upgrade 12 
Effective Range 50m Shot Type Lob 
Weapon Types Value 
Ab 2s 

yi Carja Sling y \S 50 
Shadow Sling a 100 


Fully draw the Sling so that you can accurately launch bombs at 
approaching enemies... 


AmmoTypes & Modification Slots 
Freeze Bomb Shock Bomb Fire Bomb Slots 


2 
Em” © OF 6 - 


Acquisition Details 
Obtained From Cost 


Trader Karst; Tier 1/2/3/4 Metal Shards x70 
Merchants 
Trader Karst; Tier 1/2/3/4 | Metal Shards x150, 
zag Merchants Blaze x15 
eae “ Metal Shards x650, 
Tier 2/3/4 Merchants Crystal Braiding x1 


..that way they'll be nice and frozen by the time they get 
close to you. 


BOMBS 


a a a aaa” 


damage for general applications. A direct hit will instantly freeze most small 
and midsize machines even with no Modification Coils equipped, and the pool of 
Chillwater left on the ground afterward will often finish the job if the initial blast does 
not. Freeze Bombs are essential for softening particularly tough enemies like Rock- 
breakers, Thunderjaws and Behemoths, allowing you to shred these enemies with 
Rattler fire or demolish them with Blast Sling payloads far more quickly than would 
otherwise be possible; they are less useful against smaller and more agile targets 
like human enemies, and will almost never hit aerial opponents like Glinthawks and 
Stormbirds. Freeze Bombs do, however, benefit from the ‘Concentration’ and ‘Fast 
Reload’ Skills. 


reeze Bombs are the first — and by far the best — available source of Freeze | 


Crafting Cost: Metal Shar 
Metal Vessel x2, Chil 
Area Damage: 10 Fre 
cond for 1 ale} 
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SHOCK BOMB hock Bombs deal a large amount of initial Shock severity and moderate Damage 

on impact, leaving a lingering pool of electricity that slowly builds Shock severity i 
on any enemies it touches. This ammunition type is the second most potent source 
of perhit Shock severity behind only Shock Wires, though a Rattler equipped with 
Crafting Cos é Bea Shock Coils can potentially surpass Shock Bombs against single targets at close 
Metal Vessel xz range. Aloy is not immune to the effects of Shock Bombs, so they are best suited 
Area (Damage:-10:Shoc for mid- to long-range applications; they are most useful against slower targets and 
groups of enemies, and should never be used for ground-to-air purposes as their 
low velocity will almost always cause them to miss their mark in such cases. They 
are highly effective for disabling groups of human enemies and allowing you to 
follow up with Critical Hits. 


econd for 


NEE eee a 


FIRE BOMB ire Bombs deliver powerful Fire damage and severity on impact and leave a 
lingering patch of flames that slowly build up Fire severity. Highly dangerous i 
to Corrupted machines and other enemies weak against Fire, these bombs are 
also invaluable for antipersonnel duties and can incapacitate human targets for a 
considerable period of time while continuously dealing Fire damage. Fire Bomb's 
arcing trajectory enables you to lob them over obstacles and strike enemies outside 
your line of sight, though they are ill-suited for aerial engagements due to the low 
velocity at which they travel. While agile enemies will often avoid the projectile itself, 
they may still suffer splash damage if they fail to escape 
the blast radius in time; slower, larger enemies will remain 
exposed to the residual flames for longer periods. 


The arcing nature of the bomb's trajectory allows you to launch 
them over cover and set enemies ablaze without them being 
able to see you. 


RECOMMENDED MODIFICATIONS 


ER OE: ed) a 
| 
you'll have to get by without it until you can access the ] 
Shadow Sling. Freeze Bombs are the single most effective 
way to soften tougher machines and increase your dam- 
age output against them with other weapons, while Shock 
Bombs are the lowest priority for Modifications owing to 
their limited versatility. 
he Sling specializes in Fire, Freeze and Shock attacks 
with wide areas of effect, dealing the highest elemental Once you've acquired the Carja Sling, set it with any Freeze 
damage and severity buildup of any weapon other than the Coils you come across; when you upgrade to the Shadow 
Tripcaster; as such, its performance improves exponential- Sling, apply three Fire Coils. It is well worth carrying both 
ly when its Modifications exclusively emphasize a single of these Slings with each specialized for its respective 
attack type. Fire is the most common enemy weakness and element until you amass a surplus of Resources and Metal 
provides the added advantage of incapacitating human en- Shards, at which point you should replace your Carja Sling 
emies while continually dealing damage over time, though with a second Shadow Sling and apply a third Freeze Coil 


for total optimization of both your Fire and Freeze Bombs. 
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Recommended Lvl. 


Rewards 


Objective 


Amount Required 
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<Y cana SLing 


Recommended Lvl. 


Rewards 


Objective 


Amount Required 


PESRLOME ./ 1 


<> SHADOW SLing 


Recommended Lvl. 


Rewards 


Objective 


Amount Required 


“= +3000 


Freeze robots weak 
to freeze damage 
using Freeze Bombs 


3 


1 8 
43000 


Shock machines 
weak to shock 
damage using 
Shock Bombs 


3 


18 


1) +3000 


Burn machines 
vulnerable to fire 
using Fire Bombs 


3 


— 


go 
_ WEAPONS SLING 


Si) 


ee complete this Tutorial, you must 
inflict the Freeze status three times 
on enemies vulnerable to cold. You 
may inflict the status three times on 
the same enemy or once each on 
three separate enemies, though the 
former option is considerably faster 
and more convenient. Valid targets 

for this objective are Tramplers, Fire 
Bellowbacks and Rockbreakers, with Fire Bellowbacks being the preferred targets as 
well as the first of these machines which you will encounter. Your earliest opportunity 
to complete this Tutorial will become available during the Main Quest A Seeker at the 
Gates’, at which point you may visit the Bellowback Site east of Devil's Thirst to fulfill 
the prerequisite. When you locate a Fire Bellowback, destroy its Gullet or Cargo Sac 
to disable its ranged Fire attacks before switching to your Sling. 


SE )) YA ee ee SO PR aacninleey | 


or this Tutorial, you must inflict the Shock status three times on Stalkers or Long- 

legs. Your earliest opportunity to complete the objective will be at the Corrupted 
Zone along the lakeshore west of the Forsaken Village, although the Corrupted Long- 
legs at that location are extremely dangerous at low levels and may be an impractical 
choice; the ideal spot is Cauldron ZETA, where you'll find three Stalkers patrolling 
open ground in plain sight, and a ledge leading to the Cauldron’s hidden entrance 
where the Stalkers cannot reach you with their deadly melee attacks. Follow the 
maps on P480 to this perch, eliminate the Redeye Watcher guarding the ledge and 
simply lob Shock Bombs at the Stalkers below until you've completed the Tutorial. 


ve our objective for this Tutorial is 
identical to those of the Sling's 
other ammunition types: you must 
inflict the burn status three times on 
enemies weak against Fire. Your tar- 
gets this time are Sawtooths, Freeze 
Bellowbacks, Ravagers, Glinthawks, 
Snapmaws and Corrupted machines, 
of which the best choices for the 
Tutorial’s purpose are Sawtooths and Corrupted machines. 


You'll eventually complete this objective over the natural course of combat if you 
regularly use Fire Bombs, but you may also get it out of the way as soon as you 
acquire a Shadow Sling by heading to the lakeshore south of the Forsaken Village and 
bombarding the Sawtooths in that area until they catch fire. You may also fulfill the 
objective simply by using Fire Bombs on the enemies at the Corrupted Zone of your 
choice, although the one located in the Forsaken Village is ideal if you haven't already 
cleared it as part of the prerequisites for the Quest ‘A Seeker at the Gates’ 
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ALAST SLING 


he Blast Sling is a hard-hitting weapon with a surprising 

array of uses both in and out of combat. It can be used 
for immediate area attacks with Blast bombs, stealthy 
ambushes with Sticky Bombs or preemptive strikes via 
Proximity Bombs, and its arcing trajectory enables it to hit 
targets beyond your line of sight. The Blast Sling is especial- 
ly effective for plastering immobilized enemies with Sticky 
Bombs and can dish out tremendous amounts of damage 
against frozen enemies, so it is an excellent complement 
to the Ropecaster and the Sling; it can also be used to re- 
motely place Proximity Bombs in high-traffic areas without 
having to directly access such locations. The bombs’ wide 
blast radius is ideal for clearing groups of human enemies 
and knocking multiple Components or armor plates off of 
larger machines. 


This was perhaps a little too close for comfort. 


he Blast Sling's primary weaknesses are its long draw 

time and slow reload speed, which make it unsuitable for 
engagements with swift or evasive enemies; however, you 
can compensate for these deficits with the ‘Concentration’ 
and ‘Fast Reload’ Skills, which together allow you to launch 
bombs twice as quickly. You must exercise caution when 
using the Blast Sling at close range — Aloy is not immune to 
its effects, and a single miscalculation can immediately lead 
to disaster. 


he explosions from the Blast Sling's bombs will instantly 

draw the attention of all hostile units within earshot, 
which can be problematic during infiltrations but benefi- 
cial for setting up ambushes. Crafting ammunition for this 
weapon is relatively cost-effective and does not require 
uncommon Resources, making it a good choice for longer 
encounters. The Lodge version of this weapon deals the ex 
act same damage across all ammo types. The only benefit it 
gains is a slight boost to its base Handling value. 
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Load up an enemy with Sticky Bombs while they're 
unaware of your presence... 


..and then close in and hit the enemy while it is staggered 
after they detonate. 


Large machines with tightly grouped Components such as 
Behemoths are prime targets for Blast Bombs... 


...their high damage and large blast radius means they're easily 
capable of removing multiple Components at once. 


BLdST BOMB 


WEAPONS BLAST SLING 


WEaPON DETAILS 


Weapon Details 


Normal Lodge Normal Lodge 
Draw Time 1.3sec 0.78 MaxMods 0.65sec 0.39sec 
Reload Speed 0.63sec 0.38sec Max Mods 0.315sec 0.189sec 
Ammo per Pack 2 Crafter Skill 3 
Pouch Capacity 4 Max Upgrade 12 
Effective Range 50m Shot Type Lob 


Weapon Types Value 


Blast Sling y \S 30 
Carja Blast Sling a 50 


Shadow/Lodge Blast Sling y \S 100 


AmmoTypes & Modification Slots 


5 Proximity 
Blast Bomb Sticky Bomb Bomb Slots 


[siest Sing | 
[cara lest Sing nc: nn 2 2 


Acquisition Details 


Obtained From Cost 


Blast Sling Tier 2/3/4 Merchants 
Carja Blast Sling Tier 3/4 Merchants 


Shadow Blast Sling Tier 4 Merchants 
Lodge Blast Sling Reward for getting a full 


set of 15 Half Sun Medals from Hunting Grounds as ~ 
part of the ‘Weapons of the Lodge’ Side Quest 


Metal Shards x200 


Metal Shards x400, 
Metal Vessel x10, Lu- 
minous Braiding x1 
Metal Shards x1400, 
Lancehorn Heart x1 


BOMBS 


ES) | TO LP A PLP Pe | poet 


last Bombs are the Blast Sling’s basic ammunition type and are common to all 


MAX NODS three variants of the weapon. These bombs use contact fuses and will immedi- 


ately detonate on impact with enemies or the environment, making them ideal for 


125* shooting over or past cover to hit enemies outside your direct line of sight. Any- 


Crafting Cost: Metal Ve’ x 
B distance from the point of detonation, making this an excellent ammunition type for 


1 result of t 
ed ir 


thing caught in the blast will sustain the same amount of damage regardless of its 


mopping up clusters of weaker human targets and smaller machines. Blast Bombs 
are also useful for destroying Components and armor plating owing to their wide 


area of effect, and are an ideal option for combat situations in which precision is a 


low priority. 
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STICKY BOMB ticky Bombs inflict considerably greater damage than the Blast Sling’s other 
BASE MX MODS ammunition types, and their timed fuses provide a means of delayed area attacks 
Ee) yw 15 from a safe distance. Enemies hit with these bombs will remain oblivious to the at- 
wy sil2s* tack until detonation (which is usually too late), enabling you to attach a single bomb 
Crafting Cost: Metal Vessel x2 and retreat out of detection range or plaster a single enemy with multiple bombs for 
E 6 a massive surprise attack. Sticky Bombs are particularly useful when fighting herd 
aiLesult ote expioeio machines like Grazers, which tend to congregate in close proximity and will often 
carry Sticky Bombs toward one another; this ammunition can also damage Rock- 
breakers while they burrow underground, and is highly effective against enemies 
entangled in Tie Ropes as simply attaching Sticky Bombs to the target will not break 


the tethers. 
»s 8 Se a 
PROXIMITY BOMB Me like Blast Traps, these bombs will detonate when an enemy's presence 
MAX MODS triggers their proximity fuses. Unlike Blast Traps, however, Proximity Bombs 


can be placed at long range in remote locations that Aloy cannot directly access on 
foot, making them extremely useful for setting up ambushes along enemy patrol 
routes without the risk of being seen. While they deal the lowest Damage of the 
Blast Sling’s three ammunition types, Proximity Bombs can trigger devastating chain 
reactions if launched toward Blaze Containers — when an enemy sets off the bomb, 
the initial blast will detonate the volatile liquid as well, engulfing the target and any 
other nearby enemies. Proximity Bombs will also explode in midair if their trajectory 
passes close enough to a valid target, greatly diminishing the need for precision 
when using this type of ammunition [>O 1/2]. 


RECOMMENDED MODIFICATIONS 


Sri) ae 
he Blast Sling serves the singular and unequiv- the weapon's power when combined; discard any 
ocal purpose of making enemies go boom. It is notion of equipping Handling Coils as their returns 

Aloy's hardest-hitting weapon bar none, and to that for the Blast Sling are marginal at best and you'll 
end the only Modifications which have any busi- see far better performance with Damage boosts as 
ness in its slots are Damage Coils. All three of the long as you make your shots count (the ‘Concen- 
Blast Sling’s ammunition types benefit equally from tration +’ and ‘Fast Reload’ Skills are supremely 
such bonuses, which provide a massive increase to helpful in this regard). 


114 HORIZON ZERO DAWN COLLECTOR'S EDITION GUIDE 


> BLAST SLinG 


Recommended Lvl. 


Rewards 


Objective 


Amount Required 


PL S's PE PD A A ied EP, 2 ER) 


2) +1330 


Kill multiple ene- 
mies with a single 
Blast Bomb 


3 


Cy Cana BLAST SLING 

45 
Recommended Lvl. 
Rewards 1) 42000 
Objective Attach Sticky 


Amount Required 


FEAL OMY 9 JO 


Bombs to machines 
3 


> SHADOW BLAST SLING 


Recommended Lvl. 


Rewards 


Objective 


Amount Required 


+2670 


Kill machines with 
Proximity Bombs 


3 


—_ 
/ WEAPONS BLAST SLING 


bs) 


his Tutorial requires you to kill two 

or more enemies with a single 
Blast Bomb on three separate occa- 
sions. The total number of enemies 
killed with each bomb has no bearing 
on the Tutorial’s clear conditions, 
meaning that you cannot complete 
the objective simply by killing five ene- 
mies with a single bomb; rather, you 
will be awarded one point each time two or more targets die from the same blast. 
This being the case, the best places to complete this Tutorial are the Bandit Camps 
at Devil's Thirst and Two-Teeth: the bandits at these locations are quite weak and can 
easily be tricked into standing together by using the ‘Lure Call’ Skill. If you've already 
cleared these camps, any other location populated by hostile humans such as Eclipse 
dig sites, Shadow Carja outposts or the other Bandit Camps will suffice. 


2 order to complete this extremely 
straightforward Tutorial, all you need 
to do is attach three Sticky Bombs 

to any machine. The objective will 
inevitably end up being fulfilled on its 
own as soon as you gain access to 
the Carja Blast Sling, but in general, 
weaker targets will be easier to deal 
with. If you're in a hurry to score the 
Experience bonus, just head to the Strider Site in the Embrace where you were first 
sent to gather materials for Fire Arrows before The Proving and plaster the Striders or 
Watchers at that location with Sticky Bombs until you meet the Tutorial objective. 


his simple Tutorial requires only 
that you kill three machines with 
Proximity Bombs. The best place 
to complete this objective is the 
Nora Hunting Ground, where you'll 
find weak Grazers and Watchers in 
abundance; you may optionally launch 
several Shock Bombs into the herd 
to stun at least three Grazers before 
you begin, or simply bombard them with Proximity Bombs from the tall grass at the 
end of the leftmost slip-line. Since these bombs will detonate both on the ground 
and midair, you may aim them directly at your targets without having to lay them on 
the ground in advance; this strategy provides the additional advantage of obviating 
the need for accurate shot placement since the bombs will explode simply by flying 
close enough for a target to trigger their proximity fuses. 
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RATTLER 


he Rattler is a shotgun-type weapon effective only at 

close to mid range. Each shot launches five bolts which 
quickly spread into a wide group, dealing little individual 
damage; while a single burst of Rattler fire will have little ef- 
fect on its own, the true value of this weapon is its capabili- 
ty to deal extremely high damage per second based on the 
accumulation of its countless weak hits over a short period 
of time. In addition, the Freeze and Shock Bolts usable with 
advanced Rattler models can build elemental Severity at an 
extremely rapid rate, particularly when augmented by the 
appropriate Modification Coils. The Rattler’s effects on fro- 
zen targets are downright terrifying, and it can quickly tear 
even Thunderjaws and Behemoths to shreds under these 
circumstances [9D 1]. 


Attack enemies from the sides when using the Rattler so that 
your Bolts have a larger target area to hit. 


Owing to its wide spread and short range, the Rattler is 
incapable of precision and should not be used in situations 
requiring accurate shot placement. However, this very 
property makes it ideal against enemies like Glinthawks, 
Stormbirds and Stalkers which are exceedingly difficult to 
hit with pinpoint attacks [> 2]. Rattler bolts travel just far 
enough to reach aerial enemies as they dive in to attack, 
and their wide spread ensures that at least some will hit 
their mark. This tactic can be used to shock Glinthawks 
and freeze Stormbirds, severely weakening them in the 
process; it also enables you to shock cloaked Stalkers with 
greater ease, at which point you may switch to another 
weapon and disable their Stealth Generators. In general, 
the larger your target and the closer to it you are, the more 
effective the Rattler will be [>O 3]. 
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RATTLER 


SHADOW RATTLER 


Weapon Details 


4 
WEAPONS RATTLER { 
af 


WEaPON DETAILS 


Reload Speed sec Max Mods 0.5sec 
Ammo per Pack 25 Crafter Skill 300 
Pouch Capacity 40 Max Upgrade 120 
Effective Range 25m Shot Type Direct 
Weapon Types Value 
Abs 

Carja Rattler ys 50 

Shadow Rattler Mb 100 


AmmoTypes & Modification Slots 


Carja Rattler 


Metal Bolt Shock Bolt Freeze Bolt Slots 


Acquisition Details 
Obtained From Cost 


Tier 2/3/4 Merchants 


Metal Shards x130 
Metal Shards x250, 


Caria R 7 Rich Meat x10, 
FETE Te 18 Merchants Reh Mest x0 
Bony Meat x5 


Metal Shards 
x950, Boar Skin x1, 
Rabbit Skin x1, 

Fox Skin x1 


Tier 4 Merchants 


BOLTS 


RL OEE >) TY TE ee, Ce GS EEE RTE | aii” 


METAL BOLT M etal Bolts are the Rattlers primary means of dealing raw damage. They are only 
really effective if the target is frozen and will otherwise produce far less impres- 
sive results, so you'll need to use the first two versions of this weapon in conjunc- 
tion with the Sling’s Freeze Bombs. This ammunition type inflicts a minor amount of 
Crafting Cost: M ' Tear damage along with its standard Damage, although the Rattler is far too inaccu- 


Ridge-V x10 rate for focused attacks on individual Components. Metal Bolts do not substantially 


benefit from Tear Coils, though they can eventually strip most armor plating after a 
sustained assault. While these bolts cost relatively few Resources to craft, you'll find 
yourself using them up very quickly due to the Rattler’s high rate of fire. 
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q 
SHOCK BOLT hock Bolts deal far less damage than Metal Bolts, but are very good at stopping 

charging enemies in their tracks and positioning you to follow up with a Critical i 
Hit, an Override or a bombardment with another weapon. They are particularly effec- | 
tive on enemies not yet aware of your presence and those recovering from a knock- 
down or Silent Strike — in the former case your target may be unable to react to a 
surprise attack before being incapacitated by the Shock status, and in the latter you'll 
often have time to Shock the enemy before it regains its footing. Shock Bolts can 
knock hovering Glinthawks out of the sky for extended periods of time and disable 
Stalkers long enough for you to destroy their Stealth Generators, though Stormbirds 
are virtually immune to their effects. 


DD) PE hh Nl A I CL! 
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FREEZE BOLT F reeze Bolts are much less powerful than Metal Bolts, but build up Freeze sever- ] 
MAX MODS ity with incredible speed while still dealing moderate Damage of their own. The 
Shadow Rattler combines this exceptional feature with the ability to mow down 
enemies with salvos of Metal Bolts in a single convenient, versatile and highly effec- 
tive weapon [>©) 1/2]. Freeze Bolts provide a close-range alternative to the much 
‘ ae : slower Freeze Bombs launched by the Sling, and are ideal for close-quarters combat 
Crafting Cost: Metal Shard i < : ; ee i 
Ridge-Wood x10, Chillwater x situations in which bombs cannot be launched without damaging Aloy. The Rattler 
requires a very different approach to combat than most of Aloy’'s other weapons 
owing to its drastically shorter range, but learning how to make effective use of it 
can turn battles of attrition into swift and wholly one-sided victories. 


RECOMMENDED MODIFICATIONS 


LOY 2) Eo | EE) + 


LOaDouT 1 LOaDOUT 2 LO@DOUT 3 LOaDOUT 4 LOaDOUT 5 


————— ee 


up Freeze Severity almost as quickly on a single 
target with three Freeze Coils equipped. 


while the Rattler’s own Freeze Bolts can build i 


Unlike the Sling’s slow, arcing Shock Bombs, 
which are thoroughly unsuitable against flying 


he Rattler is a deceptively versatile weapon that can be machines, the Rattler’s Shock Bolts are ideal for grounding 
used for pure Damage output in conjunction with Freeze Glinthawks and stopping Stalkers in their tracks (though 
Bombs, configured as a single-target alternative to Freeze Stormbirds are resistant and will still require the use of a 
or Shock Bombs altogether, or set up to serve both purpos- Ropecaster). To this end, three Shock Coils are an entirely 
es simultaneously as an all-in-one street sweeper. Combin- viable loadout for the Rattler, though you may still want to 
ing three Damage Coils or substituting one for a Handling carry a second Rattler configured for dealing direct Damage 
Coil will yield impressive results against enemies frozen if you have the Resources to spare. 


through other means such as the Sling's Freeze Bombs, 
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WEAPONS RATTLER { 
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Yy RATTLER n order to fulfill the requirements for 

- this Tutorial, you must kill three hos- 
tile humans with Metal Bolts. You'll 
have a myriad of opportunities to com- 
plete this objective if you purchase 
Objective ip ieee ts the Rattler early in the game, but if 

you've already cleared all of the Bandit 

Camps, Eclipse Cult strongholds and 
other locations where human ene- 
mies can be found, you'll need to do a little more legwork before you earn your prize. 
The Devil's Thirst and Two-Teeth Bandit Camps are ideal locations for completing this 
Tutorial; otherwise any other Bandit Camps or Eclipse dig sites will do. If all else fails, 
you may simply initiate (or repeat) the game's final Quest and fulfill the objective by 
killing the cultists with your Rattler during the first phase of the battle. 


Recommended LvI. 


Rewards io) +1170 


Amount Required 3 


FSSC.’ 


Yy CaRJd RATTLER or this Tutorial you must use 
r Shock Bolts to inflict the Shock 
status three times on machines weak 
against Shock, which limits your valid 
targets to Stalkers and Longlegs. The 
ise Shock robots weak — earliest you'll be able to complete the 
Objective to shock using ane res 
Shock Bolts objective is at the Corrupted Zone 
Amount Required 3 in the woods west of the Forsaken 
Village, but the Corrupted Longlegs 
at that location are very dangerous and you're better off using the ordinary Long- 
legs guarding the Spearshafts Tallneck instead. You may also use the Stalkers at the 
Spurflints Hunting Ground, but be sure to eliminate any other nearby enemies first in 
order to minimize the risk of interference by Watchers or Shell-Walkers. The Stalker 
nearest to the end of the center Slip-Line hangs in a stationary position on the giant 
boulder, so you can sneak up on it as long as you don't trip its Alarm Mines. 


dl 


Recommended Lvl. 


Rewards 8 (= +3000 


ESL OMS J ORT PRLS WE hl TS) EE ED LPR TR EY rey! 


Yy SHADOW RATTLER nly Tramplers, Rockbreakers or Fire 


r Bellowbacks have the weakness 


Lom 
] 
ae 


Recommended Lvl. to Freeze that you're looking for, and 
you will have to inflict Freeze three 
times using Freeze Bolts to complete 
Freeze robots weak —_ this Tutorial. The Valleymeet Hunting 
Objective to freeze using P P 
Fioaze Bolte Ground is an ideal location to com- 
Amount Required 3 plete this objective as it is patrolled by 
a single Fire Bellowback with only a 
Freeze Bellowback and some Striders in the vicinity, and the Striders will flee at the 
first sign of trouble. Slide down the rightmost slip-line and hide in the tall grass at the 
end, then wait for the Fire Bellowback to pass your position and let loose on it with 
a barrage of Freeze Bolts. Once it is frozen, retreat to a safe distance and destroy its 
Cargo Sac with Precision or Hardpoint Arrows to disable its ranged attacks. The Fire 
effect will overwrite the Freeze, allowing you to reapply Freeze again straight away. 
Consider switching to Shock Bolts to both stun the machine and cancel your Freeze 
effect again so that you can get the third application you require. 


Rewards 7) +2500 
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Wd BOW 


he War Bow delivers elemental payloads at moderate 

ranges with pinpoint accuracy, offering the sole means of 
triggering Power Cell and Freeze Canister explosions. More 
importantly, it is also the only weapon capable of inflicting 
the Corruption status on enemies, and as such it is an in- 
valuable tool for gaining temporary control of powerful ma- 
chines even without the corresponding Overrides unlocked. 


Another advantage of Corruption Arrows is that with a large 
enough bonus from Modifications, they can be made to 
inflict Corruption on nearly all enemies in one to two shots; 
moreover, since Freeze and Shock Arrows will trigger Canis- 
ter explosions regardless of Modification bonuses (and be- 
cause these arrows deal less Severity that other options in 
the first place), Corruption Coils are ultimately the dominant 
strategy for this weapon. This does change somewhat if 
you invest the time to obtain the Lodge War Bow, because 
unlike the other Lodge weapons that only receive a boost to 
their Handling, the Lodge War Bow also sees an increase to 
its elemental payloads. 


After Corrupting an enemy, make sure to stay hidden 
lest it still come after you. 


Like other weapons of its type, the War Bow synergizes 
well with the ‘Concentration +’ and ‘Fast Reload’ Skills, 
though it sees limited benefit from ‘Double Shot' and ‘Triple 
Shot’ because it inflicts no direct damage and there are 
better ways of inflicting Freeze and Shock (see the Sling, 
Rattler and Tripcaster entries for further information). The lat- 
ter two Skills can still be useful for increasing your chances 
of hitting Power Cells and Freeze Canisters or ensuring that 
your first shot with Corruption Arrows fills the target's se- 
verity meter to maximum, but in general it’s more efficient 
to boost the weapon's Corruption stat as high as possible 
and rely on Concentration to ensure that your arrows hit 
their mark. 


SHADOW HUNTER BOW 
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WEAPONS WAR BOW 


WEaPON DETAILS 


Weapon Details 


Draw Time 1.33sec Max Mods 0.665sec 
Reload Speed 0.75sec Max Mods 0.375sec 
Ammo per Pack 5 Crafter Skill 6 
Quiver Capacity 10 Max Upgrade 30 
Effective Range 70m Shot Type Direct 


Weapon Types Value 


Abs 


Carja War Bow Ab so 


Shadow/Lodge War Bow a 100 


AmmotTypes & Modification Slots 


Corruption 
Shock Arrow Freeze Arrow Acre Slots 


Carja War Bow 


Lodge War Bow 


Acquisition Details 
Obtained From Cost 


Trader Karst; Tier 1/2/3/4 Matai Sherdesi00 
Merchants 


Metal Shards x300, 
Carja War Bow Tier 3/4 Merchants Desert Glass x5, 
Slagshine Glass x2 
Metal Shards x800, 


Shadow War Bow Tier 4 Merchants Trampler Heart x1 


Lodge War Bow Reward for getting a full 
set of 15 Blazing Sun Medals from Hunting Grounds 
as part of the ‘Weapons of the Lodge’ Side Quest 


..and then close in for some easy damage while 
the enemy is stunned. ARRO WS 


PRL RY 9 STE AS EA} Mil WY El LT PPS TT LE) + RNY CPT Ac OK VA A Eo a 


SHOCK ARROW li keeping with the established formula, Shock Arrows are the only ammunition 

capable of triggering Power Cell detonations. Although several other weapons of- 
fer faster and more effective means of inflicting Shock, these arrows are still useful 
for precision applications against individual human targets where other methods 
would be impractical — particularly Heavy and Elite units that would otherwise put 
up a spirited fight. In such situations, Shock Arrows derive considerable benefit from 
the ‘Concentration +; ‘Fast Reload’ and ‘Double/Triple Shot’ Skills, which help to 
facilitate rapid incapacitation of the desired target without the inherent risks of using 
Shock Bombs or Shock Wires at point-blank range. 


BASE MAX MODS 


$ 
s 


Crafting Cosi 
Ridge 
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FREEZE ARROW F reeze Arrows will inflict minor Freeze damage and moderate severity buildup 
MAX MODS: 


on impact, and are the only ammunition capable of triggering Freeze Canister 
explosions. These arrows do not generate large explosions nor leave residual pools 
of Chillwater on the ground, so they are a much safer close-range substitute for 
Freeze Bombs; however, the Rattler’s Freeze Bolts are considerably more effective 
for this purpose and you're better off saving your War Bow's Modification Slots for 
Corruption Coils. Freeze Arrows can be employed against small individual targets 
like humans as a more economical alternative to Freeze Bombs and are much better 
suited for anti-air duty; in these cases they are much more effective when used in 
conjunction with the ‘Concentration +/ ‘Fast Reload’ and ‘Double/Triple Shot’ Skills. 


SE TY i. CT We CE ET BIE a 


CORRUPTION ARROW c orruption Arrows are the ultimate stealth tool, enabling you to turn enemies 

BASE MAX MOOS against each other for a limited period of time without directly participating in 
combat yourself. The Corruption status functions similarly to an Override, but it also 
affects humans and machines whose Overrides you do not yet possess, and can 
be applied at long range via projectiles. Enemies distracted with one another will 
generally ignore you as long as you stay out of sight, though repeated attacks with 
Corruption Arrows will still betray your position and brand you a target. These unique 
arrows generate a small area of effect upon impact and a single one can affect multi- 
ple targets if they are grouped closely enough. The most effective tactic is to Corrupt 
the strongest enemy in a group first and mop up the survivors afterward. 


RECOMMENDED MODIFICATIONS 


PERSE 1 OIL 


LOaDouT 1 LOaDOUT 2 


ee 


shots with Corruption Arrows before the condition takes 
effect, stacking three Corruption Coils can reduce this to 
one or two shots for even the mightiest of machines such 
as Thunderjaws and Behemoths. 


of a battle. While stronger targets ordinarily require several | 


he War Bow occupies an overlapping niche with the 

Sling, the Rattler and the Tripcaster. Its Freeze and Shock 
Arrows offer few practical advantages beyond their ability 
to detonate Freeze Canisters and Power Cells, for which 
purpose there is no reason to augment those attributes 
with Modification Coils. However, while its ability to deal 
elemental damage is overshadowed by that of the Sling, 
the War Bow's true calling lies elsewhere: namely in its 
potential to sow havoc and destruction among the ranks of 
man and machine alike with Corruption Arrows. 


Reducing the amount of ammunition necessary for inflicting 
Corruption also minimizes your consumption of the rare 
and valuable Metalburn Resource, which is expensive to 
purchase from Merchants and troublesome to gather in the 
field owing to the rarity of the Corrupted machines from 
which it is obtained. When you acquire Corruption Coils, 
save them for your Shadow or Lodge War Bow to enjoy the 
benefits of instantly (albeit temporarily) Overriding humans 
and machines from a safe distance. 


With the Lodge War Bow, however, because it also has 


Corruption is an extremely powerful tool throughout an inherently higher Corruption value, you can play around 


the game, but all the more so before you've cleared the 
Cauldrons necessary for Overriding particular machines. All 
enemies in the game except for Corrupted machines and 
certain unique human units are vulnerable to Corruption, 
which will turn your foes against one another and buy valu- 
able time (as well as temporary allies) that can turn the tide 
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with other Modification loadouts without reducing your 
Corrupting ability by much. The increase in the base Freeze 
value means that with a few Modifications you can make a 
weapon that can Freeze things faster than a Sling (due to 
your ability to have Double/Triple Shots set up), while giving 
you the safety, range and accuracy of a bow. 


RL 9 FOL LD 


\Y War BOW 


Recommended Lvl. 


Rewards 


Objective 


Amount Required 


TEL SOMEN 8 JOE 


<y CaRJa WaR BOW 


Recommended Lvl. 


20) 42170 


Shoot Power Cells 
using Shock Arrows 


3 


Rewards 1°) +3670 
" Shoot Chillwater 
Objective Canisters using 
Freeze Arrows 
Amount Required 3 
EERE VIPUL 
XY SHADOW WaR BOW 
Recommended Lvl. DU 
Rewards 2 <% +5000 
Enrage machines 
Objective with Corruption 


Amount Required 


Arrows 
3 


F 
WEAPONS WAR BOW 


aD 


o complete this Tutorial, you must 

trigger three Power Cell deto- 
nations using Shock Arrows. Valid 
targets for this objective are Scrap- 
pers, Longlegs, Tramplers, Ravagers, 
Behemoths, and Thunderjaws, of 
which the most practical and earli- 
est available choice is Scrappers. A 
Scrapper's Power Cell is located on 
its hindquarters, which can be difficult to reach with Shock Arrows as long as your 
target is mobile; in order to buy enough time to target the Power Cell, you must 
knock your target down with a heavy melee attack, then quickly move behind it and 
use the ‘Concentration’ Skill to extend the window of opportunity. You'll face several 
Scrappers during the Side Quest, ‘In Her Mother's Footsteps,’ alternatively, you may 
simply visit the Scrapper Site at the west end of the Embrace to fulfill this objective. 


ei) 


his Tutorial requires that you trigger 

three Freeze Canister detonations 
using Freeze Arrows. Lancehorns, 
Ravagers, Behemoths, Bellowbacks, 
Thunderjaws and Stormbirds are all 
valid targets, but by far the easiest 
of these machines to deal with are 
Lancehorns. Visit any Lancehorn site 
and either immobilize a member of 
the herd with Shock Bombs or simply use the ‘Concentration’ Skill from a safe van- 
tage point, then shoot three Freeze Canisters with Freeze Arrows and stand back as 
they explode. If the Lancehorn does not survive long enough for all three canisters to 
detonate, hunt down another and repeat the process to finish the Tutorial. 


fe | 
me : 3 ¥; = 
his simplest of Tutorials requires 

only that you successfully inflict 
the Corruption status three times on 
any machine using Corruption Arrows. 
You may earn all three points by using 
the same target and will most likely 
complete the objective upon your 
first use of the Shadow or Lodge War 
Bows; the least dangerous machines 
for this purpose are Striders and Watchers, both of which can be found at the Strider 
Site in the Embrace where you're sent to gather Blaze for Fire Arrows in the be- 
ginning of the game, but there is little sense in going out of your way to complete 
this Tutorial given that it is more convenient to do so over the natural course of your 
exploration. 
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TEdRBLASTER 


DETAILS 


Acquisition Weapon 

Obtained From Ammo Capacity 5} 

Quest Reward from the Max Capacity 10 

‘Hunter's Blind’ Side Quest Effective Range 50m 
Shot Type Direct 
Damage (0) 
Tear Severity 100 


he Tearblaster is a unique weapon that fires ranged sonic 

blasts identical to those used by Longlegs. The Tearblast- 
er's large, spherical projectiles inflict heavy Tear damage 
and can remove multiple machine parts at once. Human 
units hit by this weapon will be sent flying but won't sustain 
any damage unless they collide with an environmental 
hazard or fall from a great height. The Tearblaster lacks the 
reach of the Sharpshot Bow's Tearblast Arrows, has no 
upgraded models and cannot be modified, limiting its utility 
to midrange engagements. Its sonic bursts are well suited 
to dislodging Components from larger machines or groups 
of smaller ones, and can help clear tight spaces of human 
enemies if your position is overrun. 


ay i 


4 ‘ 
Knock a Bandit out of his guard tower, and the ensuing fall will 
often be enough to kill them. 
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The high Tear value makes this weapon great for quickly remov- 
ing Components from troublesome machines at close range... 


..and the wide spread lets you easily take off multiple 
Components at once. 


we 


The weapons in this category are available on a strictly 
temporary basis and can only be acquired from ene- 
mies or during specific quests. Heavy weapons are far 
more powerful than those to which Aloy has permanent 
access, and can help even the odds in otherwise desper- 
ate situations. Most, however, cannot be reloaded and 
must be discarded when their limited ammunition has 
been consumed. Furthermore, holding Heavy Weapons 


DETAILS 


Acquisition Weapon 

Obtained From Ammo Capacity 75 

Ravager Effective Range 250m 
Shot Type Direct 
Damage 100 


severely impedes Aloy’s movement speed, making 
them unsuitable for use against highly aggressive 
targets in close quarters. Each weapon in this class can 
be acquired from different sources — some are carried 
by Heavy-type humans while others must be dislodged 
from certain machines. You may not bring Heavy Weap- 
ons with you during FastTravel, though there’s no limit 
to how far you can carry one on foot. 


RdVdGER CAnnon 


his fully-automatic pulse cannon can be acquired by 
dislodging it from a Ravager. Its high rate of fire makes 
it ideal for engaging multiple enemies at all ranges, though 
it particularly excels at mowing down humans and weaker 
machines. It can also dish out impressive damage against 
stronger, larger machines with concentrated fire, and its 
high shot velocity and accuracy make it ideal for shooting 
down flying enemies like Glinthawks and Stormbirds. The 
Ravager Cannon can be fired in short bursts or sustained 
volleys, though it suffers a brief (about 1 second) spin-up 
delay marked by a distinctive audio cue; this holds true both 
when Aloy carries the weapon and while it is still attached 
to a Ravager. 


he Ravager Cannon is the most commonly-available 

Heavy Weapon owing to the abundance of Ravagers in 
areas beyond Daytower Gate, and can be procured before 
or during many Quests to provide an immediate advantage. 
For the same reason, it is also a valuable asset when clear 
ing certain Bandit Camps or facing stronger machines such 
as Rockbreakers, Thunderjaws and Behemoths that tend to 
inhabit the same territories in which Ravagers are found. 
The Ravager Cannon's ammunition capacity — the highest of 
all Heavy Weapons — makes it the best option for extended 
engagements with large groups of human enemies, and a 
mere few rounds will put down all but the toughest Elite 
units (who still only require a few more). 
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DISC LAUNCHER 


DETAILS 


Acquisition Weapon 

Obtained From Ammo Capacity 12 

Thunderjaw Effective Range 250m 
Shot Type Explosive 
Damage 300 
Blast Radius 3m 


his unusual weapon can only be acquired by dis- 

lodging it from a Thunderjaw. Although 
it functions as laserguided cluster artillery 
while still attached to its original owner, 
severing it from the machine's control disables 
its guidance functions and effectively renders it a 
rocket launcher in Aloy’s hands. The explosive discs travel 
in a flat trajectory for incredible distances but move at 
very low velocity, so they're only useful for sniping large or 
stationary targets at long range. For this reason and owing 
to the weapon's severely limited ammunition capacity, the 
Disc Launcher is a poor choice for engagements with aerial 
targets. Each disc will detonate on impact, generating an 
explosion roughly equivalent in size to that of the Blast 
Sling's bombs, but considerably more powerful. 


The Disc Launcher's powerful area attacks provide a distinct 
advantage against groups of human enemies and smaller 
machines. It is also effective for dislodging armor and Com- 
ponents from machines, and its most frequent and practical 
application is to turn it upon the Thunderjaw from which it 
was separated. Bear in mind that if one of the Disc Launch- 
er's projectiles detonates within earshot of another enemy, 
it will immediately alert them. 


i Reh 


It's even useful for dislodging the Disc Launcher on the other 
side of the Thunderjaw... 


ae mis 
Unaware enemies are prime targets for the slow moving discs. 


..Which you can then use to finish it and anything else off. 
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WEAPONS DISC LAUNCHER | DEATHBRINGER GUN 


| DEATHBRINGER GUN 


DETAILS 


Acquisition Weapon 


Obtained From Ammo Capacity 60 
Cultist Heavy Effective Range 250m 
Elite Cultist Heavy Shot Type Direct 
Deathbringer Damage 100 


T his fully-automatic mounted machinegun is the first 
Heavy Weapon you'll obtain and can commonly be found 
in the possession of Eclipse Cultists; during certain Main 
Quests you'll also be able to dislodge it directly from Death- 
bringers, albeit at considerable risk. The Deathbringer Gun's 
heavy-caliber rounds are effective against both flesh and 
metal, offering pinpoint accuracy at close- to mid-range with 
a reasonably high fire rate and a respectable ammunition 
capacity. Although this weapon excels at anti-air duty, there 
are very few occasions on which you'll face airborne targets 
at the same time as any of the enemies from which it can 
be acquired; in most situations, you'll find yourself using it 
against cultists and their Corrupted machines. 


Focused bursts of fire from the Deathbringer Gun can be 
used to destroy machine Components vulnerable to stand- 
ard Damage, such as Bellowbacks’ Cargo Sacs and Tram- 
plers’ Processing Units. It is most effective against human 
targets and can neutralize all but Elite units with only a few 
rounds; even so, emptying the entire magazine into larger, 
stronger machines can yield impressive results in conjunc- 
tion with the ‘Concentration’ Skill as long as you place your 
shots carefully and aim for weak points like Rockbreakers’ 
Exhaust Ports and Thunderjaw's Data Nexus. 


Few things are as satisfying as using an ancient weapon to 
destroy an ancient machine. 


With short controlled bursts, the Deathbringer Gun can be very The Past vs. The Future 
accurate at long range. 
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FIRESFITTER/FIRESTRIKER 


DETAILS \ 


Acquisition 
Firespitter Firestriker 
Obtained From Elite Bandit Heavy Shadow Heavy 
Mercenacry Heavy Elite Shadow Heavy 
Weapon 
Ammo Capacity 30 45 
Effective Range 250m 250m 
Shot Type Delayed Explosive 
Damage 75 100 
Fuse Time 1s 1s 
Blast Radius 1.5m 


hese two Heavy Weapons are almost identical in all 

but appearance, with the Firestriker carried by Shadow 
Carja soldiers and the more rudimentary Firespitter wielded 
by Bandits. Both variants serve as portable launchers for 
primitive detonating rockets with timed fuses, and both are 
capable of firing in sustained volleys or three-round bursts. 
The primary differences between the two is that the 
Firestriker takes less time to warm up and fire the 
first rocket, and each rocket also deals more 
damage. The rockets inflict damage upon hit- 
ting a target, and then again shortly afterwards 
when they detonate, generating localized blasts 
too small to reach beyond the target's immediate 
vicinity. Although each individual rocket inflicts only 
modest damage, their high rate of fire and ability to briefly 
incapacitate soft targets with each hit make them highly ef- 
fective against human enemies — especially tougher Heavy 
and Elite units [>0 1]. 


FIRESPITTER 


Firespitters are the only Heavy Weapons regularly obtain- 
able in the areas preceding Daytower Gate and can be 
readily acquired at any of the Bandit Camps in the eastern 
section of the Map; in particular, their availability at the Two- 
Teeth camp makes them especially useful for clearing the 
Corrupted Zones in that region. Bear in mind, however, that 
clearing all of the Bandit Camps will cut off your primary 
sources of Firespitters, so carefully decide when to purge 
the bandits if you wish to continue procuring this weapon 
from them. In contrast, Firestrikers are extremely rare and 
can only be obtained during certain Quests, so be sure to 
take one for a spin when the opportunity arises. 
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WEAPONS FIRESPITTER/FIRESTRIKER | OSERAM CANNON { 
od 


O5ERaM Cannon 


DETAILS 


Acquisition Weapon 


Can Only Be Used In Ammo Capacity Infinite* 
Main Quests ‘The Looming Effective Range 250m 
Shadow’ (P356) & ‘The Face of 
Extinction’ (P359), Side Quest Sot Type parabolic 
‘Heap of Trouble’ (P385) Damage 200-400 
Blast Radius 3m 


*Can only be fired in proximity to an 
ammunition cache. 


he Oseram Cannon is a special Heavy Weapon available 

only during one Side Quest and two Main Quests. You will 
be able to test out the weapon before the final Main Quest, 
either by completing the Side Quest ‘Heap of Trouble’, or 
inspecting the defenses during the Main Quest ‘The Loom- 
ing Shadow’, and it’s highly recommended that you do so. 
While aiming, press (RZ to load a series rounds into the firing 
chamber. Once the payload capacity has been reached, the 
full salvo will be shot out of the cannon ina shallow arc. There 
is a small indicator beside the targeting reticule that shows 
the capacity of the weapon, so you can always tell when it’s 
about to fire. You can also keep holding (R24) to stop the salvo 
from firing, allowing you to adjust your aim if needed. Landing 
a full barrage will decimate any target short of a Deathbring- 
er, and the large area the spread covers also makes it great 
against groups of smaller enemies. 


It is important to note that while you'll have unlimited ammu- 


5 s 5 nition as long as you stay near the large baskets of ammo, 
You'll need to aim well above targets at long range if you want 


to hit them... attempting to carry an Oseram Cannon away from these 
positions will render the weapon inoperable. The cannon is 
intended solely for use during the associated quests; as such, 
it will not function outside of designated areas [>D 2]. 
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Aloy has trained for years to take 
down huge, animalistic machines 
that can trample her underfoot. Here 
we've distilled that knowledge into 
130 pages of data, strategies and 
diagrams, so no matter what kind 

of situation you drag Aloy into, 
you'll have the tools to get her out 
unscathed. 
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THE Wd TCHER dni 
REDEYE WaT CHER 


The Watcher and its Redeye variant are basic scouting 
class machines. They’re often found protecting the more 
docile machines such as the Strider or Grazer, or as a 
Corrupted machine alongside hostile humans, using 
their exceptional perception abilities to detect threats. 
Their first priority is to alert other nearby enemies once 
a threat has been detected - they won’t attack the threat 
until the alert has been sounded. 


While fairly weak alone, they shouldn’t be underesti- 
mated as their ability to alert other nearby enemies and 
bring them into the battle can very quickly escalate the 
encounter into something beyond your control. Once 
they engage, normal Watchers will attempt to take 
advantage of their numbers by circling around you and 
launching attacks from multiple angles at close range. 
Redeye Watchers also try to take up flanking positions, 
but they'll always attempt to create space by backing up 
first, and then attacking from long range with Energy 
Blasts. 
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Small Reconnaissance Machine 


Watcher 


Component Removal 


Damage Received(%) 0 
Severity Build-up (%) 0 


Small Reconnaissance Machine 


Redeye Watcher 


Component Removal 


Damage Received(%) 0 
Severity Build-up (%) 0 


LOW ARMOR WaTCHER 


CT TS es a 


COMPONENTS 


he regular Watcher's Eye is a fair bit 

different than the standard Eye of other 
machines. This unique variant grants a 
significantly higher damage multiplier and 
is the main weakpoint on this machine's 
body. On the regular version of the Watch- 
er, hitting its Eye Component will grant 
eight times as much damage as hitting its 
body. Unfortunately, the Redeye Watch- 
er is not included in this increase, as its 
Eye Component is consistent with that 
of other Machines and only doubles your 
damage when hit. 


TFULL ARMOR WaT 


MACHINE TARGETS THE WATCHER AND REDEYE WATCHER 


0 HER 


4 \e 


yiee 


\ me 


Very large damage 
multiplier when hit 


HEALTH - 
TEAR a 


REMOVAL 
DAMAGE ~ 


Loot Group 
Always drops 1 of 3 set 
quantities 


Always drops 1 of 2 items 
in 1 of 3 quantities 


Sometimes drops 1 of 3 
items 


Sometimes drops 1 of 4 
items 


Chance 


Low 


Very Low 


Extremely 
Low 


Low 


Extremely 
Low 
Extremely 
Low 


ARMOR dD COMPONENTS 


he impact that armor plating has on 

the Watcher and Redeye Watcher is 
fairly minimal. Most of the new plating 
is concentrated around the machine's 
body and legs, rather than around its 
Eye Component. As a result, your main 
target is largely unaffected, and the 
strategy section won't change in either 
case. 


Ns ‘ 


‘Small damage 
multiplier when hit 


HEALTH - 
TEAR = 
REMOVAL 


DAMAGE 


LOOT 


Name Amount 
or/02/0a 
ov/o2ioa 
DE «10203 


= | 
Ox 


Machine Core (Small) 1 


Vi Coil (Uncommon) yl 
© atr 
Weave (Uncommon) 1 
S 

is i Coil (Rare) fl 


Cay 


x - 
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Watcher 
Hitzone Stage1 Result 


Head 
Legs 25 Stagger 
Body 
Stage2 Result 
Head 
Legs 100 8 sec knockdown 
Body 
Redeye Watcher 
Hitzone Stage1 Result 
Head 
Legs 25 Stagger 
Body 
Stage2 Result 
Head 
Legs 100 8 sec knockdown 
Body 


ATTACKS 


STE 1 Ve RAT nT Th 2 Ps EAS SE * Pett, 


JUMPING SMaSH 


Attack Properties 


Damage Type Melee 
75 (Watcher) 
Primary Damage 90 (Redeye 
Watcher) 
Secondary Damage — 
Trigger Range 6m—-11m 
rife) 
6m 
his mid-ranged attack covers a fairly impressive attack, so dodging forward or backwards can be more 
distance. It's indicated by the Watcher dropping its dangerous than left or right, depending on your cur 
head down and to the right, then jumping directly at rent positioning. The machine will take a small amount 
you. Stay on your guard and listen for the audio cue. of time to recovery after this attack, giving you a short 
The Watcher carries a lot of momentum with this window to strike back. 


LO hOB RP NA BOL FS STD TAS RTT ERY >> + 


HEAD STRIKE 


Attack Properties 


Damage Type Melee 
75 (Watcher) 
Primary Damage 90 (Redeye 
Watcher) 
Secondary Damage - 
Trigger Range 4m -9m 
9m 
4m 
t his is a slight variation of the standard jump attack. roll, falling to the ground leaving it exposed. This attack 
Instead of dropping its head down and to its right, has a long recovery time, which offers one of your 
it will move its head to its left before leaping at the best opportunities for damage. 


player. Upon landing, the Watcher will stumble and 
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MACHINE TARGETS THE WATCHER AND REDEYE WATCHER 
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BLINDING STUN FLASH 
Attack Properties 

Damage Type Blinding 
Primary Damage - 
Secondary Damage - 

Trigger Range 6m-11m 


11m 


6m 
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Tall STRIKE 


Attack Properties 


his attack is typically used when up close or at mid- 

range, and will blind and disorientate you if you're 
caught within its proximity of effect. The range of the 
Blinding Stun Flash is a bit shorter than it may appear, 
so simply backing away is generally all that’s required 


' Damage Type Melee 
85 (Watcher) 
Primary Damage 100 (Redeye 
Watcher) 
Secondary Damage - 
Trigger Range 2.5m -6m 
[" 
2.5m 
2.3m he Tail Strike has a similar start-up animation to 
the Jumping Smash, but comes out a bit quicker. 
Wait for the Watcher to shift its head down and to the 
right, and then use the audio cue to time your dodge. 
You'll generally want to roll either through the attack or 
2 PES LVS ZAG ES 


_-EMERBY BLAST 
Attack Properties 
| Damage Type Explosion 
Primary Damage 40 
Secondary Damage —- 
Trigger Range 


A oth varieties of Watchers can use this attack. The 
normal Watcher only tends to do it when it cannot 
close in and attack at close range, but the Redeye 
Watcher will almost exclusively attempt to use it, 
regardless of range. This attack requires a short period 
for the Watcher to charge up, during which you'll see 


to avoid it. You won't suffer any damage when hit, but 
your screen will flash white and your movement will 
be slowed. Both debilitating effects will expire after 6 
Seconds. 


es ———_ 


backwards away from the Watcher entirely. The range 
is fairly short, so if you're quick in your movement you 
can simply walk backwards out of range, letting you 
counter-attack quicker. 


energy gathering within the Watcher's Eye, and hear a 
distinct sound. Watchers will often try to predict your 
movements and fire this small ball of energy ahead of 
you (in the direction you were moving in at the time of 
release). To avoid it you can either stop if it's travelling 
ahead of you, or roll through it in any direction. 
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STRATEGY 


Recommended Equipment 


Equipment Name Ammo Type 

Sharpshot Bow Precision Arrow 

Hunter Bow Hardpoint Arrow 

Rope Caster Tie Rope 

Recommended Skills 

Skill Silent Strike, Critical Hit, Concentration 


hile the Watcher may be a relatively weak enemy alone, 
it poses a significant threat when fought alongside 
other enemies. It should be one of the first targets you 
consider dealing with. The Redeye Watcher in particular 
becomes especially problematic when allowed to freely 
shoot its projectiles at you from range, and getting hit by 
their Blinding Stun Flash attack will makes it more difficult 
for you to avoid damage from other enemies [90 1/2]. 

As a result, you'll want dispatch the Watcher quickly and 
quietly. The easiest way to do this is to use the Silent Strike 
Skill. Approach Watcher from behind to avoid detection, or 
coax them towards tall grass by throwing Rocks or using 
Lure Call. 


It's possible to kill the regular Watchers silently by shooting 
their eyes directly. In most situations you'll kill it with one 
shot, but if not you'll have a small window to try again be- 
fore it alerts other enemies. Reposition these machines as 
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necessary with Rocks or Lure Call, either pulling them into 
tall grass for stealth kills or changing their facing direction 
for a better shot at their Eye [90 3/4]. The Watcher will 
perform a small hop as it rotates around to face your direc- 
tion. Once this rotation is complete, it will drop its head 
slightly and hold it there for a moment - this is the perfect 
time to hit the eye. The Sharpshot Bow with Precision 
Arrows is the best tool for this job; it has high damage and 
increased zoom over other the Hunter Bow. 


Redeye Watchers on the other hand are a bit more robust, 
as they have a much lower multiplier for hitting their Eye. 
They're also much more dangerous when left alone be- 
cause they'll often retreat back out of your peripheral vision 
and fire Energy Blasts over great distances. Both versions 
of the Watcher are very easy to knock over with the Spear's 
attack, and once knocked down you'll be able to either 
Override the machine or perform a Critical Hit. 


In open combat, this should be the tactic you focus on; 
countering after the Watcher performs any of its attacks. 
The Ropecaster is very effective in setting this up, and lets 
you do so from range which can be particularly effective 
against the Redeye Watcher. It should also be noted that 
your heavy [R3) attack will damage all enemies in a small 
area; stick close to ones that are recovering from an attack 
to try and bait other Watchers into attacking and grouping 
up, allowing you to hit all of them with a single swing. 


Small Acquisition Machine 


Strider 


Component Removal 


Damage Received (%) 0 
Severity Build-up (%) 


Small Acquisition Machine 
Broadhead 


Component Removal 100 XP 


Damage Received (%) 0 
Severity Build-up (%) 


These common machines are seen throughout the 
world and will be your only mountable companions 
when Overridden. Skittish by nature, they appear in 
herds often protected by an accompanying group of 
Watchers. If they spot you or detect a loud noise nearby, 


THE STRIDER, 
BROADHEAD an 
ey 


Component Removal 50 XP 
Damage Received(%) O O O 
Severity Build-up (%) O O O 


or if you’re seen by a Watcher or other accompanying 
machine, the herd will nearly always run away in the 
opposite direction to escape danger. In the case of the 
Strider or Broadhead, if you’re very close to one of them 
when they detect you, they will stay to fight while the 
others flee. Chargers are slightly more aggressive with 
this behavior - one of them will nearly always break off 
to defend the herd by attacking you. Given their ten- 
dency to appear in large groups, they are one of your 
earliest and best sources of harvesting Blaze. 
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ARMOR ano COMPONENTS LOW ARMOR S wh a) FULL ARMOR STRIDER 


he biggest thing to note about the 

armored versions of these three en- 
emies is the fact that the Blaze Canister 
will be covered by protective plating that 
must be removed before detonating the 
canisters becomes possible. 


LOW ARMOR CHARGER 


KR EPs eR Fn | eh A es | Ce) WCE BE AWTS 4 2 cs =" 


COMPONENTS 


BLAZE CanisTeR 


HORNS (X2) Detonated by Fire Arrow 
Disables Charge attack HEALTH = 100 
when both horns are TEAR 35 
removed / destroyed 
REMOVAL 
HEALTH 100 DAMAGE 2” 
TEAR 70 
REMOVAL : 
DAMAGE BLAZE CANISTER (x2) 
Detonated by Fire Arrow 
HEALTH = 100 
U2 HORNS (X2) 


REMOVAL 50 
DAMAGE 


Disables Charge attack 
when both horns are 
removed / destroyed 


HEALTH = 100 
TEAR 70 


REMOVAL 


DAMAGE °° 
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Strider 

Hitzone Stage 1 

Head 50 

Body 

Legs 2a 
Stage 2 

Head - 

Body 

sae 75 

Broadhead 

Hitzone Stage1 

Head 90 

Body 

Teas 90 
Stage 2 

Head - 

Body 

Legs 180 


Result 
Stagger 


Stagger 


Result 


8 sec knockdown 


Result 
Stagger 


Stagger 


Result 


8 sec knockdown 


_ MACHINE TARGETS THE STRIDER, BROADHEAD AND CHARGER 


Strider 


Loot Group 


A 


Always drops 1 of 3 set 
quantities 


Always drops 1 of 2 items 
in 1 of 3 quantities 


Sometimes drops 1 of 3 
items 


Sometimes drops 1 of 4 
items 


Broadhead 
Loot Group 


Always drops 1 of 3 set 
quantities 


Always drops 1 of 2 items 
in 1 of 3 quantities 


Sometimes drops 1 of 3 
items 


Sometimes drops 1 of 4 
items 


Ni 


Chance lame 


Low 
Very Low 
[Scene Machine Core (Small) 
Low 
Low Coil (Uncommon) 
Low Weave (Uncommon) 
low Coil (Rare) 
Extremely Weave (Rare) 
Low 
Chance Name 
= Metal Shards 
: 
: 
Low Broadhead Lens 


Broadhead Heart 


Machine Core (Small) 


Coil (Uncommon) 


Weave (Uncommon) 


Extremely ZY 
Low A) 


q 
att 


LOOT 


Amount 


3/5/16 


2/4/8 


3/5/8 


1 
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Charger 

Loot Group 
Always drops 
quantities 


Always drops 


in 1 of 3 quantities 


Sometimes drops 1 of 3 


items 


4 Sometimes drops 1 of 4 


items 


Chance Name Amount 

hensisel = Metal Shards 5/9/28 
- S| r 3/6/12 

nor aitems V6! 
= Wire 49/14 

Low Charger Lens 1 

Extremely 1 

Low 
Low 1 
Low ic Y Weave (Uncommon) 1 
Ss sable 


“tow (A ' 
Low Zs 

Extremely 7 
Low AS, 


Charger 
Hitzone Stage Result 
Head 90 Stagger 
Body 
Legs 90 Stagger 
Stage 2 Result 
Head - = 
Body 
Legs 180 8 sec knockdown 


ATTALKS 


RL, 9S BE AN A PT TV, A LS 


Attack Properties 


Damage Type 


Primary Damage 


Secondary Damage - 


Trigger Range 
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Melee 

85 (Strider) 

225 (Broadhead) 
100 (Charger) 


15m — 50m 
50m 
he machines will lower their head, before pawing 
at the ground with both their hooves in sequence. 
15m They'll then charge forward, dealing damage to any- 


thing they come into contact with. It’s best to dodge, 
or even just run left or right to avoid this attack. Doing 

) so a bit earlier than when it would hit you is a good 
way to exploit this attack’s poor tracking, giving you 
more time to counter. 
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The Broadhead and Charger can hit a larger area with 
this attack due to their Horn components, so you 
should be mindful to dodge a bit more precisely. The 
charge attack can be completely disabled when the 
Horns are removed, though. You won't be able to pre- 
vent the Strider from charging, short of never giving it 
enough distance to use its attack. 


MACHINE TARGETS THE STRIDER, BROADHEAD AND CHARGER 


PEEL MEY «rh SPT LS 


SPin KICK 


Attack Properties 
Damage Type Melee 


70 (Strider) 
Primary Damage 100 (Broadhead) 
225 (Charger) 


Secondary Damage - 


Trigger Range 1.5m - 3.5m 
- 3.5m 
-—3.5m 
3.5m 1.5m! 
his attack comes out quite quickly, with little in the before it reaches 180 degrees of rotation. Because of 
way of warning. Usually, the machine will be facing this, you'll have a reasonable amount time to react, 
you when initiating this attack. The machines will making it possible to avoid by simply backing away. 


kick their hind legs violently, spinning in a tight radius 


RODEO KICK 


Attack Properties 
Damage Type Melee 


70 (Strider) 
Primary Damage 110 (Broadhead) 
200 (Charger) 


Secondary Damage —- 
Trigger Range Om —-2.5m 


2.5m 


nother attack that comes out quite quickly, the machine will kick multiple times as it rotates over 360 
Rodeo Kick is very similar to the Spin Kick. The main degrees. Your best option to avoid this attack is to 
difference however is in the number of kicks that are simply dodge backwards, away from the attack. 


performed, and the total rotation of the attack. The 


PAPERS MN! 6 Adda lin AA Fe, POTTY | De A 


Hind LEG STRIKE : : 


Attack Properties 
Damage Type Melee 


70 (Strider) 
Primary Damage 125 (Broadhead) 
175 (Charger) 


Secondary Damage - 


Trigger Range 1.5m - 3.5m 
) 1.5m 
eal his attack is only performed when you're standing making its range deceptive. These machines’ general 
behind them. The machines will kick violently tendency to rotate and face your direction means 
with their hind legs with little start up or warning. you'll not often see this attack. Dodge to either side 
The attack is also able to travel a surprising distance, to avoid it. 
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Attack Properties 
Damage Type Melee 


70 (Strider) 
Primary Damage 150 (Broadhead) 
200 (Charger) 


Secondary Damage —- 


Trigger Range Om-7m 
7m 
his is a common attack used at medium range. kicking with their hind legs. It's easiest to simply roll 
They'll raise their front legs into the air, turning backwards and away, or through the attack itself, 
om slightly to the side before lunging forward. As they however it is possible with quick reactions to run in 
do so, the machines will attack with their front legs a direction that follows the attack’s rotation. This lets 
starting from the side furthest from you. Once this you avoid the attack without the need to roll, giving 
swipe completes, the machine will plant its front legs you a larger window to counter attack. 


into the ground, and rotate nearly 180 degrees before 


MOUNTED COMBAT 


hese three machines are mountable when Overridden, 

and function as a companion when in combat. While 
mounted, you can aim your bow with @2), and use your 
Weapon Wheel with (1). You can speed up incrementally, 
eventually coming to a sprint with each press of ®). In order 
to slow down, tap the © button or hold it to stop entirely, 
while the @ button allows you to get on or off the mount. 
You'll also be able to deal damage to enemies with the 
mount itself, using 3 distinct attacks that are outlined below 
or simply by running into enemies while your mount is 
sprinting. 


(WO) OD) AE EN” 1/0 ie PP i TS | Sr? | ACT 


Attack Properties 
Direct Damage ae 
Impact Severity 100 


H itting () will cause the machine to rear on its back legs before kicking at 
anything in front of you. 
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MACHINE TARGETS THE STRIDER, BROADHEAD AND CHARGER 


o SCLC TE AY 
i Kick 
Attack Properties 


Direct Damage 70 
Impact Severity 100 


sing &Q will instead cause your mount to pivot 180 degrees before kicking 
with its hind legs. This ability can also be used not just as an attack, but a 
means of quickly changing your direction when mounted. 


aA RL? 8 Da ee 


HIND LEG STRIKE 


+ Left Stick Backwards 


Attack Properties 
Direct Damage 70 
Impact Severity 100 


his is identical to the Hind Leg Strike listed previ- left stick is held too long, causing the standard (Ri at- 
ously. It’s initiated by pressing ) while simultane- tack to be performed instead. It's possible to perform 
ously pointing the Left Stick in the opposite direction this attack after using an @3) Pivot Kick, but again, 


the machine is facing. You'll need to input both actions you'll need to be quick with your inputs. 
fairly quickly, as the machines will begin to turn if the 


YC PS DVS At. SST 4! 


CHARGE 


Contact while Sprinting 


fad BY 


Attack Properties 
20 (Strider) 
Direct Damage 35 (Broadhead) 
60 (Charger) 
100 (Strider) 
Impact Severity 150 (Broadhead) 
120 (Charger) 


he last way to deal damage using your mounted companion is to run into en- 
emies while your mount is sprinting. Damage is applied on contact and varies 
between the different mount options available to you. 
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STRATEGY 


Recommended Equipment 


Equipment Name Ammo Type 

Hunter Bow Fire Arrow 

Ropecaster Tie Rope 

Tripcaster Shock Rope 
Recommended Skills 

Skill Silent Strike, Concentration 


0 ue to the skittish nature of these three machines, they 
are best dealt with stealthily. Use Lure Call or Rocks to 
lead individual machines away from the main herd, and then 
Silent Strike them from within some tall grass. You can also 
approach them without detection from behind or while they 
have their heads down to harvest. 


You can use their tendency to flee to your advantage. They 
exhibit herd behavior, tending to stay as a group even when 
fleeing. Set up some traps or wires nearby, and position 
yourself such that the herd of machines is between you and 
the trap. When detected they will try to escape, only to run 
into your preparations [>0) 1/2]. 
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Using Silent Strike to take out these enemies while they're 
unaware is usually your best option. 


To dispatch the herd quickly, use Concentration or Hunter 
Reflexes to shoot the Blaze Canisters of multiple machines 
in the group with Fire Arrows. The Canisters are located on 
the machine's backside, giving you a pretty clear target as 
they run away. Keep in mind that this will prevent you from 
gathering Blaze from the detonated components. This is 
less of an issue with the Broadhead since it has two Blaze 
Canisters, meaning it's possible to detonate one while still 
harvesting Blaze from the other [>0 3]. 


If you are spotted and have to engage these machines in 
open combat, use the Ropecaster to pin them down to pre- 
vent their escape. You can also use this to easily Override 
singular machines to be used as mounts. Consider using 
your (R23) Spear attack liberally after avoiding one of these 
machine's attacks — they are easily knocked down, giving 
you ample opportunity to dispatch them quickly. 


MACHINE TARGETS THE GRAZER AND LANCEHORN 


a ie a a ee he! an 


Sea THE GRAZER dil 


Grazer 


sa LdfiCEHORN 


Component Removal 20 XP 


The Grazer and Lancehorn can be found in herds in all 
Damage Received (%) terrain types, harvesting raw materials from the earth 
Severity Build-up (%) QO QO with their Rotor Blades or Drill Horns. Timid by nature, 
they will prioritize fleeing rather than fighting, although 
a pair may break off to defend the herd from threats. 
They carry multiple Canisters on their backs, and are 
3B Small Acquisition Machine great sources of Blaze and Chillwater. 

Lancehorn 


275 HP 
525 xp 


Component Removal 50 XP 


Damage Received (%) 
Severity Build-up (%) 0 
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ARMOR and COMPONENTS Brea Dru non srce 


he armored variants of the Grazer 

and Lancehorn shouldn't give you too 
much trouble. The Canister Components 
on the machine's rear will still detonate 
with a direct hit from a Fire or Freeze 
Arrow without the need to remove any 
coverings, and it won't affect the damage 
of your Critical Hit or Silent Strike Skills. 


FULL ARMOR LANCEHORN 
+f * i, 


JS CMR PS TAT” 3,7 


COMPONENTS DRILL HORN (x2) Z RESOURCE CONTAINER (X2) 
Disables Horn attacks Drops Resources when removed 
s when removed 
BLAZE CaniSTER (x4) HEALTH 100 / 
Detonated by Fire Arrow \ TEAR 70 v 
HEALTH — 100 REMOVAL Nal Damage © 
TEAR 25 DAMAGE = 
inns Bs ROTOR BLADES (x2 
ELUNE \ 2) FREEZE CaniSTeR (X2) 


Disables Charge attack 


when removed Detonated by Freeze Arrow 


HEALTH 100 HEALTH 100 
TEAR 50 TEAR 32 
REMOVAL REMOVAL 
DAMAGE DAMAGE 
Grazer Grazer 
Loot Group Chance Name Amount Hitzone Stage1 Result 
Head 50 Stagger 
Always drops 1 of 3 set 2/4/11 se 
quantities Body 50 Stagger 
2/3/6 eau 
Always drops 1 of 2 items Stage 2 Result 
in 1 of 3 quantities 2/A/5 Head = = 
1 Body 75 8 sec knockdown 
Legs 


Sometimes drops 1 of 3 


items {| 


e Low Weave (Uncommon) 1 
Sometimes drops 1 of 4 
a gra 
ier Coil (Rare) 1 


“tow © 
eri Weave (Rare) 1 
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F wacnine TARGETS THE GRAZER AND LANCEHORN | 


Lancehorn Lancehorn 
Hitzone = Stage 1 Result Loot Group Chance Name Amount 
Head 50 Stagger 
5 pg se yaidiops:lLoticiset = Metal Shards 2a/n 
jody quantities 
Legs 50 Stagger 
= Ss 4/11 
— a ee 21h 
ee : ec ; ann 
Body 
Legs 100 8 sec Knockdown Low Lancehorn Lens 1 
Sometimes drops 1 of 3 
3 eras iB Very Low Lancehorn Heart 1 
Ean oe Machine Core (Small) 1 
Low Coil (Uncommon) 1 
Low e (Uncommon) ‘| 


4 Sometimes drops 1 of 4 


items Extremely az 


Ys 


Low 
Extremely fast 
Low & } 


ATTACKS 


rE A A Ss 


Attack Properties 
Damage Type Melee 
PrinaniDamene 120 (Grazer) 


150 (Lancehorn) 
Secondary Damage —- 
Trigger Range Om —-50m 


50m 


Ee 


his attack is predominantly used from far-range, so 

it's a much more significant threat if you choose to 
ignore this machine in combat. The Grazer will pause 
briefly before lowering its head and pointing its horns 
in your direction. It will then charge at you in a similar 
fashion to the Strider’s Charge Attack. In the case of 


the Lancehorn, it will take quick hop backwards before 
beginning its charge. This charge attack has better 
tracking than that of the Strider and company, so you'll 
likely want to play it safe and dodge — perpendicular to 
the attack’s trajectory - rather than run, when attempt- 
ing to avoid this attack. 
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Attack Properties 
Damage Type Melee 


100 (Grazer) 
130 (Lancehorn) 


Secondary Damage —- 
Trigger Range 1m-3.5m 


Primary Damage 


[~ 
1m 


f he Upward Stab attack is very quick to come out (and will carry significant momentum forward). Its 
— offering little in the way of warning — and can be short trigger range means you'll not often see it per 
performed in two variations. It will either be executed formed. However, when you do, simply roll backwards 
while the machine is stationary (and does not carry and away or through the attack itself to avoid it. 


forward momentum) or while the machine is moving 


Leaping FRONT 
Attack Properties 
Damage Type Melee 
Primary Damage 90 
Secondary Damage - 
Trigger Range 2m—-6m 


6m. 


his attack is seldom used if the Rotor Blades or have some forward momentum so be mindful to prop- 
2m Drill Horns are still intact, as both machines tend erly time your rolls backwards. Additionally, if you're 
to favor the Upward Stab. However, when these com- quite close to either machine it's possible to simply 
ponents are disabled, this attack is used constantly walk towards and through the attack — their legs will 
at close-+range. The machine will take a hop forwards simply travel over your head. 


before raising their front legs to kick. This attack does 


Et >) CP Ac OS SE Me RO eR CLT 


ar :. ee os 
= ia 


‘i 


Attack Properties 
Damage Type Melee 
Primary Damage 200 
Secondary Damage — 


Trigger Range 1.5m - 6.5m 
6.5m. 
1.5m. 
he Lancehorn will drop its head as if it were going catch. Like the Charge, your best bet to dodge this is 
to initiate the Charge attack, but instead will run still horizontal movement, either running or dodging 
forward and try to gore the player, swinging its head laterally to either rside. 


backwards in an attempt to flip anything it happens to 
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A Te Tee a) es a 


Attack Properties 
Damage Type Melee 
Primary Damage 90 (Grazer) 


120 (Lancehorn) 
Secondary Damage — 
Trigger Range 1.5m - 3.5m, 


Sak EY SRR A A A A TO 


Attack Properties 
Damage Type Melee 
Primary Damage 90 (Grazer) 


120 (Lancehorn) 


Secondary Damage —- 


Trigger Range 1.5m - 3.5m 


1.5m 


3.5m 


EY PAT RET A A i  Y 
RS 2 


Attack Properties 

Damage Type Melee 
Primary Damage 200 
Secondary Damage —- 

Trigger Range 7.5m - 12.5m 


12.5m 


75m 


F machine TARGETS THE GRAZER AND acme | 


variation of the Leaping Front Kick, this attack is virtually identical to 

the initial attack, however the normal Front Leg Kick does not have the 
hop, nor does it carry the same sort of forward momentum as the Leaping 
Front Kick. Dodge to either side to avoid this attack. 


NRE 
LL the Strider-type enemies before it, this attack mend you not put yourself in a position to see this 
is only used when you are behind the Grazer or attack used, but if you have no choice then do your 
Lancehorn. It is just as dangerous given its incredibly best to dodge quickly to either side to avoid it. 


low start up time and surprising range. We recom- 


he Lancehorn will jump high into the air before driv- to counter attack against the Lancehorn. It is best to 


ing its horns into the ground. The machine will be dodge backwards, away from the attack. As with the 
momentarily immobilized after doing this, exposing its Upward Stab, destroying the Drill Horns will disable 
Freeze canisters. This is easily your best opportunity this attack. 
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STRATEGY 


Recommended Equipment 


Equipment Name Ammo Type 
Hunter Bow Fire Arrow* 
War Bow Freeze Arrow** 
Ropecaster Tie Rope 


*Use against Grazer / **Use against Lancehorn 
Recommended Skills 
Skill Silent Strike, Concentration 


ae to the Strider, the Grazer and Lancehorn will try to 
run once they spot you. These machines are, however, 

a bit more aggressive when provoked and will sometimes 
attack you if you are too close. 


You'll ideally want to take a stealth approach when combat- 
ing these machines, especially if your goal in fighting them 
is to harvest their Blaze or Chillwater [> 1/2]. Coaxing 
single units away to tall grass or approaching from behind 
while their heads are down to harvest are the best ways to 
land a Silent Strike for a clean kill. 
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However, because the Grazer and Lancehorn carry multi- 
ple Canisters on their backs, detonating them becomes a 
much more appealing option. Using Fire Arrows and Freeze 
Arrows respectively, try to hit one canister on as many 
machines in the herd as you can, using Concentration and 
Hunter Reflexes to assist you. Doing so will help get as 
much coverage as possible for the resulting explosions, 
which may be the difference between destroying all of the 
enemies, or only a few, when using this tactic. Killing a 
whole herd like this can be a great way of rapidly gaining XP 
[>D 3/4]. 


Overriding these machines can prove very useful when 
facing large groups of enemies, as you can detonate their 
canisters even when Overridden. This effectively turns them 
into walking bombs, so to speak. Try waiting for the Grazer 
or Lancehorn to start charging at an enemy before hitting 
the Canisters in order to time the explosions optimally. 


Small Acquisition Machine 


Component Removal 


Damage Received (%) 
Severity Build-up (%) 


SCRAPPER 


An acquisition machine that travels in packs harvesting 
materials from the carcasses of other machines, the 
Scrapper will be one of the more formidable enemies 
you encounter early on in the game. Aggressive and 
agile, they can be a handful to deal with if you're not ac- 
tively trying to maintain control and composure against 
a pack of these machines. They’re dangerous up close, 
sporting multiple melee attacks, but are also formidable 
ranged opponents while their Power Cells remain intact 
to power their guns. Sporting a radar on their backs, 
they will periodically scan the area for threats as part 

of their natural idle behavior, so you need to be careful 
even if you're hidden in some tall grass. 


ARMOR aD COMPONENTS 


Are plating on the Scrapper is some- 
thing you can ignore for the most part. 
The bulk of your damage should come 
either from Silent Strike, Critical Strike, 
or detonating the Power Cell component; 
all of which are unaffected by additional 
enemy armor. 
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COMPONENTS 


eS 


POWER CELL 
Detonated by Shock Arrows 
RaDak >= HEALTH 100 
Disables Scanning ability TEAR 35 
when removed. REMOVAL 50 
HEALTH 100 DAMAGE 
TEAR 70 
REMOVAL 50 
DAMAGE 
Loot Group Chance Name Amount Hitzone Stage1 Result 
Head 
ie [Metal Shards 
Goantiies See 4¢ BB Metal Shards 1/9 ped 25 Stagger 
- S| 1/3/5 
Always drops 1 of 2 items ish ages Result 
in 1 of 3 quantities Head 
a (@) 1/3/4 Body 100 8 sec knockdown 


Legs 
Low Scrapper Lens 1 
items Very Low se Scrapper Heart 1 


Extremely 


Machine Core (Small) 1 
Low 
Low Coil (Uncommon) 1 
5 Low Weave (Uncommon) 1 
Sometimes drops 1 of 4 
items 
paremely Coil (Rare) 1 


“tow & 
Low a2 Weave (Rare) 1 
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MACHINE TARGETS SCRAPPER 


ATTACKS 


OD 7 eT a 2) | 


GRINDER JaW SWiFE 


Attack Properties 

_ Damage Type Melee 
Primary Damage 85 
Secondary Damage —- 


Trigger Range 8m - 12m 
12m 
8m 
ypically using this attack from close-range, the it back at you. Use the audio cue to time your dodge 
Scrapper will hop forward first before swinging either through the attack or backwards, away from the 
its head out to the side, then immediately swinging swing. 
(a 5) 2) 5 MA TO a “TL 
‘ a), vi => 
1 ii : 4 
CLAW SWIFE 
Attack Properties 
\ DamageType Melee 


Primary Damage 85 
Secondary Damage - 
Trigger Range 5m—-12m 


12m 


AI 2) 
his attack is similar to the Grinder Jaw Swipe, from you. The attack swipes horizontally across the 
but has greater range because of the distance it Scrapper's body. Dodge either backwards and away, or 
covers. You'll see the Scrapper flare its head out to the through the attack itself. 
side before quickly swinging with the claw furthest 
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LASER SWEEP 


), Attack Properties 

“Damage Type Laser 
Primary Damage 90 
Secondary Damage 50 per second 
Trigger Range 8m - 20m 


as 


7. 


20m 


8m 
his high-damage attack has a very distinct audio 


cue to help alert you. The Scrapper will fire a fo- 
cused laser beam into the ground to one side of you, 
¢ which sweeps across the ground towards and through 
you. It will often aim in the direction you're running so 
that you'll run into the attack if you continue. 


Try to dodge through the attack, and use the audio 
cue to help time your roll. You can also use terrain to 
your advantage by staying on higher ground during 
encounters with Scrappers to limit their firing angle. 
Removing or destroying the Power Cell will stop the 
Scrapper from being able to use this attack at all. 


tees 12 REPEL LHS PA LE SZ, 
LOSER LED UP ; , : aa er le 
Attack Properties ; u 
Damage Type Laser 


Primary Damage 105 
Secondary Damage 12 per second 
Trigger Range 8m — 25m 


25m 


8m 


that instead originates on the ground close to the Scrapper. The machine will raise 
its head causing the beam to travel forwards in a straight line, damaging anything in its 
path. Dodge horizontally to either side to avoid this. 


¢ imilar to the Laser Sweep attack, the Scrapper releases a laser beam from its mouth 


aA TTD Mh Ts PY A a A LS 4D! Dal, CS SB 


LASER BURST 

Attack Properties 

Damage Type Laser 

Primary Damage 40 per hit 

Secondary Damage —- 

Trigger Range 8m - 29m 
29m 


8m 
he Laser Burst is quite fast, with little start-up or 


already moving forwards at a 90-degree angle from 


warning - the Scrapper will fire off a series of small 
projectiles similar to the Energy Blast from a Watcher. 
Once the attack has started, all of the projectiles 
are fired to the same location with no independent 
tracking. You can avoid damage outright if you're 
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the direction the Scrapper is facing, otherwise, dodge 
as quickly as you can to either side. Getting hit by one 
projectile tends to get you hit by others, so you really 
want to be mindful of this attack. It can be disabled 
entirely by removing or destroying the Power Cell. 


Recommended Equipment 


Equipment Name Ammo Type 

War Bow Shock Arrow 

Sharpshot Bow Tearblast Arrow 
Recommended Skills 

Skill Silent Strike, Critical Hit, Lure Call 


MACHINE TARGETS SCRAPPER 


STRATELY 


T he Scrapper is one of the scarier, more resilient enemies 
you'll encounter early on, and will continue to be a threat 
in groups throughout the game. Both Silent Strike and 
Critical Hit will deplete a significant portion of the Scrap- 
per’s health, and should be your main source of damage. 
Create opportunities to use Silent Strike with Rocks or Lure 
Call, pulling individual machines away from others to a safe 
location. Be careful, however, when approaching the group, 
as they will periodically, and without warning begin to scan 
the area for nearby threats [> 1/2]. 


In open combat, focus on avoiding one of its melee attacks 
and then countering with a Spear attack. Your Heavy At- 
tacks will cause Scrappers to stagger and fall to the ground, 
allowing you to follow up with a Critical Hit. You have a 
decent amount of time before they get back up, so consider 
knocking a couple of them down before going in for a Criti- 
cal Hit, just to give you a bit more breathing room. 


Alternatively, when you knock one of them down, trigger 
their Power Cell with a Shock Arrow and then continue to 
stay nearby, enticing other Scrappers to group up and attack 
you [30 3]. You'll take damage from the explosion, but 
shock resistant armor or Resist Shock potions will help limit 
this to almost inconsequential amounts. Either way, the 
explosion will spread the stun effect to nearby machines 
giving you a large window to use Critical Hits, trigger the 
Power Cells of other Scrappers, or deal Direct Damage with 
your melee attacks or arrows. If the Scrappers are grouped 
up and you're not explicitly looking to harvest as many 
Sparkers as possible, then overlapping a few Power Cell 
explosions will deal enough area damage to clear the entire 


group. 


You can force the Scrapper to use its melee attacks by 
detonating or removing its Power Cell which will disable its 
two ranged attacks. If fighting them in groups or alongside 
other enemies, this is a very good option as the Scrap- 
per's ranged attacks deal quite a bit of damage and can be 
difficult to avoid if not paying close attention. Removing the 
Power Cell via Tear damage also functions to disable the 
ranged attacks, but won't destroy the material. Tearblast 
arrows work exceptionally well for this purpose, as an arrow 
fired center mass will generally remove the Radar, Power 
Cell, and most armor components in one go. 
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L ] fl h [ p h Medium Reconnaissance Machine 
13 FS a aa 20 


Caf N25HP | 
This reconnaissance machine is a tough match on its 1385 xp 


own, so when it happens to call in additional machines Pomponent Remora sone 
as reinforcements via its Alarm Signal Antenna it can 
sometimes seem a little unfair. You'll find them pro- 
tecting the weaker, more skittish acquisition machines, Damage Received(%) QO OQ +50 +50 O +50 - 
typically in groups of three. They come equipped with Severity Build-up (4) QO OQ +100 +100 O +100 - 
a number of fiery attacks that originate from the jets on 
their wings, as well as a disorientating sonic blast. 


ARMOR dD COMPONENTS 


he Longleg is a Machine that has 
almost no variation between its 
low armor and full armor variants. The 
only real different comes in a hand- 
ful of small, additional plates on the 
machine's Wing Components and legs. 
Even its Power Cells remain unarmored 
between both iterations. Consequently, 
this can almost be ignored entirely, as 
the impact of these armor plates is 
virtually non-existent. 


FULL ARMOR 
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MACHINE TARGETS LONGLEG 


PRR a A Sa Vir AY 5 


COMPONENTS 


POWER CELL (X2) 
Detonated by Shock Arrow 
HEALTH 150 

TEAR 100 


REMOVAL 50 
DAMAGE 


Wink (x2) =.= a 


Destroying one disables the Jet Attacks on 
the same side. Destroying both also disables 
the secondary damage from the Dashing 
Claw Jump and greatly reduces the damage 
and radius of the Jumping Wing Blast 


HEALTH = 150 
TEAR 100 
REMOVAL 
pamace '° 
Hitzone Stage Result 
Head 75) Stagger 
Body, 
Legs, Tail 7° Stagger 
Wings 75 Stagger 
Stage 2 Result 
Head - - 
Body, ay As) 10 sec knockdown 
Legs, Tail 
Wings - - 
y~ 
= 


ALARM Signal ANTENNA -- 


Disables ability to call in reinforcements 
when removed 


HEALTH = 150 
TEAR 100 


REMOVAL 


pamace '° 


CONCUSSION Sac 


Detonates dealing Tear. Controls Sonic 
Blast and Scanning ability 


HEALTH = 120 
TEAR - 


REMOVAL 
DAMAGE 


100 


LOOT 


Loot Group Chance Amount 
Always drops 1 of 3 set =a] 
quantities 3 | 6/11/33 
Always drops this - | es] 
4/74 
Always drops 1 of 2 items in || at 
1 of 3 quantities a erg 
Low Longleg Lens | 
le t 
Sometimes drops 1 of 3 Neen CSUCIEg Gest : 
items 
Pu trey Machine Core (Medium) 1 
ow 
Very Low Luminous Braiding "| 
Low | (Rare) 1 
Low 
Sometimes drops 1 of 4 
ite 
sali Extremely Coil (Very Rare) 1 
Low 
“tow @ Ca 
on Weave (Very Rare) i] 
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ATTALKS 
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STUN BLAST , 
Attack Properties 

Damage Type Sonic Stun 
Primary Damage - 
Secondary Damage —- 


Trigger Range 1m-30m 
30m 
5 ae ale 
sacle 
he Stun Blast fires a concussive shockwave that releasing a clear projectile that creates ripples in the 
1 deals no damage but interrupts most actions. The air as it travels. When hit, you'll be slowed slightly 
m Longleg tends to use this more often when fighting for 1.5 seconds, and the audio will become muffled, 
as part of a group of enemies. The Longleg will flash but you won't take damage. This effect will make it 
its eyes then lean backwards, raising its head high in much harder to avoid attacks from other enemies, 
the air and turning slightly to the side. When it reaches especially ones that rely on audio cues to be avoided 
its apex, it will swing its head down and towards you, successfully. 


a Ee ee" a ee 


JET BLAST 


Attack Properties 
Damage Type Fire 
Primary Damage 190 
Secondary Damage —- 


Trigger Range 1m—-50m 
fr 50m 
ith this attack, the Longleg will flare out its wings chine can’t reach to you directly. The blast itself is shot 
to the side, which will then begin to glow orange. in a straight line, making it best to dodge to either side 
Lam After a short delay, a burst of flame will shoot out, rather than backwards or forwards. After performing 
¥ dealing significant damage and knocking you back- this attack, the Longleg will have to recover for a few 
wards. This attack is almost exclusively used when moments, giving you an opportunity to counter. 


you are above the Longleg in elevation, or if the ma- 
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EP A A SS Re SY 
‘BEAK THRUST — 
Attack Properties 
Damage Type 
Primary Damage 160 


Secondary Damage —- 
Trigger Range 10.5m - 15.5m. 


15.5m 


10.5m 
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“JUMPING WiNG BLAST 


Attack Properties 

Damage Type Melee 

Primary Damage 180 (7m radius)* 
Secondary Damage —- 

Trigger Range 5m - 13.5m 


*Damage reduced to 75, and radius to 
1m when both Wings are destroyed. 


he Longleg will typically hop forward rather quickly, 

flaring its back section out to the side before it 
jumps into the air and travels a slight distance for- 
ward. Its wings will emit a flame as it rises, which will 
quickly dissipate as the Longleg tucks its wings back 
towards its body in mid-air. As it lands, it will attack 
with its beak in a downward pecking manner. It carries 
itself forward with this attack, so you may still end 


he Longleg will raise both its wings into the air as 
their engines release flames, before flapping them 
downwards once and jumping straight up into the air, 
slamming its body back into the ground and causing 
a small area-of-effect fire nova. While it is in the air, 
it will flare its wings out to the side, continuing to 
spout flames for a much longer duration than the Beak 
Thrust. If you're close to the Longleg when this attack 
is initiated, it will jump straight up and down. In this 
case, your safest bet is to back away from the effect 


=) 


MACHINE TARGETS LONGLEG 


up getting hit if you try dodging backwards without 
proper timing. There is also a slightly different variant 
to this attack in which the Longleg will perform more 
or less the same action but from much closer range, 
and won't carry and distance forward. In either case, 
roll to either side, dodging just as the Longleg begins 
swinging its head down for the attack. 


radius by running or rolling. The timing is a bit tricky 
because the flames extend outward over a very brief 
period, so you'll want to dodge just after the Longleg 
hits the apex of its jump and begins to slam its body 
towards the ground. If you were further away when it 
began the attack, the Longleg will travel forward and 
carrying a lot of momentum. In this case, your best 
bet is to dodge through the attack so that you end up 
behind the machine. 
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Srpreepare tear go Bae eae 
Attack Properties 
Damage Type Melee 


; 


Primary Damage 100 


Secondary Damage 80 (7m radius) 


Trigger Range 5m—-7m 
7m 
-5m 
LSD ch IPL LAD. 


Attack Properties 

Damage Type Melee 
Primary Damage 130 
Secondary Damage - 

Trigger Range 5m —-14m 


14m 


Re the Beak Thrust, the Dashing Claw Jump starts 
with a jump into the air before the Longleg travels 

forward, slamming its head into the ground. The initial 
damage is melee based, but a secondary shockwave 


ED 1 


tay on guard when close to the Longleg, as you'll 

only see this attack at close-range. This is one of 
the faster attacks in the machine's arsenal, and has 
very little in the way of visual tells, so you'll need to 
be quick with your reactions. You'll hear the standard 
attack sound, and almost immediately the Longleg will 


can be generated so long as the Longleg still has at 
least one of its Wings intact. The relatively poor track- 
ing of this attack makes it possible to avoid simply by 
running away from the Longleg. 


launch itself into the air as its eyes flash red —- once 
airborne, it kicks its front legs while traveling towards 
you. The range of this attack can be deceptive, but it 
follows a straight trajectory. Dodge either to the left or 
to the right. 
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STRATELY 


Recommended Equipment 


Equipment Name Ammo Type 
Sharpshot Bow Tegel (Auge) 
Precision Arrow 
Hunter Bow Hardpoint Arrow 
War Bow Shock Arrow 
Recommended Skills 
Skill Concentration, Knock Down 


These machines are fairly mobile, so it's wise to use the 
exposed Power Cells on their backside to stun them first 
before focusing on other components. In fact, if you're not 
particularly interested in harvesting Sparkers, then you can 
kill the group outright by overlapping the explosions of a 
few Power Cells. In this case, try to approach quietly from 
behind to get a good line of sight and then use Concentra- 


tion or Hunter Reflexes to line up your shots. If you shoot 
from a far distance or while in tall grass you should be able 
Le the Watcher, the Longleg is generally found ac- to fire at least one shot into a Power Cell without detection, 
companying some of the game's weaker, more skittish which is all you'll need to stun the group, making it easy to 
enemies. You'll usually encounter this enemy in groups of detonate a few additional cells afterwards [>O 3]. 
three — one of which will typically have a unique compo- 
nent called the Alarm Signal Antenna [>© 1]. You'll need If you've decided against such tactics, consider using the 
to identify this variant and disable the Component as soon Ropecaster to tie down the machines, letting you follow up 
as possible, as it is by far this machine's greatest threat. with Critical Hits, or arrows to its eye. Avoid destroying the 
Letting the Longleg perform the scan ability granted by this Concussion Sac if the Longlegs are grouped together, as 
component will cause additional enemies to join in on the the blast will immediately remove the Rope Ties on other 
fight. Unfortunately, overriding an Alarm Signal variant won't machines. If you have the Knock Down Skill, a single RJ 
allow it to call in friendly machines to assist you — but allow- attack with your Spear is all that’s required to topple the ma- 
ing a corrupted Longleg to use this signal might be useful, chine. With proper timing, it’s quite viable to chain together 
as the summoned machines will be hostile to the Longleg knockdowns, letting you use Critical Hit multiple times. 
and other corrupted machines. 
When they spot you, the Longleg will begin the Alarm Signal 
ability (if applicable), and will take no other actions for its 


duration. This leaves them rather vulnerable, and gives you 
an opening to focus attacks on this particular component. 
Hardpoint Arrows or Tearblast Arrows should be your ammo 
of choice, as they'll be most effective in removing the com- 
ponent entirely. ATearblast arrow to the top part of the Long- 
leg’s head, just behind its armor plating, is the ideal place to 
aim your shot, and you'll have the best visibility by approach- 
ing silently from behind [> 2]. Attacking the head can 
interrupt the Alarm Signal, giving you more time to remove 
this component before reinforcements are summoned. 
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TRAMPLER 


This bull-like beast will make you feel like a matador as 
it runs circles around you, charging in with its mas- 
sive horns. Its Processing Unit grants it powerful fiery 
attacks, but acts as a double edged sword, burning the 
machine indefinitely when destroyed. Be quick with 
your attacks and stay out of its way as its health slowly 
whittles down. 


ARMOR dD COMPONENTS 


hen encountering armored versions CEU 

of this machine, you'll find your pee 
visibility of their Power Cells diminished 
when viewed from the front, as well as 
from the side to a lesser extent. Its body 
is significantly more covered, but we 
recommend focusing on the Processing 
Unit instead to avoid having to deal with 
this issue. 
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COMPONENTS 


PROCESSING UNiT 


Detonates when destroyed, causing 
indefinite burning and disabling the trail 
of fire from the Charge, along with the 
Mineral Explosion, Ground Blast attacks. 


HEALTH 

TEAR 

REMOVAL DAMAGE 
Hitzone Stage1 
Head 90 
Legs 90 
Body 90 

Stage 2 

Head - 
Legs 180 
Body - 


Attack Properties 
Damage Type 


Primary Damage 


Secondary Damage 


Trigger Range 


ANTENNd = 


Drops Resources 
when removed 


HEALTH = 150 
TEAR 100 _ 


REMOVAL 
DAMAGE 


100 


225 
275 
100 
Result Loot Group 
Stages 1 Always drops 1 of 3 set 
Stagger ‘quantities 
Stagger 
Result » Always drops 1 of 2 items 


ie) 


in 1 of 3 quantities 


15 sec Knockdown 


“) Sometimes drops 1 of 3 
items 


Sometimes drops 1 of 4 
items 


4 


Low 
Extremely ZY 
Low <2 


Melee/Fire 
200 


10 per second 
for 10 seconds 


22m —- 80m 
80m 


his attack is quite telegraphed, giving you ample 

time to react. The Trampler has a tendency to run 
away and circle back around in a fluid motion, speed- 
ing up to a full charge and running directly at you. 
Simply coming into contact with the moving machine 
will deal damage to you, but the real danger comes 
when the Trampler tries to gore you with its horns. 
Watch for its eyes to flash red while it's charging to 


22m 


Chance 


Very Low 
Low 


Low 


Extremely *4 


Pa 


MACHINE TARGETS TRAMPLER j 
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POWER CELL (XB) 

Detonated by Shock Arrow 

HEALTH 150 

TEAR 100 4 
REMOVAL DAMAGE 100 


EXCAVATION HORNS (X2) << 


Destroying one reduces the damage of all 
Horn attacks. Destroying both disables the 
use of the Dust Cloud attack. 


HEALTH 150 
TEAR 150 
REMOVAL DAMAGE 100 


LOOT 


Amount 


roz60 
soo 
eS) soso 


Name 


ow Trampler Lens dl 


Extremely 
Low 


%, 
y 


time your dodge to either side to avoid its upwards 

swinging horns. The Trampler will generate a trail of 

fire as it charges (if the Processing Unit has not been 
destroyed), and it will continue after you avoid the at- 
tack, leaving a trail of fire in its wake. As it runs away, 
it leaves its backside exposed to counter attacks with 
your arrows — just make sure not to walk into the fire. 
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Attack Properties 

Damage Type Melee 
Primary Damage 200 
Secondary Damage —- 
Trigger Range 15m - 25m 


! 


15m 


his is effectively a shorter ranged version of the the machine charges forwards, and the second is that 

Charge attack in which the Trampler will charge the Trampler will continuously swing its head starting 
at you and attack with its horns. There are two down and to the side, raising it up and across its body 
differences however that distinguish this attack from to the other side. Run in a perpendicular direction to 
the Charge attack; the first is the lack of fire trail as avoid this attack. 


‘ Attack Properties 
, Damage Type Melee 


Primary Damage 200 
Secondary Damage - 


Trigger Range Om -5m 
5m 
_ ae) 

ou likely won't see this attack until the Trampler’s destroyed, the Trampler will prioritize the Mineral Ex- 
Processing Unit is destroyed, as it is only per plosion attack instead. If you do encounter this attack 

formed while you are standing almost directly behind however, watch for a red flash of light underneath the 

the machine. Prior to the Processing Unit being Trampler as your cue to dodge to either side. 

EPL SEY 1h VFI ERD 


Attack Properties 
Damage Type Explosion 
Primary Damage 300 
Secondary Damage —- 

Trigger Range O0m-9.5m 


9.5m 
a 
he Mineral Explosion is often used if you're nearby blast. The effect radius is not quite as large as it may 
after the Trampler has ended its Charge. Watch for appear, and the time between the animation starting 
a dark red mist to form in a circle around the machine, and the nova being performed should give you a 
which will then ignite and explode after a short delay, reasonable opportunity to simply sprint away to a safe 
causing quite a bit of damage if you're caught in the distance. 
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DUST CLOUD 


Attack Properties 

Damage Type Melee 
Primary Damage 210 
Secondary Damage - 
Trigger Range Om -6m 


6m 


m6 ou’ll see the Trampler paw at the ground with one visibility. However, if you come into contact with the 
of its legs before raising its head into the air. In machine as it's performing this action, you will take 
doing so, a large cloud of dust will be raised in front damage. It's typically followed by the Ground Blast 

of the machine, shrouding it entirely. This cloud does attack or a Charge, so stay alert and be ready to react. 


not actually deal damage, and mainly serves to impair 


GROUND BLAST 


Attack Properties 


Melee / 
Explosion 


Primary Damage 300 
Secondary Damage 50 


Damage Type 


Trigger Range Om -40m 
40m 
~~ oe 
i 
his is a directional attack that originates from the machine, before traveling quickly towards you 
the Trampler's Processing Unit. Look for flames in a narrow line. The initial impact of the machine 
om coming off this component as it rears its front legs itself deals significant melee damage, and the blast 
in the air and be ready to move as it comes crashing effect that travels across the ground deals secondary 
down, stomping its legs into the earth. The force explosion damage. You can evade it by dodging early 
of the stomp causes a fissure to originate beneath to either side. 
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STRATEGY 


Recommended Equipment 


Equipment Name Ammo Type 
Hunter Bow Hardpoint Arrow 
Sharpshot Bow Tearblast Arrow 
Tripcaster Shock Wire 
Recommended Skills 

Skill Knock Down 


rather unique scenario occurs when detonating the 

Trampler's Processing Unit; it will apply a Burn effect 
when the component is destroyed that does not expire, 
guaranteeing a kill after a short duration and making it by far 
the best method of killing them. So you need to find an op- 
timal way to destroy the Processing Unit. After avoiding the 
Trampler’s Charge, you can shoot one of the six Power Cells 
located on the machine's back to stun the Trampler, allow- 
ing you to focus on the Processing Unit. As always, keep 
in mind that destroying these components will affect your 
ability to gather Resources from them. Instead, you can 
also place Shock Wire or Shock Traps and lead the machine 
into them as it charges at it [>0 1]. The Ropecaster can be 
effective as well, but requires more effort to use [>O 2]. 
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Alternatively, the Knock Down Skill is surprisingly strong, 

as it only takes two direct (R2) attacks with your Spear to 
topple the machine [>O 3]. You'll want to use the recovery 
duration of the Mineral Explosion attack as your ideal oppor 
tunity to counter in this way. Once incapacitated, focus your 
efforts on destroying the Processing Unit with Tear damage. 
Both Hardpoint Arrows and Tearblast Arrows work particu- 
larly well for this purpose, however Hardpoint Arrows have 
the added bonus of dealing a reasonable amount of Direct 
Damage as well, limiting the amount of time it takes for the 
machine to succumb to burning afterwards. 


After destroying the Processing Unit, your only focus should 
be avoiding damage while the machine's health pool is 
whittled away. Since you'll often encounter these enemies 
in groups, a good tactic is to lure those that are already 
burning towards others that are not; when you destroy the 
Processing Units on the fresh Tramplers, the blast will also 
deal a lot of damage to the other ones, speeding up their 
demise. 


In the unfortunate event that another elemental status has 
overridden the burn effect, you'll want to lead the machine 
into Shock Traps or Shock Wire to immobilize it. Applying 
Freeze to the machine while it's down is a relatively straight- 
forward process, and your next best source of damage. 
Aim your arrows at the machine's legs after avoiding the 
charge attack or fire nova in an attempt to cause it to topple 
over, or use your Spear’s [RQ attacks if you've unlocked the 
Knock Down Skill. While downed, deal as much damage as 
possible with Hardpoint Arrows or Metal Bolts. 


MACHINE TARGETS SAWTOOTH 
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Sawtooth 


1100 He sy 1650 HP | aw ™ 
690 xp ree 1385 xP : As a solitary hunter, the Sawtooth is a force to be reck- 


Component Removal 50 XP 150 XP oned with. They are large, nimble machines that have 

a number of vicious melee attacks that they can string 
together in quick succession. With no ranged attacks, 
Damage Received (%) +50 O their full ferocity is always delivered to you up close 
Severity Build-up (%) +100 0 and personal, so you need to be on point with adjusting 
your camera to always keep them in view. Sporting a 
single Blaze Canister as its only component, they can be 
difficult to fight given their general lack of vulnerabili- 
ties. Well, except for fire. They really don’t like fire. 


ARMOR aD COMPONENTS 


TTT 3 ry op Arr variants of the Sawtooth have 
3 9 . a two-part armored covering that 
protects the Blaze Canister, making this 

Component a fair bit harder to access. 
Look to incapacitate the Sawtooth in 
some fashion to help give you an oppor 
tunity to remove these difficult to see 
plates. 
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COMPONENTS ANTENMNd (X2) ~ 
Drops Resources when removed 
Wend iD RESOURCE CONTAINER <~ , 
TEAR 100 4 eo i 
Erearn 4. Drops Resources when removed 
pamace "°° erat HEALTH 150 
TEAR 100 
i 2 y ‘) REMOVAL 
BLAZE CANISTER ©) eee i 
Detonated by Fire Arrows = 
HEALTH = 150 —— 
TEAR 100 
REMOVAL 
pamace '°° 
Loot Group Chance Name Amount Hitzone = Stage 1 Result 
Head 75) Stagger 
Always drops 1 of 3 set 
1 Gieniies U = Metal Shards 4/8/23 Legs 5 Stagger 
Body 75 Stagger 
- Sparke! 5/11 
2 Always drops 1 of 2 items parser Sif Stage 2 Result 
in 1 of 3 quantities a 4/sn1 Head = a 
Legs 150 10 sec Knockdown 
Low 4 Body nS) Large Stagger 
Very Li 1 
2 Sometimes drops 1 of 3 bah cee 
~ items Extremely 1 
Low 
Very Low 1 
Low 1 
Le 1 
4 Sometimes drops 1 of 4 on 
items Extremely Sa 5 
Low ZS 
Extremely fa 
Low 4 & ! 
LSA.) 2h VIP ne 


Attack Properties 
Damage Type 
Primary Damage 140 
Secondary Damage - 
Trigger Range 


Melee 


7m—11m 


168 


he range on this attack is quite substantial, and 

it covers a wide horizontal swing arc. Listen for 
the audio cue and watch for the Sawtooth to flare 
its back legs out to one side. If the legs flare out to 
your left, the attack will come from your right and vice 
versa. The Sawtooth will carry a substantial distance 
forwards, swiping with its claw across its body. Ideally 
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you should roll forwards through the attack, or away to 
either side. Dodging backwards can often result in you 
getting hit if your roll timing isn't precise. Depending 
on your positioning, dodging forward might be a bit 
more dangerous, but it will leave you in a better posi- 
tion to counterattack when successful. 


MACHINE TARGETS SAWTOOTH 


JUMPING JaW SmaSH 


Attack Properties 

Damage Type Melee 
Primary Damage 180 
Secondary Damage - 


Trigger Range 16m - 23m 
23m 
16m 
= J 
his attack is typically used from mid to far-range, you during this animation. The Sawtooth will jump into 
and is the Sawtooth’s main method of closing in. It the air, crash down and swipe with its head across its 


doesn't track particularly well, but it covers a large area body, starting from the side furthest from you. Dodge 
in a fairly straight trajectory forwards — touching any either left or right, away from the machine. 
portion of the Sawtooth’s body will deal damage to 


AS |. PA 


Jaw Smash 


Attack Properties 

Damage Type Melee 
Primary Damage 140 
Secondary Damage — 
Trigger Range 1m-8m 


8m 


D espite it being fairly rare, the Sawtooth will use this typically used up close, the camera can sometimes 


attack when you are within close-range. It turns its make it hard to see it start. Try to rely more on the 
head to the side slightly before swinging it horizontally audio cue when timing your rolls. Ideally, you'll want 
across its body in a wide arc. Because the attack is to dodge backwards and away, or through the attack. 


ST TALS) Ce Wa: 


NO Sea |" | 
BERSERKER FURY a : Bae A |\ 
Attack Properties td A . H 
Damage Type Melee Ly 7 3 E= 


Primary Damage 300 
Secondary Damage - 
Trigger Range 3m - 10m 


10m 


3m 


‘ i) 
ANIME 
SNE 2 
his attack starts by having the Sawtooth bob its thrashing with its claws in front of itself. It can deal 
head up and down as it hops forward, just before substantial damage, but has rather poor tracking, so 
swinging it from one side to the other. In a continuous you should focus your efforts on positioning yourself 
motion, it will then raise its front claws up in the air, outside of its forward trajectory as quickly as possible. 
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STRATEGY 


Recommended Equipment 


Equipment Name Ammo Type 
Tripcaster Shock Wire 
Traps Shock Trap 

Fire Arrow 
niet Be Hardpoint Arrow 
War Bow Freeze Arrow 


Recommended Skills 
Skill Knock Down 


he Sawtooth is inherently weak to fire damage, and not 

much else. Its main component, the Blaze Canister, is 
located on the underbelly of the machine and can be quite 
difficult to see — given the Sawthooth's mobility and the 
position of the Blaze Canister, you won't have a reasonable 
view of the component until the machine is immobilized 
[-0 1]. 


To achieve this state, try using Shock Traps or Shock Wire to 
stun the machine, or the Ropecaster to immobilize it. Shock 
Traps and Shock Wire are a much faster method of doing 
this, but the various jumping and lunging attacks of the 
Sawtooth can cause it to travel above the traps, avoiding 
them entirely. You'll need to be very mindful of your posi- 
tioning and stand fairly close to the traps. The Ropecaster 
on the other hand will take more time and effort, but offers 
much more consistent results [> 2]. 


Alternatively you can focus your arrows on its legs to knock 
it down on its side. This will typically require 5 hits to its 
legs with Hardpoint Arrows, or 10 hits with Hunter Arrows. 
If you've invested points into the Knock Down Skill, then 

a single well-placed Spear (RJ) attack to the machine's leg 
will knock it over. Armored variants of the Sawtooth have 

a covering on the canister that must be removed before 
attempting to detonate it with Fire Arrows [30 3]. Do your 
best to keep the machine ignited; the damage is significant 
and will continue to accumulate as you focus on avoiding its 
attacks. 
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If you have a means of dealing Freeze Severity, you could in- 
stead apply the Freeze effect quite safely while the Sawtooth 
is stunned from Shock, or knocked down [30 4]. After- 
wards, focus your attacks on its legs to knock it down yet 
again. Doing so will let you safely aim your attacks at either 
its eye, the wing-like antenna on its back, or the Resource 
Container, for bonus damage both upon the initial hit and 
upon removal. Metal Bolts from the Rattler are particularly ef- 
fective here if you're standing close to the Sawtooth, other 
wise Hunter Arrows or Precision Arrows work very well too. 
Consider moving up close to the machine while it's down, so 
that you don’t have to worry as much about your aim — shoot- 
ing from point blank is much easier than from afar. 


Medium Transport Machine 


Shell-Walker 


an 800 He 1200 He 
1050 xp 1385 xp 
Component Removal 100 XP 150 XP 


Damage Received (%) OF QO -80 O +50 O 
Severity Build-up (%) O O -75 O +100 O 
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_ MACHINE TARGETS SHELL-WALKER 


SHELL-WaLKER 


An oddly-shaped machine that will protect the cargo 

on its back at all costs, the Shell-Walker will prove to 

be a formidable opponent while its Lightning Gun and 
Energy Shield remain intact. Even if you manage to 
dislodge the Cargo container from their backs, if you 
don’t claim the contents quickly, they will go and pick it 
back up again. Similar to Behemoths, groups of them 
move in convoys along the main paths throughout the 
world, which means they can often run straight into you 
while you’re in the middle of fighting other enemies. 
This machine comes equipped with a number of light- 
ning-based attacks, so come prepared with Resist Shock 
potions. 


ARMOR aD COMPONENTS 


he Shell-Walker's armored variant is 

almost entirely covered in armored 
plates, so you'll need to either freeze 
the machine or remove its armor plating 
to deal any sort of respectable damage 
to its body directly. Knocking off compo- 
nents with Tearblast arrows as suggested 
in the strategy section has the added 
benefit of collaterally removing a lot of 
the machine's armor as well. 
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COMPonents Lightning gun ANTenna 
Disables all ranged attacks when Drops Resources 
destroyed. Destroying both claws when removed 
disables all melee attacks. HEALTH 150 
HEALTH = 150 TEAR 100 
pesne, 100 \ REMOVAL 4, 
REMOVAL 100 DAMAGE 
DAMAGE 

POWER GENERATOR 

When destroyed, causes a Shock Explosion and 

disables all Shock attacks and abilities 

HEALTH 225 

TEAR 225 


REMOVAL DAMAGE 400. 


LOOT 


Loot Group Name Amount 
gti [Metal Shards 
1 edanttes Metal Shards 5/15/40 
- Sparker 5/10/15 
2 Always drops 1 of 2 items ‘A 
in 1 of 3 titi 
in 1 of 3 quantities 5/15/20 
Low Shell-Walker Lens 1 
Very Low Shell-Walker Heart 1 
3 Sometimes drops 1 of 3 Y eee 
items 
aera Machine (Medium) 1 
Low 
Low 
| Low 
4 Sometimes drops 1 of 4 =o i 
Exrommely ve (Very Rare) 1 


ATTALKS 


CaRGO CRATE 

Drops Resources when SHIELD CLAW <> 
eee Disables shield when 
HEALTH 250 destroyed 

TEAR z HEALTH — 150 
REMOVAL DAMAGE - TEAR 160 


DAMAGE 
ras CRATE HOLDERS ~~ 


Detaches Cargo Crate when 


destroyed 
HEALTH 50 
TEAR 150 
REMOVAL 
DAMAGE °° 
Hitzone Stage1 Result 
Head 120 Stagger 
Legs 60 Stagger 
Arms 
Body 120 Stagger 
Stage 2 Result 
Head - - 
Legs 120 10 sec Knockdown 
Arms 
Body ns Large Stagger 


(—— th A a i ee i 


Attack Properties 

Damage Type Shock 
Primary Damage 80 
Secondary Damage 


Trigger Range 30m - 60m 

60m 

30m 
Y ou'll first hear what sounds like a turbine increas- 

ing in speed, before seeing a blue light emitted 
from the Lightning Gun on the machine's right arm. 
A blue orb of lightning is thrown in an arc, aimed to 
% predict your movement. If you're already moving, it'll 

be aimed such that you'll run into it if you maintain 


your movement direction; otherwise it will land at 
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your feet if stationary. Once it comes into contact with 
the ground it will leave a lightning effect that deals 
damage on contact. Roll in the opposite direction you 
were heading if it was fired while you were moving. 

If you were stationary, roll in any direction just before 
the orb hits the ground, or quickly run out of the way. 


PL ANE Fa 4. 


“cance shook Buast =| 


Attack Rropertiee 
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ACL WEE BE AY 4 Zc 


eB ST 


Damage Type Shock 
Primary Damage 80 
Secondary Damage 
Trigger Range 10m - 30m 
30m 
10m. 
See to the other two lightning projectile attacks, itself travels quite low across the ground and can 
you'll see somewhat smaller blue light emitting easily get interrupted by terrain or debris. Its tracking 
> from the Lightning Gun Component, but you won't isn't particularly great either and can often be avoided 
hear the turbine sound as it charges up. Instead simply by continuing to run away from the Shell-Walk- 
there's a relatively unique audio cue that plays just er. Otherwise, a simple roll to either side works 
before the lightning projectile is shot. The projectile wonders as well. 
VM Ser a, A; >} 
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Attack Properties 
Damage Type Shock § 
Primary Damage 140 —. 


Secondary Damage 


30 per second 
for 5 seconds 


Trigger Range 30m - 60m 
60m. 
30m 
his is a slower, much more powerful shot from the as opposed to an arc, and at a much slower pace. It 
Lightning Gun. The visual indicator of this attack is will explode after a short distance, leaving a similar 
nearly identical to that of the Shock Volley — the main lightning effect on the ground. This projectile will track 
differences are a slightly longer charge time, and a your movement, but is slow enough that you can 
cy spinning motion of the Lightning Gun. The projectile it avoid it by running away from the orb in a circle around 
releases is a much larger orb that travels in a flat line the Shell-Walker. 
wa. 


Attack Properties Ps 
Damage Type Melee F 
Primary Damage 200 t 
Secondary Damage —- } 
Trigger Range 2m—-8m 


8m 


2m 


his claw strike is performed by swinging the Shield 
Claw, swing from its left side across its body to 
its right side. The Shell-Walker will hop forward to 
perform this attack, and can cover a surprising amount 
of distance. Avoid dodging to the left (the Shell-Walk- 


er's right side) as often times you get hit as the claw 
crosses over the machin’es body. Ideally you'll want 
to dodge through the attack to put yourself in a strong 
position to counter attack. 
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Attack Properties 
Damage Type 
Primary Damage 200 
Secondary Damage - 
Trigger Range 


8m 


2m 


e 
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Attack Properties 
Damage Type Melee 
Primary Damage 200 
Secondary Damage — 

2m —8m(1st) 
dager Range 3.5m — 12m(2nd) | 
1st swing 


Attack Properties 
Damage Type 
Primary Damage 300 
Secondary Damage 
Trigger Range 


Om - 12m 


OND SS 


he Shell-Walker tends to only use this attack when 

you're at close or mid-range or after its lightning 
gun has been disabled. Its eyes will flash red and it 
will raise its elbow before lunging forward. There's a 
lightning effect while this happens, which is helpful to 
note when trying to spot the attack. Upon landing, it 
will drive its claw down toward the ground, traveling 


CS Yr AY? ~~ 5S SO 


across the front of its body. This can be performed 
multiple times in quick succession, so you really need 
to be paying attention before committing to a counter 
attack. Try to dodge through the attack and position 
yourself in a fairly safe spot. The machine doesn't 
rotate much with subsequent attacks, so it's unlikely 
for it to hit you again once you get near its backside. 


VT SO A ee Vk 7) | 


a 


very similar attack to the Multi-Claw Swipe, the 

Claw Combo will have the Shell-Walker perform a 
series of lunging attacks, starting with its right claw, 
left claw and then a larger, slower attack that smashes 
at you with both. Luckily, if you're hit with one of 


his attack is quite telegraphed, and gives you a 
fairly generous window to move to a safe location. 
You'll see this attack used if you're in close proximity 
to the Shell-Walker, especially if you're located off 
to its side. It leans back slightly, pulling both arms 
backwards, elbows raised and creates a very large, 
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these swings, the follow up attacks will not be trig- 
gered. Ideally you'll want to dodge through the swings 
to try and position yourself behind the Shell-Walker, 
making it difficult for the machine to rotate around and 
continue its attacks on you. 


blue indicator on the ground. Despite there not being 
any blue effect in the center of the visual ring, it will 
still deal damage, so you won't be able to avoid the 
attack by getting up close to the Shell-Walker. As a 
result, you'll need to back out of the circle as quickly 
as possible. 


Recommended Equipment 


Equipment Name AmmoType 

Sharpshot Bow Tearblast Arrow 

Hunter Bow Hardpoint Arrow 

Sling Freeze Bomb 

Resist Shock Potion - 

Recommended Skills 

Skill Concentration, Knock Down 


he Shell-Walker is a dangerous enemy that excels 

at ranged combat due to its Lightning Gun, and has 
strong defense mechanisms while its shield remains 
intact [>D 1]. It's these two components that you'll want 
to focus on to try and make your encounter with the 
Shell-Walker as manageable as possible. Of the two, the 
most important is the Lightning Gun, which controls all of 
the machine's ranged attack options. You'll often encounter 
these enemies in groups, and combat will get hectic very 
quickly, making it exceptionally difficult to pay attention to 
incoming projectiles — the tracking on these projectiles just 
compounds this issue even further. Thankfully the shield 
does not extend far enough to cover the Lightning Gun, and 
removing these Components is relatively easy with Hard- 
point Arrows and Tearblast Arrows. 


FOS PT 1 A IA RA BP? TPP? PE 


Ideally, you'd want to land a Tearblast Arrow between the 
machine's eyes, as the explosion will knock off both the 
Shield Claw and Lightning Gun in one shot. Similar to the 
Watcher, use Lure Call or thrown Rocks to help line up your 
shot by changing the Shell-Walker’s positioning. Aiming 
multiple shots during Concentration while crouched in tall 
grass will give you the best opportunity to prune these 
Components from multiple machines. 


A 
4 


Po | 
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STRATELY 


If you miss this opportunity and are forced to engage 

the Shell-Walker in open combat, you'll still want to use 
Tearblast Arrows to knock off both the Shield Claw and 
Lightning Gun, but it should be the Lightning Gun that takes 
priority. The shield is less important as it has no offensive 
purpose, and will dissipate with a few hits of your damaging 
arrows or a single (R24) Spear attack, allowing you to hit the 
component directly. An alternate approach is to use indirect 
methods of attack such as Blast Bombs, aiming them at 
the ground to the side of the machine, allowing you to deal 
decent damage while bypassing the shield. 


The Shell-Walker is resistant to Shock, so starting with a 
stun and picking off individual pieces is unlikely to work. 
You would need to destroy the machine’s Power Generator 
first, but its position on the Shell-Walker’s body makes this 
difficult to do, and if your attempt fails you'll be in a much 
more vulnerable situation than if you focused instead on the 
Lightning Gun and Shield Claw. If you tie the machine down 
with your Ropecaster, or knock it down by shooting arrows 
at its legs or landing an RQ Spear attack (with the Knock 
Down Skill unlocked), then you'll have a much more reason- 
able means of getting access to this Component [9D 2]. 


" 
,) 


After disabling the Shell-Walker's projectile attacks and 
shield, you can focus on dealing damage to it. Consider ap- 
plying Freeze or Fire and focus on avoiding both of its melee 
attacks, preferably by dodging forward through them. Doing 
so will allow you to counter easily with your ranged options 
such as Hardpoint Arrows, Metal Bolts, Precision Arrows 
etc. Melee attacks can work as well, but you'll often find 
yourself having to reposition due to the 360 Shock attack. 


a 
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FIRE BELLOWBdLK 
anD FREEZE 
BELLOWBaLK 


The Bellowback is a bulky yet surprisingly agile machine 
that you'll encounter fairly early on in the game. This 
machine has both Fire and Freeze versions and will be 
one of the first you'll have to fight that sports incredibly 
dangerous elemental-based attacks. Approach them 
with caution and come prepared with a hearty supply of 
Resist Fire and Freeze Potions 


ARMOR dD COMPONENTS 


Ae the Fire and Freeze Bellowback share the same lay- 
out for additional plating of their armored variants. You'll 
find your visibility to the Cargo Sac somewhat diminished 
when viewed head-on, but otherwise the armor pieces 
won't really get in the way of dealing with this machine's 
important components. 
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Medium Transport Machine 
Fire Bellowback . 


We0O0np | 2400 uP 


1050 xp 2105 xp 

100 XP 200 XP 
Damage Received(%) -80 +50 O O +50 +50 O 
Severity Build-up (%) -75 +100 O O +100 +100 O 
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Component Removal 


Medium Transport Machine 


Freeze Bellowback 
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Component Removal 


Damage Received(%) +50 -80 O 
Severity Build-up (%) +100 -75 O 


MACHINE TARGETS FIRE BELLOWBACK AND FREEZE BELLOWBACK 


FULL ARMOR 
ni 


nN NN iT 


COMPONENTS ANTENNa © 5 
Drops Resources 
CaRGD Sal -.- when removed 


SS HEALTH = 150 
TEAR 100 


Detonates dealing 
Elemental Damage** 
** Disables all ranged attacks 


REMOVAL 
HEALTH 225 pamace '° 
TEAR - Me 
REMOVAL... = 
DAMAGE 


“Freeze Bellowback only 
**Fire Damage or 
Freeze Damage 


depending on 
which type of 
Bellowback 
GULLET vs 
: Detonates dealing Elemental Damage** ‘ E 
BLAZE CaniSTER (x3)* Reduces effect of Projectile and Spray attacks FREEZE CaniSTER (X3)* > 
Detonated by Fire Arrow HEALTH 225 Detonated by Freeze Arrow 
HEALTH — 150 TEAR F: HEALTH 150 
aR aH [__ REMOVALDAMAGE 250* TEAR 100 
“Freeze Bellowback only REMOVAL 
REMOVAL 00 **Fire Damage or Freeze Damage depending DAMAGE! 
BAMAGE on which type of Bellowback 3 
*Fire Bellowback Only Freeze Bellowback Only 
Fire Bellowback Fire Bellowback 
Hitzone Stage 1 Result Loot Group Chance Name Amount 
Head 2 tag9E Always drops 1 of 3 set 
Legs 90 Stagger quantities = Metal Shards 20/25/60 
ie ae Always crops this : 8 
Stage 2 Result 
Head 240 Large Stagger Low Bellowback Lens 1 
Legs 180 10 Sec Knockdown 
Very Low 1 
Body 240 Large Stagger Sometimes drops 1 of 3 u 
items Extremely 1 
Low 
Very Low 1 
Low 1 
Low a 
Sometimes drops 1 of 4 
items Extremely ; 1 
Low 


=~ 
Eeremel (®) Weave (Very Rare) ‘| 
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Freeze Bellowback Freeze Bellowback 


Loot Group Chance Name Amount Hitzone = Stage 1 Result 
Head 120 Stagger 


Gane oon | Metal Shards 
quantities = Metal Shards 20/25/60 Legs 90 Stagger 
Always drops this - Chillwater 8 Body u20 Stagger 


Stage 2 Result 
Low Bellowback Lens 1 Head 240 Large Stagger 
Legs 180 10 Sec Knockdown 
Body 240 Large Stagger 


—_ 


NO 


Sometimes drops 1 of 3 per cow 


items Extremely 
Low 


ww 


Machine Core (Medium) 1 
Very Low 
Low 


Le 
Sometimes drops 1 of 4 a 


items Extremely 
Low 
Extremely fe = 1 
Low A, " 


ATTACKS 


LY 1 SOILD LD 


Attack Properties 

Damage Type Melee 
Primary Damage 145 
Secondary Damage - 

Trigger Range 19.5m - 21.5m 


—————— OF OT 
See) 19.5m 


he Bellowback will take a slight hop forward in a slightly to the opposite side the head was extended 
quick gallop. It’s eyes flash red very briefly during during its brief flight. With proper timing, you can 
this time, just before it launches itself into the air, dodge in almost any direction other than following the 
head extended to one side. The head will slam down- direction of the swipe, though backwards or through 
ward into the ground at your location, sweeping very the attack in the direction of its head is safest. 


SLT .o 
Attack Properties 
Damage Type Tail Swipe 


Primary Damage 250 
Secondary Damage —- 


ST) = Ee, 7 


Normal: 
8.5m - 12m 
Trigger Range Emergency: 
Om-5m 
[ 12m 
8.5m 
he Bellowback will use this attack when you're in This attack can also be used in emergency situations 
close proximity to it. Watch for a red flash of the when the Bellowback determines that a threat is very 
machine's eyes, in addition to its tail being flared high close by. In doing so, the machine will strike with its 
om into the air. The machine will pivot 180 degrees as it body as well as its head. The effective range in this 
[ Be swings its tail. You'll want to dodge either backwards situation changes to Om - 5m. 


and away from the attack, or forward through it. 


178 HORIZON ZERO DAWN COLLECTOR'S EDITION GUIDE 


ary 


PERG. EY. 


Attack Properties 

Damage Type Melee 
Primary Damage 180 
Secondary Damage - 


Trigger Range 5m—-17m 
17m 
=e 
5m 
| 
LGM. Va 


ELEMENTAL SPRAY 


Attack Properties 


Damage Type Fire* / Freeze** 
Primary Damage 125 per second 
Secondary Damage — 

Trigger Range 4m—-20m 


*Fire Bellowback only / 
**Freeze Bellowback only 


20m 


MACHINE TARGETS FIRE BELLOWBACK AND FREEZE BELLOWBACK 


his long-range attack is fairly rare until the one 

of the attack-controlling components of these 
machines is destroyed. It's indicated by a brief red 
flash of the machine's eyes. You'll see it pause for 
a moment, bobbing its head up and down before 
charging forwards. Its head will be positioned slightly 


At icy or fiery spray is released in a thin cone in front 
of the Bellowback. You can identify this attack by 
the small amount of flames or ice coming from the 
Bellowback's mouth as it leans back, stepping with 
one leg and raising its head up and slightly to the side. 
The breath attack comes almost immediately after- 


to one side, and will swing it in an sweeping motion 
that rotates it first downward to the ground before 
continuing upwards. Like the majority of charge at- 
tacks, tracking is rather poor, so you'll be able to move 
laterally rather early to avoid this attack. 


wards and is accompanied by an audio cue. Your saf- 
est option will be backing away as quickly as you can. 
This attack will track your movements extremely well, 
especially up close, and deals a substantial amount of 
damage in a wide area. It is very dangerous and you 
should be mindful of it until the Gullet is removed. 
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Damage Type Fire* / Freeze** 
Primary Damage 150 per second 
Secondary Damage 10 per second 


Trigger Range Om -9m 


*Fire Bellowback only / 
**Freeze Bellowback only 


Attack Properties 


ery quick to come out, your best indication of 

this attack is to watch for the fire or ice effect at 
its mouth, similar to the Elemental Spray attacks. 
However, in this case the Bellowback will very quickly 
swing its head out to one side, sweeping it back 
across its body as it releases a wall of fire or ice in 


SD + 


a crescent shaped arc in front of it. There will be a 
lingering elemental effect on the ground that will deal 
damage on contact, so your only safe option here is to 
dodge backwards as quickly as you can upon noticing 
this attack. 


Damage Type Fire* / Freeze** 
Primary Damage 60* / 25** 
Secondary Damage 70 per second 
Trigger Range 20m - 50m 


*Fire Bellowback only / 
**Freeze Bellowback only 


50m 


20m 


he Bellowback will swing its head to one side be- 

fore lobbing a ball of fire or ice at you. Similar to the 
other elemental attacks, this attack is indicated by fire 
or ice coming from the machine’s mouth. However, 
there's more of it than the two previous attacks, and 
the Bellowback raises its leg into the air, putting it 
back down as it fires a projectile at you. The projectile 
leaves a lingering effect on the ground, similar to the 
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Elemental Circular Attack. If you are already running 
in a specific direction, this attack will be aimed ahead 
of you so that you'll run into it if you maintain your 
course, Either stop moving altogether, or dodge in 
the opposite direction you were headed. If you were 
stationary when the projectile was shot, it will land at 
your feet. In this case, dodge in any direction to avoid 
damage. 


y 
_ MACHINE TARGETS FIRE BELLOWBACK AND FREEZE BELLOWBACK 


Recommended Equipment 


Equipment Name Ammo Type 
AUnronBoe Hardpoint Arrow 
Fire Arrow 
Sharpshot Bow Precision Arrow 
War Bow Freeze Arrow 
Tripcaster Shock Wire 
Resist Shock Potion = 
Resist Fire Potion 
Recommended Skills 
Skill Concentration, Knock Down, Triple Shot 


he Bellowback is an exceptionally dangerous enemy, es- 

pecially if encountered early on. Attacking from all ranges 
with powerful elemental attacks, this machine can be quite 
hard to approach. When fought in groups, this is a difficult 
machine to ignore, especially if allowed to freely shoot its 
projectile attacks. If you have Corruption Arrows available, 
this is a fantastic target for them, as the machine's elemen- 
tal attacks cover a wide area and deal substantial amounts 
of damage. 


Removing both the Gullet and Cargo Sacs of the Bellow- 
back will not only deal a substantial amount of damage to 
the machine itself, but will also disable all of its elemental 
attacks — destroying these Components should be your first 
priority [> 1]. You should also consider bringing either 
Resist Fire or Resist Freeze potions to the battle, as well 

as Fire or Freeze resistant armor, whichever is appropriate 
to the variant you're fighting. Used together, these will dras- 
tically reduce the damage you take from the Bellowback's 
elemental attacks. These two options will make things 
dramatically easier if you're having trouble dealing with the 
machine's elemental attacks. 


STRATELY 


Against the Fire Bellowback, it’s best to make use of 

the machine's innate weakness to Freeze to amplify the 
damage dealt to both components. If you want to play it 
safe, shock the Bellowback first before attacking either the 
Gullet or Cargo Sac. Focus on the Gullet first, as it’s much 
easier to hit. When viewed head on, the sides of the Gullet 
are fairly exposed below and to either side of the machine's 
head, while the Cargo Sac is blocked by non-removable 
plating. The Gullet also controls the most dangerous of the 
Bellowback’s attacks; the Fire and Freeze Spray. Once this 
Component is destroyed, getting close to the Bellowback 
becomes a reasonable option. In doing so, you'll have a 
chance to bait out the Tail Swipe attack. Because the Tail 
Swipe rotates the machine 180 degrees, you'll actually 
have very good visibility of the Cargo Sac after avoiding the 
attack, giving you a great opportunity to counter attack. 


It's very difficult to get good visibility of the Blaze/Freeze 
Canisters underneath the Bellowback’s body unless the 
machine is stunned, knocked down, or tied down, and in 
those situations the Canisters should typically be ignored in 
favor of focusing your attention on the Gullet or Cargo Sac 
[2D 2]. You can, however, put some Fire/Freeze Arrows 
into the Canisters for their outright, explosion damage, 

or you can release an arrow or two just as the machine is 
about to recover from being stunned. 


Overriding other machines in the area to assist you is also a 
worthy endeavor, giving the Bellowback additional targets to 
hit. As noted before, be mindful of which Components such 
machines have available, as detonating canisters of Overrid- 
den machines, or even your mount, can help quite a bit. 
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STALKER 


The Stalker is a rather unique machine - it’s the only 
one that has the ability to camouflage itself from view 
after detecting a threat. Stalkers will often become 
aware of your presence before you've noticed them, be- 
cause they tend to spend a lot of time perched in trees 
or clinging to the sides of a cliff, making them difficult 
to see. They’re also known to deploy Alarm Mines in 
their territory, giving them a greatly 
expanded detection rage. The Alarm 
Mines are bright red and their cone 

of light extends high enough that it 
can be seen through even the densest 
forest foliage. When you get close to 
these mines they'll begin to give off 
an audible alert that increases in tone 
and frequency as you get closer to the 
mine; get too close and a flare is sent 
up into the sky to let the Stalker know 
exactly where you are. 


NO ARMOR 


You'll typically find them in pairs in the forested are- 

as south of Meridian, and if you spot one, you can be 
sure another is not far away. Equipped with an array of 
highly-damaging attacks, both melee and ranged, these 
machines will prove to be viciously dangerous foes. 
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Medium Combat Machine 


18 nea oor eae ae 23 


Stalker 

800 Hp 1200 HP ew 
~a 1050 xp 2105 xp gal 
Component Removal 100 XP 200 XP 


Damage Received(4) O O +50 
Severity Build-up (%) 0 oO +100 


450° 8 +50) - 
+100 O +100 - 


ARMOR dD COMPONENTS 


|e order to maintain its agility and leave its stealth abili- 
ties unaffected, the Stalker will only ever appear as an 
unarmored machine. Regardless of how many you kill, 
you won't ever have to worry about any new armor plates 
appearing and getting in the way of your arrows. 


MACHINE TARGETS STALKER 
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COMPONENTS 
DART GUN 
Disables Dart attacks 
when removed 
HEALTH = 100 
TEAR 80 
REMOVAL 50 
DAMAGE 
STEALTH GENERATOR ©. 
Disables Stealth ability when removed 
HEALTH 100 
TEAR 70 
REMOVAL 
DAMAGE 
Hitzone Stage1 Result Loot Group 
Head 100 Stagger 
Bod ee Always drops 1 of 3 set 
shy juantities 
Legs 100 Stagger q 
Stage 2 Result Always drops 1 of 2 items in 
Head = = 1 of 3 quantities 
Body 200 8 sec knockdown 
Legs 


Sometimes drops 1 of 3 
items 


Sometimes drops 1 of 4 
items 


ANTENNA 


Drops Resources when removed 
HEALTH = 100 
ca TEAR 50 


REMOVAL 5 
DAMAGE 


pine vauncHER (xe) 


Disables Mine Launching ability when 


0 


removed 
HEALTH 100 
TEAR 70 
REMOVAL 50 
DAMAGE 
Chance Name Amount 
- | Metal Shards 15/30/105 
= 10/15/20 
- © CE 500 
Low Stalker Lens a 


Very Low Stalker Heart | 
prerely Machine Core (Medium) 1 
ow v 
Luminous Braiding 1 
s 

Low Coil (Rare) 1 

7 Y i 
Low Weave (Rare) 1 
Extremely fim Coil (Very Rare) i] 


Very Low 


Low KS 
“tow & 
Low Weave (Very Rare) 1 
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ATTACKS 


TS Jn J ee. 


DaRT GUN SHOT 
Attack Properties 
Damage Type Projectile 
Primary Damage 120 per bullet 
Secondary Damage —- 

Trigger Range 6m - 80m 


80m 


6m 


Mine LAUNCH 


Attack Properties 

Damage Type Explosion 
Primary Damage 100 (up to 4m) 
Secondary Damage - 

Instant Trigger Range Om - 1.5m 
Trigger Range 1.5m -8m 
Time to detonation 1.5sec 
Deactivation time 15sec 


he Stalker will drop its stealth momentarily as it 

charges up to three sequential shots from its Dart 
Gun. A glowing blue light and a distinct sound are 
your indicators for this attack - time your dodge so 
that you evade as you hear the audio cue. These darts 


s the Stalker moves around, it will periodically 
launch a pair of red explosive Mines from its Mine 
Launcher. They are fired up into the air and fall in 
an arc, accompanied by a visual trail showing the 
direction they originated from. This can be very helpful 
in getting an idea of the Stalker's positioning while in 
stealth. These Mines are triggered by proximity, so as 
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travel incredibly fast, but they do not have the best 
tracking. If you're standing in place to aim a shot, you 
won't have a lot of time to evade them, but if you're 
running around, you can often passively evade them 
by frequently changing direction. 


long as you stay clear you'll avoid their damage. The 
effective range is approximately the body length of 
Aloy, and you'll see a distinct effect (that looks like red 
radar wave pulses) when you're getting too close. The 
issue, however, is that they act as a deterrent if you're 
trying to chase the Stalker down. You can disable this 
attack by destroying the Mine Launcher. 


MACHINE TARGETS STALKER 


PDL T'S 1 TV SELL "RN 
Hee Rey 
MANDIBLE STaB i \ 
< Attack Properties - 
Damage Type Melee 


Primary Damage 140 
Secondary Damage —- 


Trigger Range 5m -9m 
gm 
1 

5m 

Y ou'll find this to be a difficult attack to avoid, as it's other side as it jumps forward. Upon landing, it will 
very quick and has little start-up or warning. Watch yet again swing its head towards its center and can in 
for the Stalker's eyes to flash red (you'll also hear an some cases finish the attack with an evasive maneu- 
audible growl) before it turns its body to either side. ver by jumping a full body length’s backwards. 
It will then swing its head back across its body to the 
a a TP LC PS RS SAT ED: IE ~ LIN |AA 


"y r - — 
CLAW SWIPE : i Ue 
Attack Properties a 4 na 

Damage Type Melee 


Primary Damage 175 
Secondary Damage — 


Trigger Range 4m—-7m 
7m 
4m 
¢ ou'll typically see this attack when standing near your direction. The range is fairly short, so you can 
the Stalker, but not directly in front of it. When you dodge backwards fairly safely. This attack can also be 
see its eyes flash red, it will swing its outside front followed up by an evasive jump. 
claw across its body, pivoting the machine to face 
JUMPING ManolBLe STAB 
Attack Properties 
Damage Type Melee 


Primary Damage 170 
Secondary Damage —- 
Trigger Range 12m - 18m 


18m 


his attack is identical to the Sawtooth's version. Its its head across its body, dealing damage on contact. 

tracking is poor but the distance this attack covers This is another attack you can't easily avoid by moving 
is quite substantial. Watch for it to drop its head down backwards. Instead, move to either side or forwards 
to either side before launching itself high into the through the attack, timing your dodge just before the 
air, and then crashing back down. Immediately upon machine lands. 


landing, the Stalker will continue forwards, swinging 
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CLAW FURY 


Damage Type Melee 
Primary Damage 300 
Secondary Damage - 

Trigger Range 9m - 20.5m 


his is another attack that the Stalker shares with and bite, before raising its front legs and clawing in 
the Sawtooth. You'll see the Stalker pull back and front of itself. Dodge forward through the attack or to 
shift its weight onto its hind legs, then lunge forward either side. 


i CCT SCR A A elle SC << Ct:—=‘CS~SS 


"Tait swire 
k Properties 
Damage Type Melee 
Primary Damage 275 
Secondary Damage - 
Trigger Range Om —-4m 


iat AM 
ou'll know this attack is coming when you see have a reasonable amount of time to roll backwards 
the Stalker quickly widen its stance and raise its away from the machine. If your timing is good, you 
tail high into the air. Upon doing so, the machine will can dodge opposite to the rotation of the attack, leav- 
rotate very quickly in a full circle, swinging its long tail ing you in a good position to counter afterwards. 


at nearby enemies. Used at close-range, you should 
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Recommended Equipment 


Equipment Name Ammo Type 

Sadat St poasoian 

Hunter Bow Hardpoint Arrow 

Sling Freeze Bomb 

Tripcaster Shock Wire 

Trap Shock Trap 
Recommended Skills 

Skill Concentration, Knock Down 


he Stalker is generally encountered in pairs and is an 

exceptionally dangerous machine due in large part to 
its stealth ability. It's quite difficult to fight enemies you 
can't see, so you'll want to disable the Stealth Generator 
as quickly as possible [>0 1/2]. If they've not done so 
already, they will activate their Stealth Generators once 
a threat has been detected (via Alarm Mines or normal 
means), SO you may have a much easier time if you can 
catch them unaware. 


MACHINE TARGETS STALKER 


STRATEGY 


Detected or not, the first thing you'll want to do in combat 
with these machines is use a Tearblast Arrow from the 
Sharpshot Bow. Aim at center mass on the Stalker's body 
to knock off the Stealth Generator. If you're lucky you may 
also remove the Dart Gun and Mine Launchers with the 
same arrow. Regardless, you'll want to disable these three 
Components to reduce the Stalker to using only its melee 
attacks, most of which you may already be familiar with, as 
many are shared with the Sawtooth. 


A vulnerability to Shock damage means you'll get a lot of 
use out of Shock Traps and Shock Wire once the Stalker's 
ranged attacks have been disabled. Like the Sawtooth, be 
mindful of your positioning when employing these traps, 
as a few of the Stalker's attacks can send it traveling over 
your preparations, avoiding them entirely. If you've invested 
points into the Knock Down Skill, you'll be able to inca- 
pacitate the Stalker with a single Spear (RJ attack. Once 
stunned, use the time to safely apply Freeze, then unleash 
arrows into the Stalker's Eye for bonus damage [+0 3/4]. 
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GLINTHAWK in 


Glinthawk 
450 Hp 4 675 Hp . 
The Glinthawk is likely the first of the two machines 1050 xp : 2105xp 


capable of flight that you’ll encounter throughout your ME Component Removal 100 XP 200 XP 
travels. Found typically in groups of 3 or 4, they’Il attack 
relentlessly with freezing attacks from the sky until their 
Freeze Sacs are disabled. They'll often fly high above Damage Received (%) +50 -80 +50 -80 O 
you and move directly overhead during their attacks, Wy Severity Build-up (%) +100 -75 +100 -75 O 
so keeping them in your sights will be half the battle — 
the other half will be actually landing shots. Amusingly 
enough, you may also find them carrying away the 
carcasses of defeated machines, unharvested loot and 
all, so be sure not to dally while there are Glinthawks 
nearby. 


ARMOR dD COMPONENTS 


rmored versions of the Glinthawk r 

will have a protective covering on 4 
their Freeze Sac Component that will 
need to be removed before you're able 
to detonate it. Once the Component is 
detonated however, the resulting freeze 
effect will allow your damage to ignore 
any other armor plating. 
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COMPONENTS 
Hitzone Stage1 
Head 75 
Body TAS) 

Stage 2 
Head - 
Body 150 


BedK 
Disables scavenging behavior 
when removed or destroyed 
HEALTH — 100 rm 
TEAR 70 
REMOVAL 50 
DAMAGE 
FREEZE Sal 
Detonates dealing Freeze. 
Controls Freeze attacks. 
HEALTH 30 
TEAR 150 
REMOVAL 
pamace '° 
Result Loot Group 
Stagger 
a9 Always drops 1 of 3 set 
Stagger quantities 
Result 


8 sec knockdown 


Always drops 1 of 2 items in 
1 of 3 quantities 


Sometimes drops 1 of 3 
items 


Sometimes drops 1 of 4 
items 


Chance 


Low 


Very Low 


Extremely 
Low 


Low 


Extremely ; 


Low 


Extremely 
Low 


_ MACHINE TARGETS GLINTHAWK 


Name Amount 


gg Metal Shards 3/7/19 


ann 


ay7/i0 


& Glinthawk Lens 1 
Glinthawk Heart 1 
Machine Core (Small) 1 

SA rs 
Y_sfg Coil (Uncommon) 1 
Weave (Uncommon) 1 


AY 
& 
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ATTACKS 


CLAW SLASH 


Attack Properties 
Damage Type Melee 
Primary Damage 160 
Secondary Damage —- 
Trigger Range 


75m 


PLN PERL SAB en VOL 


FREEZE SPIT 


Attack Properties 
Damage Type Freeze 
Primary Damage 60 


Secondary Damage 30 per second 
Om — 150m 


Trigger Range 


150m 


om 
-* 


VOT ERE CSTE AE |, P,P A PY Eh EYE WO 


= 


FREEZE CLOUD 


Attack Properties 
Damage Type Freeze 
Primary Damage 20 


Secondary Damage 30 per second 
Om — 100m 


Trigger Range 


100m 


om 
- 


7.5m — 18.5m 


he Glinthawk will rotate slightly, then immediately 

rise into the air. When it reaches its apex, it will 
attack by swooping down towards you. This attack is 
quite directional and has poor tracking once initiated 
so if you're already running in a horizontal direction, 
the Glinthawk will aim in front of you and will connect 


EA. 


4-shot barrage of freeze projectiles are launched at 

you as the Glinthawk hovers in a stationary position 
in the air. A Glinthawk won't use this attack unless it’s 
hovering, but there are no visual signals or audio cues 
that give a reasonable window of warning. Consider 
the time it takes for the projectiles to reach your loca- 


he Glinthawk will travel in a straight line, dropping 

a series of freeze projectiles on the ground. Like 
the Freeze Spit attack, there isn’t much to indicate 
that this attack is going to be used. Instead you'll 
have a fairly large window to react, as the bombs are 
dropped from a substantial height and take a moment 
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if you maintain your course. To avoid, you can either 
start from a stationary position before rolling to the 
side and out of the way, or if you're already running 
you should stop moving altogether or roll in the oppo- 
site direction you were travelling. 


tion as your window of time to react. The projectiles 
do not track your movement after being fired, but are 
shot in a similar way to that of the Claw Slash and 
will connect if you aren't paying attention and fail to 
change your movement direction. 


to hit the ground. Upon doing so, a damaging Freeze 
effect will persist in a small radius on the ground 
where each projectile lands. Move perpendicular to 
the attack’s direction to avoid the initial hits, and then 
stay out of the area until the lingering effect clears. 


Recommended Equipment 


Equipment Name Ammo Type 

Sharpshot Bow Tearblast Arrow 

Hunter Bow Hardpoint Arrow 

Rattler Metal Bolts 

Ropecaster Tie Rope 

Resist Freeze Potion - 

Recommended Skills 

Skill Concentration, Fast Reload, Critical Hit 


5 ger main goal when fighting Glinthawks should be to 
get them close to the ground so that you'll have an 
easier time attacking them. There are three optimal ways 
to do this: the first and most effective is to land a Tearblast 
arrow on the legs or torso of the Glinthawk [>0 1]. Doing 
so will detonate its Freeze Sac with a single arrow, causing 
damage and Freeze severity in an area, and forcing the 
machine to fall from the sky. 


The second method is to use the Ropecaster to tie the 
machine down [9D 2]. All you really need to do is land just 
one Tie Rope, as that’s enough to prevent the Glinthawk 
from flying away, making it much easier to land subsequent 
shots. The third method works exceptionally well: if you 
apply Burn to an airborne Glinthawk, it will fall from the sky 
and land on the ground in a Knocked Down state, allowing 
you to follow up with a Critical Hit or an Override. 


With the damage bonus from the Freeze status, you should 
have ample opportunity to deplete the entirety of the 
Glinthawk’'s health before the effect expires. Use whatever 
method allows you to apply the most damage. In a best 
case scenario, this is going to be Hardpoint Arrows from a 
distance using the Hunter Bow, or Metal Bolts from the Rat- 
tler if you're up close and can land 4 or 5 bolts per shot. 


ee ee d 


STRATELY 


7 :\om - 


You'll almost always encounter Glinthawks in groups or 
alongside other enemies, so focusing on individual Glin- 
thawks that you've frozen can be difficult in the midst of 
battle. The Ropecaster offers a potentially safer option, as 
tying down these machines will incapacitate them for a 
decent amount of time. A single Tie Rope is enough to pre- 
vent them from flying away and using their attacks, and this 
time can be extended with additional hits until the machine 
is fully tied down. Once tied down, you can approach the 
machine for a Critical Hit, or use this tactic as a means of 
destroying the Freeze Sac. 


Glinthawks can also be incredibly useful machines to Over- 
ride, as they will use their projectile freeze attacks on ene- 
mies, dealing damage and applying Freeze severity [>0 3]. 
However, you should be aware that even though they are 
considered friendly units when overridden, the lingering 
effects of their Freeze Cloud and Freeze Spit attacks will 
deal a very small amount of damage to you on contact. As 
with any enemy that has elemental based attacks, consider 
using the appropriate resistance potions (in this case Resist 
Freeze) to reduce their threat, by virtually negating the dam- 
age of their projectile freeze attacks. 
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CORRUPTOR 


The Corruptor is an ancient machine that takes control 
of others, forcing them to fight alongside it. Dangerous 
in its own right, this machine is an even bigger threat 
alongside its minions. Always appearing as a ‘Corrupted’ 
machine, the Corruptor has no ‘normal’ variant. It also 
shares a mechanic called ‘Overheat’ with the Deathbring- 
er, which stuns the machine and exposes a crippling 
weak-point when enough fire damage has been applied. 


ARMOR dD COMPONENTS 


he Corruptor is one of a handful of machines that do not 

have an armored variant for you to worry about. It should 
be noted that despite the Corrupter always appearing as 
acorrupted machine, its hit reaction values follow that of 
a non-corrupted medium sized machine (as seen on P38). 
Elemental limits follow the appropriate values for medium 
sized corrupted machines, however Fire specifically has a 
threshold of 188. 
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Medium Ancient War Machine 


Corruptor 


- HP 3 1900 up 
-xPp 1050 xp 


Component Removal - XP 100 XP 


Damage Received (%) 
Severity Build-up (%) 


FINO ARMOR 


£ 


F sacuine TARGETS CORRUPTOR d 


OAS XE A RPE aD. SIR eS PP PPT CPR TY CRI CE Pina ON 
\ 
© components { 
aos GRENADE LAUNCHER 
ai a a _Cisables Grenade Launcher 
prrenuesmnyed Eat attack when destroyed ‘ 
HEALTH 300 ) : HEALTH 
TEAR 300 TEAR 300 
REMOVAL 
2 a 
HEaT CORE 
Becomes exposed during Overheat effect 
HEALTH 400 before retracted 
TEAR - 
REMOVAL 
pamace '° 
Hitzone = Stage 1 Result Loot Group Chance Name Amount 
Head 90 Stagger 
aa [Metal Shards 
Legs 90 Stagger 1 quantities = ASB Metal Shards 60/75/120 
Bod 
Tail Mf 90 Stagger Low Corruptor Lens 1 
Siege mest Very Low Corruptor Heart 1 
Head = = 2 ponetines drops 1 of 3 
items 
Legs 180 10 sec Knockdown pene Machine ¢ ( 1 
Body 
Tail a ae Very Low Luminous Braiding 1 
1 
F | 
3 Sometimes drops 1 of 4 
items Extremely 1 
Low 
= 
Ee (OH Weave (Very Rare) 1 
OA RO? A Dy RE FR Ye > 5 sf 
Attack Properties 
4 Damage Type Melee 
f 


Primary Damage 160 
Secondary Damage —- 


Trigger Range 10m — 18m. 
18m. 
nh 
— al 
10m 
isten for the audio cue and watch for the Corrup- were running as the Corruptor leapt into the air, stop 
tor's eyes to flash just before it crouches slightly. moving, then roll in the opposite direction you were 
It will launch itself high into the air, crashing down headed. If you were stationary, dodge to either side to 
at a location that anticipates your movement. If you get away from the landing area. 
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Attack Properties 
Damage Type 


Melee / 
Explosion 


Primary Damage 110 
Secondary Damage 40 
Trigger Range 5m —- 10m 


isten for this attack’s distinct audio cue, and watch smashing it into the ground and dealing a secondary 
for the tail to get raised straight up into the air. explosion in a small area. Dodge backwards and away 
The Corruptor will then launch its tail forward at you, or through the attack to avoid taking damage. 


St 


Attack Properties 


Damage Type Projectile 
__ Primary Damage 150 
Secondary Damage — 
Trigger Range 15m — 80m 
80m 
| 
“15m — ok : £ 
v ou'll see the Corruptor drive its tail into the ground, rolls well to avoid damage. Dodge just as the boulder 
aK extracting a large boulder. It will rotate that boulder —_ approaches you, erring more on the side of being late 
slowly to one side, before quickly reversing its rotation than early, as being early will guarantee that you take 


and launching the rock at you. The impact area of the damage. 
Tock is deceptively large, and you'll need to time your 


1 PY AAT MSY EM MA NH, a SP” YN” AT oh Ya YG 


LW 3 yp 


Attack Properties 
Damage Type Melee 
Primary Damage 120 
Secondary Damage - 
Trigger Range 5m-8m 


Vv ou'll see the Corruptor raise its tail into the air ina swing in some respects, kicking up dirt to reduce visi- 
curved shape before it swings it downward then bility. The range is rather low, so backing up or dodging 
back up in an arcing motion across its body. The tail away is you're best method to avoid this attack. 


makes contact with the ground, almost like a golf 
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MACHINE TARGETS CORRUPTOR 
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Attack Properties 
Damage Type Melee 
Primary Damage 120 
Secondary Damage - 

Trigger Range 4m -10m 


37 


W atch for the Corruptor to swing its tail out to one the air, traveling a slight distance forward at you. Ide- 
side as you hear an audio cue. Its eyes will then ally you'll want to dodge either backwards or through 
flash red as it very quickly rotates its body around, the attack with proper timing to avoid this attack’s 


swinging its tail. As it does this, it will launch itself into fairly long range. 


Srl) 


Attack Properties 


Damage Type Melee 
Primary Damage 120 
Secondary Damage —- 
Trigger Range 3m-8m 
om 
= | 
i aie 
J 
8m 


ery similar to the Talon Swipe 180 attack, the Talon jump forward. This attack is also not performed unless 
Swipe 360 has the Corruptor rotate its body around you're standing close to the Corruptors backside. 

as it attacks with its tail. The main difference with this Dodge through the attack to avoid it. 

attack is that the Corrupter stays still and does not 
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Attack Properties 


Projectile / 
Explosion 


Primary Damage 80 
Secondary Damage 50 


Damage Type 


Trigger Range 15m — 50m 
py 50m 
415m difficult attack to spot, you'll want to look for the miss and contact a surface it will detonate dealing 
Spike Launcher Component to start spinning as you secondary damage in a small area of effect explosion. 
x hear a mechanical motor sound before it begins to This attack will also build up corruption, eventually 
fire a set of spikes at you. If hit directly you'll take the causing a damage-over-time effect. Dodge to either 


initial projectile damage, while if the Corruption Spikes side to avoid this directional attack. 
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Attack Properties 

Damage Type Fire 

Primary Damage 60 
Secondary Damage 25 per second 
Trigger Range 15m - 80m 


80m 


15m. 


he visual cue for this attack is very subtle. Look 
K for a small fiery effect to appear on the Grenade 
Launcher Component on the left side of the Corruptor. 


PT 7X, ad a TS 2 


in a small spread at your initial direction. Dodge for 
ward, through the attack in order to give yourself the 
best chance at avoiding all damage. 


After a very short delay, it will fire a set of 6 grenades 


STRATEGY 


Recommended Equipment 


Equipment Name Ammo Type 

Hardpoint Arrow 
une ah Fire Arrow 

Tearblast Arrow 
SHeetpenes Ba Precision Arrow 
Ropecaster Tie Rope (Heavy) 
Sling Freeze Bomb 
Recommended Skills 
Skill Triple Shot, Knock Down 


one typically be fighting a Corruptor alongside other 
enemies, so the first thing you should do is check if any 
of them have Components or features that you can use to 
your advantage. Consider overriding other enemies if you 
get the opportunity to do so; this can make the battle much 
easier. Clear out the weaker enemies before focusing your 
efforts on the Corruptor, and if you need a bit more breath- 
ing room you can try tying the Corruptor down, Shocking it, 
or knocking it over. 


Once you're ready to fight the Corruptor directly, you'll want 
to cause it to Overheat. The fastest way to do this is to 
shoot Fire Arrows directly into the machine's body [90 1]. 
To do that as safely as possible, use the Ropecaster to 

tie the machine down first, then remove the Grenade and 
Spike Launcher Components before attacking with your 
Fire Arrows. Once the machine overheats, it will become 
stunned causing it to expose its Heat Core Component. 
This is your opportunity to deplete a large portion of the 
Machine's health; dealing damage to the Heat Core won't 
greatly reduce the duration of the Overheat stun. Be careful 
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though, as damage will cause the Corruptor to momentarily 
regain control of its actions — you'll know an attack is com- 
ing soon after you see the Corruptor stagger — but it will 
quickly revert back to a stunned state afterwards. 


You also have the option of applying Freeze once the 
Overheat mechanic has started. Freeze Bombs are ideal for 
this, as the stun from Overheat will cause the Corruptor to 
sit in the Freeze Bomb's secondary ground effect, applying 
severity very quickly. The burning effect is not required to 
maintain the overheated state, but it is required for the stun 
effect, making this a risky strategy that pays off in increased 
damage potential. 


You can also use the Ropecaster to tie the machine down 
before attacking, but this is something we'd only recom- 
mend doing if you're comfortable in your ability to avoid 

the machine's attacks, and are able to maximize the shorter 
damage window by using Triple Shot with Precision Arrows. 
If you destroy the Heat Core before killing the Corruptor, 
apply the same tactics, but aim for the Corruptor’s eye 
instead. 


Medium Combat Machine 


Ravager 


an 1300Hp |) ; 1950 He 
1385 xp iil 3680 xp 


Component Removal 150 XP 300 XP 


Damage Received (%) +50 O 
Severity Build-up (%) +100 O 


LOW ARMOR rs 4] Fuu armor 


MACHINE TARGETS RAVAGER 


RdVdGER 


An apex combat machine, the Ravager is adept at fight- 
ing from any distance with its ferocious melee attacks 
and powerful ranged cannon. Found in pairs, you'll 
want to leverage any advantage you can in your fight to 
survive. Do your best to turn the tables on this machine 
by removing and equipping its powerful heavy weapon 
before laying waste to it and any others that intend to 
test your aim. 


ARMOR aD COMPONENTS 


imilar to the Sawtooth and its Blaze 

Canister, the Ravager will have a 
protective plate covering its own Freeze 
Canister, as well as on the Power Cell 
located on its rear. The covering on the 
Freeze Canister is split into two halves, 
one for either side of the machine, but 
only one half needs to be removed to 
allow the Canister to detonate. 
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COMPONENTS  § RaVaGeR Cannon 


Disables Ravager Cannon attacks when, 
removed. Can be wielded as a weapon 


HEALTH = 150 
TEAR 160 


REMOVAL 1 
DAMAGE 


00 


Detonated by Freeze Arrow 


HEALTH = 150 
TEAR 100 
REMOVAL 
pamace '°° 
Loot Group Name Amount 
aati [Metal Shards 
1 quantities 6H Metal Shards 10/25/70 
= Sparker 5/10/20 
y) Always drops 1 of 2 items in ‘AG 
Low re} 1 
Very Low '@ 1 
3 Sometimes drops 1 of 3 u 
ems sein Machine (Medium) 1 
Low 
Very Low Luminous Braiding 1 
Low 1 
=~ 
Low ave (Rare) 1 
4 Sometimes drops 1 of 4 A at 
Hem Paretnety Coil (Very Rare) 1 
Extremely ve (Very Rare) 1 
Low 


Attack Properties 
Damage Type Melee 
Primary Damage 170 
Secondary Damage —- 

Trigger Range 7m—-11m 


¥ dentical to that of the Sawtooth, this attack has 
deceptive range and swings in a wide horizontal 
arc. Listen for the audio cue while watching for the 
Ravager to swing its hips out to either side. The attack 
will come from the opposite direction in regards to the 
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a 


POWER CELL (X2) > 
Detonated by Shock Arrow 
HEALTH 150 
TEAR 100 
REMOVAL DAMAGE 100 


ANTENnd 
Drops Resources when removed 
HEALTH = 150 
TEAR 100 
ore 
Hitzone Stage1 Result 
Head 90 Stagger 
Legs 90 Stagger 
Body 90 Stagger 
Stage 2 Result 
Head - - 
Legs 180 10 sec knockdown 
Body - - 


way the Ravager’s rear end moved. Again, you'll want 
to roll forwards through the attack, or away to either 
side, as dodging backwards can often result in getting 
hit if your roll timing isn’t precise. 


MACHINE TARGETS RAVAGER 


PLN WA CAO XS PACE 4°. 


* umping Jaw SMASH 
Attack Properties 
Damage Type Melee 
Primary Damage 220 
Secondary Damage - 


Trigger Range 16m - 23m 
23m 
16m 
¥ nother attack that this enemy shares with the well, but retains its large impact area. Watch for the 
Sawtooth, you'll generally see this from mid- to Ravager to jump into the air, crashing down with its 
farrange, and is used significantly more often when body and swiping with its head originating from the 
the Ravager’s Cannon has been removed. Like with side furthest from you. Dodge either left or right, away 


the Sawtooth, this attack still doesn’t track particularly from the machine. 


ce A: OE SS. ee «| ee —— | 
{ % y 


{ BPRSERKERFURY = 


Attack Properties 


y Damage Type Melee : 
~ Primary Damage 300 i 
Secondary Damage - 
Trigger Range 3m —- 10m 
10m 
J 
3m 


hen this attack is performed, you'll see the Ravag- opposite direction. Momentum will carry it forwards 
er bob its head up and down very quickly. It'll then on its hind legs as its front legs paw viciously at 
follow with another jerk of its head upwards to one anything in front of it. 


side, before swinging its head across its body in the 
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5 Attack Properties 

| Damage Type Melee 
Primary Damage 160 
Secondary Damage —- 
Trigger Range 1m-8m 


his attack is shared between the Ravager and horizontal arc. Use the audio cue to time your dodge, 
Sawtooth. Watch for the Ravager to turn its head to and try to move backwards and away, or forwards 
the side before it swings it back across its body in a through the attack itself. 


ATE PS TY AY a Dr a AY PY Pe A BE ert) 


Attack Properties 
A 


Damage Type Melee 
Primary Damage 180 
Secondary Damage — 
Trigger Range 1m-8m 


slightly modified variant of the Mandible Stab at- than the standard version. Again, dodge backwards 
tack, this version has an electric particle effect that and away, or forwards and through the attack to avoid 
accompanies it allowing it do deal a bit more damage it. 


SIMA SU 
Attack Properties 

if Damage Type Projectile 
Primary Damage 40 per bullet 
Secondary Damage - 
Trigger Range 15m - 65m 


65m 


isten for the audio cue and watch for the machine er, so you'll be able to roll laterally in either direction. If 

to bob its head up and down quickly just before a you dodge towards and through the attack, you'll need 
blue light appears in front of the cannon’s barrel. The to be a bit more mindful of your timing, but doing so 
cannon will then shoot bullets in a straight line that will cause the Cannon Burst attack to cease once you 
sweeps from one side to the other in front of the Rav- pass through its line of fire. 


ager. It's fairly slow to move from one side to the oth- 
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_ MACHINE TARGETS RAVAGER 
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Attack Properties 
Damage Type Shock 
Primary Damage 165 
Secondary Damage - 
Trigger Range 


¥ 1.25m 


he Shock Cocoon attack is used as a defensive 

attack when you are positioned close to the Rav- 
ager. A wide, donut-shaped, glowing blue effect will 
appear on the ground and an audio cue will play as the 
Ravager charges up this attack After a short delay, an 


Recommended Equipment 


Equipment Name Ammo Type 

Sharpshot Bow Tearblast Arrow 
Ropecaster Tie Rope 

Tripcaster Shock Wire 

Trap Shock Trap 

War Bow Shock Arrow 
Recommended Skills 

Skill Knock Down, Heavy Lifter 


he fastest and safest way to deal with the Ravager is to 

use its own cannon as a weapon against it after it's been 
stunned or knocked down. There are many different ways 
to incapacitate the Ravager, but we'll be focusing on three 
specific methods; detonating its Power Cell to apply Shock, 
tying it down with the Ropecaster, or knocking it over by 
attacking with Spear (RJ attacks (with the Knock Down Skill 
unlocked). 


explosion will erupt from the Ravager in the indicated 
area, dealing Shock damage to enemies nearby. 
Dodge backwards to get out of the range of effect as 
quickly as possible. 


STRATEGY 


Ravagers are sometimes found in pairs throughout the 
world, and as such it can be quite effective to detonate 
one of the two Power Cells located on the back of either 
Ravager to shock and stun them both. In the case of an 
unarmored version, the Power Cells won't have an armored 
covering, and this scenario presents an interesting combo 
that you can perform if you're quick enough [0 1]. 
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Firstly, make sure the Ravager is facing your direction either 
by positioning yourself accordingly, or using Rocks or Lure 
Call to change its orientation. Next, using your War Bow, fire 
a Shock Arrow at one of the two Power Cells, then immedi- 
ately switch to your Sharpshot Bow and aim a Tearblast Ar 
tow to land as close to the Ravager Cannon as possible. If 
timed correctly, the cannon should be removed just as the 
Ravager becomes stunned from the shock effect [> 1/2]. 
With luck, you'll catch the second Ravager with this effect 
as well — if not, repeat the same process as quickly as you 
can. 


If you've managed to incapacitate the Ravagers quickly, 
you'll have enough time to sprint to the fallen Ravager Can- 
non and pick it up. Once in your possession, focus your aim 
on whichever Ravager would escape its stun earlier, before 
attacking the second. It doesn’t take many shots to kill the 
machine, as the damage output of this weapon is incredible. 


In the case of the Ropecaster or Spear (R2) attacks, the 
method is quite similar; incapacitate the Ravager and 
remove the cannon, then use it to kill the machine [>D 3]. 
It takes three shots with the Shadow Ropecaster using 
Heavy Tie Ropes, or a single direct hit with your Spear 
attack with the Knock Down Skill (which is required for this 
to work). 
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If you've chosen to avoid using the Ravager Cannon 
(perhaps to conserve ammo to use against a more difficult 
enemy) it’s still best to incapacitate the Ravager first — you'll 
always want to remove the Ravager Cannon, if only to 
disable the ranged attack. The key difference here will be 
your method of dealing damage. Once you've stunned, tied 
down, or knocked down the Ravager, use Freeze Bombs, 
Freeze Bolts or Freeze Arrows to freeze the Ravager for the 
large damage multiplier and armorignoring properties. You 
can make the most of the incapacitating effect’s duration by 
applying as many Sticky Bombs as you can during the short 
time window. Doing so helps to slightly delay the time 
duration reductions suffered from dealing damage. They can 
also cause an explosion-based knockdown shortly after the 
Ravager recovers from the initial debilitating effect, once 
enough bombs have successfully connected. 


Alternatively, you can turn the Ravager into a pin cushion 
using your Hardpoint Arrows or Metal Bolts. It’s also an 
exceptionally strong tactic to chain knockdown effects via 
the Knock Down Skill by using a Spear (R) attack just after 
the Ravager recovers and is back on its feet. It can be much 
safer to employ this tactic as a counterattack after avoid- 
ing one of the Ravager’s melee attacks, hitting it during its 
recovery time [>0 4]. 


MACHINE TARGETS SNAPMAW 


20 Medium Acquisition Machine 7 CS [] d 2 il oW 


Snapmaw 


an V450Hp | 2175 HP | em 
1385 xp ing 3680 xp These amphibious machines can be found in groups 


Component Removal 150. XP 300 XP near the water's edge, gathering aquatic resources 
and depositing them on land by ejecting them from 
the pods on their backs. Don’t let their bulk fool you — 
Damage Received (%) +50 -80 O O +50 -80 O they are exceptionally agile and come equipped with a 
Severity Build-up (%) +100 -75 O O +100 -75 O powerful Freeze Cannon that fires icy projectiles from 
a distance. Stock up on your Resist Freeze Potions, and 
come prepared for battle. 


ARMOR dD COMPONENTS 


EO TIC HRNUR he Blaze Canisters of armored variants 
of the Snapmaw will be covered with 
protective plating, and as usual it must 
be removed if you intend on detonat- 
ing these Components. Visibility of the 
Freeze Sac will stay the same in any 
case, so the main strategy here will be 
largely unaffected. 
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COMPONENTS Blaze caniSTER (x2) © 


Detonated by Fire Arrows \ 
HEALTH 150 


4 TEAR 100 f 
REMOVAL DAMAGE 100 


FREEZE Sal © 


Detonates when destroyed, disabling 
all Freeze Cannon attacks. 


RESOURCE CONTAINER (SPINE) (X4) ~ 


HEALTH 
TEAR 


a Drops Resources when removed 


150 
100 


REMOVAL DAMAGE 100 


RESOURCE CONTAINER (Tail) (XB) <- 


HEALTH = 150 Drops Resources when removed 
TEAR = HEALTH 150 
REMOVAL 145 TEAR 100 
DAMAGE REMOVAL DAMAGE = 100 
Loot Group Chance Name Amount Hitzone Stage 1 Result 
Head 90 Stagger 
gitar [Metal Shards 
| quantities - Metal Shards 10/30/85 Leos 18 Stree 
~ Always drops this - Chillwater 1 Body 90 Stagger 
Stage 2 Result 
- Sparker 5/10/15 
Always drops 1 of 2 items in ‘Als Head = = 
1 of 3 quantities 
z g/i2i2a begs 450 aeeataneaarme 
Low boty : 
4. Sometimes drops 1 of 3 ¥ ae s 
= tems Eremely) Machine Core (Medium) 1 
Low 
Very Low Luminous Braiding 1 
Low 1 
Low 1 
= Sometimes drops 1 of 4 
2 j 
tems Coil (Very Rare) 1 
Weave (Very Rare) 1 
RVC LS STL DVN A. SYS A YE Seg RA 1 TSS PT 


Attack Properties 

Damage Type Melee 
Primary Damage 180 
Secondary Damage —- 

Trigger Range Om —-17m 


17m 


y. ou'll see the Snapmaw lower its head and wag 
its tail briefly after its eyes flash red. It will then 
launch itself forward, slamming its body into the 
ground as it bites with its open jaws. Dodge to either 
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side to avoid this attack, as dodging forwards will 


often cause you to be hit by the machine’s stomach, 
or by the forward moving bite attack if you attempt to 


roll backwards. 


MACHINE TARGETS SNAPMAW 
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JUMPING JaW BITE 


Attack Properties 

Damage Type Melee 
Primary Damage 220 
Secondary Damage —- 


VA = fol 


Trigger Range 14m - 22m 
Water-to-water Land 
32m 22m 
20m 14m, 
, ) 25m 
40) 
m his long range attack has the Snapmaw sail through its tail to be raised, and dodge horizontally to avoid 
Water-to-land the air as it crashes down with its body, sliding this attack. The forward momentum of the slide after 
along the ground and damaging enemies it comes the machine crashes into the ground makes it quite 
into contact with. Watch for its eyes to flash red and dangerous to try and dodge forwards or backwards. 


i RA. are nell eal Oo A eT 


| FREEZE BURST 


Attack Properties 
t Damage Type Freeze 
Primary Damage 50 
Secondary Damage 30 per second 
Trigger Range 20m — 45m 


here's no eye flash for this attack, so you'll need you continue moving, but they travel slowly and will 

to listen for the audio cue and watch for its head just catch the tail end of your run if you sprint in a cir 
to be raised into the air in a stuttering motion. The cle around the machine. Dodge in nearly any direction, 
Snapmaw'‘s mouth will open and it will fire a series of other than towards the lingering Freeze effect that the 
projectile attacks in an arcing manner, like a mortar. projectile creates on the ground. 


These are aimed ahead of you to land at your feet if 


OVALE ESET WS Ca RE ab UA es RAT i; Mk AY SOS 7) AT VE NCE 
= - - . cae a , Ss — 
LUNGE BITE 
Attack Properties 
Damage Type Melee 


Primary Damage 160 
Secondary Damage - 

Trigger Range 8m -— 12m* 
*11m — 19m when in water 


8m 
12m 
j 
Land t = 
1m ,< a. 8 
- - 
19m alin * 
Water atch for the Snapmaw’s eyes to flash red as it right to left, and if its tail is flared out to the right, the 
q t flares its body and tail out to the side. It will bite will come from left to right. As a result, you'll 
then lunge forward with its jaws extended, biting as want to dodge in virtually any direction other than 
it comes crashing back into the ground. If the tail is moving alongside the movement of the bite. 


flared out to the left, then the bite will come from 
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‘SMa? BITE 
Attack Properties 
Damage Type Melee 
7 Primary Damage 160 
Secondary Damage —- 
Trigger Range 3m —-11m* 
*3m — 8m when in water 


3m 
Land + 


Water we Sa to the Lunge Bite, your notification for this out to the side very quickly before extending its body 
attack is the flash of the Snapmaws eyes. The forward slightly and biting. Dodge to either side or 
Snape Bite is used from fairly close range and is quite through the attack to avoid it. 
quick to come out. The machine will move its head 


vi 
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Tail STRIKE 


Attack Properties 


* Damage Type Melee 
. Primary Damage 180 
Secondary Damage — 
Trigger Range 10m — 15m. 
15m 
10m 
] 
W atch the Snapmaw’s eyes and listen for the audio its original direction. Try to sprint away the moment 
cue to start exactly as it raises its tail into the air. you identify this attack, and be ready to dodge as the 
It will then rotate its entire body either clockwise or tail rotates near you. You'll have to dodge the combo 
counterclockwise, swinging its tail well beyond the pattern multiple times to match the secondary swing 
center mark. This first swing rotates quite a bit, and if you're unable to create enough distance between 
causes the Snapmaw to swing its tail back around you and the machine. 
yet again in a combo attack, bringing its body back to 
[PIN LS oh VP 


Attack Properties 

Damage Type Melee 
Primary Damage 180 
Secondary Damage —- 
Trigger Range Om—-6m 


- Spinning Tail STRIKE 


6m 


nly used when you're up close, the Snapmaw spins moves its head down and to the side, beginning its 
360 degrees on the spot, smashing anything nearby rotation immediately afterwards. You'll want to dodge 
with its tail. Watch for its eyes to flash red before it backwards and away to avoid this attack. 
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Recommended Equipment 


Equipment Name Ammo Type 
Hiveraon Hardpoint Arrow 
Fire Arrow 
Tripcaster Shock Wire 
Trap Shock Trap 
Recommended Skills 
Skill Concentration, Fast Reload 


S 


ry 


71... primary objective when fighting the Snapmaw 
should be destroying the Freeze Sac located on its neck, 
under its head. Doing so will disable the ranged Freeze 
Burst, removing its ability to attack you with ranged projec- 
tiles, and will also apply the Freeze effect to the otherwise 
resistant machine. 


Before initiating combat with the Snapmaw, try setting 

up a safe zone by placing Shock Traps or Shock Wires that 
you can retreat behind. In open combat, the Snapmaw will 
generally try to close distance, and you can use this behav- 
ior to your advantage by leading it into your preparations 
[-0 1/2]. 


MACHINE TARGETS SNAPMAW 


STRATELY 


Once stunned, you'll have an opportunity to deal damage 
to the Freeze Sac. Try to attack from range so that you'll 
be out of reach of the detonation radius. Upon detonating 
the Freeze Sac, the Shock effect (if it’s still active) will be 
replaced by the Freeze Effect, allowing the Snapmaw to 
attack. At this point, you can focus your efforts on dodging 
the machine's melee attacks and countering with amplified 
damage to the frozen Snapmaw. 


You'll want to aim for either its legs to induce a stagger (let- 
ting you attack safely for a short duration), or for the Metal 
Vessels that appear as dorsal plating along the machine's 
spine. Hitting these dorsal Components will deal bonus 
damage on hit, and additional flat damage upon removal 

[20 3]. 


If you don't have good visibility of the Freeze Sac, you can 
focus your attention on its Blaze Canisters instead. Armored 
variants of the Snapmaw will have a protective covering on 
the Canisters that will need to be removed before attempt- 
ing to detonate them with Fire Arrows. Using Tearblast 
Arrows works quite well for this task, but do be careful not 
to increase the Tear value through mods too much. Doing 
so will eventually just remove the Canister entirely, and not 
just the armor covering it. 


When taking a stealthy or exceptionally safe approach to 
combat, you can fire arrows from tall grass to avoid detec- 
tion. Detonate one canister and then let the burn duration 
expire before detonating the second canister. Like this, you 
should be able to deplete the vast majority — if not entirety 
— of the machine's health, depending on difficulty level. 
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ROCKBREdKER 


The Rockbreaker is an exceptional and unique enemy 
that you'll not encounter very often, but will likely leave 
a lasting impression when you do. They can be rather 
difficult to fight, as they burrow into the ground, hiding 
themselves from view. Attack from higher ground when 
you can, otherwise you'll need to rely on the audio cues 
to avoid its attacks, making good use of the generally 
short windows of time in which you're able to counter. 


ARMOR dD COMPONENTS 


na similar situation to the Thunderjaw, 

the Rockbreaker's armored variant will 
be covered in a significant amount of pro- 
tective plating, but none of it really has 
an impact on the important Components 
and targets you'll need to worry about 
when engaging this machine in combat. 


LOW ARMOR 
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MACHINE TARGETS ROCKBREAKER { 


A 
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RESOURCE CONTAINER (X2) 


COMPONENTS 


Hitzone 
Head 
Legs 
Body 


Head 
Legs 
Body 


DIGGING ARM (X4) 


Disables ability to burrow 
underground when removed 


Drops Resources when removed 
HEALTH 
TEAR 


200 
200 


REMOVAL DAMAGE 150 


EXHAUST PORT - 


Large damage multipler when hit 
HEALTH — 

TEAR - 

REMOVAL _ 

DAMAGE 


ae FUBL SAC (X2) = 
TEAR 200 Detonates when hit with Direct Damage or Tear 
REMOVAL Fe HEALTH 200 
DAMAGE TEAR 300 
REMOVAL DAMAGE 100 
Stage 1 Result Loot Group Chance Name Amount 
180 St 
a pp aewey> dlopsiliciizicet 4615 Metal Shards 95/115/150 
120 Stagger quantities l 
Stage 2 Result 
= = Medium Rockbreaker Lens 1 
240 12 sec knockdown 
= = 3 Always drops 1 of 3 items Low ker Heart 1 
High Crystal Braiding | 
4 Sometimes drops this Very Low 1 


Attack Properties 
Damage Type 


Melee 


Primary Damage 200 
Secondary Damage —- 
Trigger Range - 


5 Always drops 2 items in 
total. Combination varies 


eep an eye on the rumbling ground effect that will 

follow you as you run. When it gets close, watch 
for the effect to stop moving because that signals the 
start of the attack. Next, you'll see a glowing red light 
effect in the center of the rumbling ground, following 


ATTALKS 


which the Rockbreaker will breach the surface vertical- 
ly, before sliding back down into the earth. Listen to 
the audio cue to time your dodge, and roll away from 
the tremor's epicenter. 
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OMA De AG 7 
Attack Properties 


DamageType Melee 
Primary D. 250 


Secondary D. — 
Om — 15m (surface to 
submerged) 
Om — 24m (submerged 
WEED surface) 


Om — 30m (submerged 
to submerged) 


30m 
| 


ou'll see the rumbling ground approach you, but it 

won't remain stationary like the Shark Bite attack. 
Instead, the Rockbreaker will launch itself high into 
the air, before it comes crashing down, sliding along 
the earth. There's not much warning before this attack, 


but the height at which it jumps gives you a small 
window of opportunity to dodge to either side before 
the machine crashes down on you. There is a variation 
of this attack in which the Rockbreaker dives under 
the surface instead of sliding along the ground. 


Fe TS ee PPR © 1S Se 2) Y, 7 a A {i Zoe. 


Attack Properties 


Damage Type Melee 
Primary Damage 200 
Secondary Damage - 

Trigger Range 10m - 19m 


atch for the Rockbreaker to arch its back up into 
the air, and then raise its entire body vertically. 
It will hop forwards as it comes crashing back to the 
ground. The attack tracks fairly well, and aims at your 
anticipated position if moving, or your current location 
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if stationary. Dodge opposite your movement direc- 
tion, or to either side if standing still. This attack has 
a variation in which it submerges back underground 
instead of sliding along the surface. 


MACHINE TARGETS ROCKBREAKER 


So 


Attack Properties 
Damage Type Explosion 
Primary Damage 100 

_ Secondary Damage 150 per rock 
Trigger Range - 


AT idle eT 


he rumbling rock ground effect will come to a halt, before tilting its head backwards and spewing rocks 

and after a short duration the Rockbreaker will high into the air. They will fall back to the ground in the 
emerge from the earth. It's front claws will be resting area surrounding the machine. Back away quickly in 
on the ground, and the machine will pause briefly order to avoid this attack. 


ST PS Pe ~ 


Attack Properties 


y Damage Type Explosion 
\ Primary Damage 50 per rock 
Secondary Damage — 
Trigger Range Om —-30m 
30m 
—Om 
atch for the Rockbreaker to raise its back, and of your initial or current positioning, but repeatedly 
then lift both of its front claws in sequence. It will dodging laterally usually allows you to avoid all of the 
then begin to spew rocks from its mouth in your gen- rocks. 
eral direction. Their tracking is quite good, regardless 
ELSE 4 


Attack Properties 


Damage Type Melee 
Primary Damage 200 
Secondary Damage — 
Trigger Range Om—-14m 
14m 
ees | 


Suds 
hen above ground, watch for the Rockbreaker's its head, biting in front of itself. This attack carries the 
eyes to flash red, and its body to pull back, ele- Rockbreaker forward, so you'll find the most success 


vating itself slightly. It will then lunge toward you with by dodging to the left or right. 
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Attack Properties 
Damage Type 
Primary Damage 
Secondary Damage 
Trigger Range 


he Rockbreaker’s eyes will flash as it raises its head 
into the air, then turns it to one side as it swings 


Mg 

ae eres 

follow behind after a very brief period of time. Try to 
dodge through the attack, or backwards and away. 


the rest of its body in the same direction. Its tail will 


STRATEGY 


Recommended Equipment 


Equipment Name Ammo Type 
Sharpshot Arrow 

Soe pstcl Bow Tearblast Arrow 
Metal Bolts 

Rattler Shock Bolts 
Freeze Bolts 

Slin Shock Bomb 

J Freeze Bomb 
Ropecaster Tie Rope (Heavy) 


Recommended Skills 
Skill Concentration, Fast Reload, Triple Shot 


deally, you want to fight the Rockbreaker from elevat- 

ed terrain to negate almost all of its melee attacks. The 
Rockbreaker will burrow underground making it impossible 
to deal damage to it during this time. Thankfully, you can 
disable this behavior by removing the four Digging Arms 
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located on each of the machine's appendages with Tearblast 
Arrows. Use the Rockbreaker’s weakness to Freeze against 
it, applying the status effect with Freeze Arrows from afar, 
or Freeze Bolts and Freeze Bombs when closer. The Ex- 
haust Port is a non-removable Component on its back that 
— when hit — greatly increases the damage you deal. This 
should be your target when attacking, and from above you 
should almost always have a clear shot at it. Make use of 
Double or Triple Shot with Precision Arrows in conjunction 
with Concentration to line up your shots in the easiest and 
most effective way [> 1]. Blast Bombs (or Sticky Bombs 
once the Rockbreaker’s Digging Arms have been removed) 
can also work well but you may find it difficult to land these 
from elevation or range. 


If elevated terrain is not available, then you'll have to fight 
this machine the hard way until you can remove its Digging 


Arms. First and foremost, do your best to stay mobile. Try 
to run into open space and keep the camera facing back- 
wards to look for the visual effect that shows the position 
of the Rockbreaker. When the Rockbreaker catches up 

to you, look for an orange-red flash in the center of the 
rumbling rocks to signal the Shark Bite attack, and dodge 
away. You can use this opportunity to get a shot off if 
you're quick, but the attack you're looking for is the Leaping 
Crush — its recovery period is your real opportunity to act. If 
you're quick it’s possible to either tie-down or apply Shock 
to extend your window of opportunity. With a Shadow 
Ropecaster with no handling mods, you'll have just about 
enough time to fire the 4 Heavy Tie Ropes that are required 
to snare the machine before it submerges again. Having 
even just one decent handling mod will make this process 
much smoother. 


You may find more success applying Shock instead, and 
Shock Bolts, Shock Arrows, or Shock Bombs all work quite 
well for this. Shock Bolts from the Rattler are exceptionally 
strong, given the close proximity yrequired. The build-up of 
Shock and Tie severity will begin to expire after 6 seconds, 
so save these until the Rockbreaker is visible for a longer 
period of time. 


Once the Rockbreaker has been incapacitated, you can 
safely focus your efforts on removing the Digging Arms. 
Again, Tearblast Arrows are most effective for this purpose, 
but Hardpoint Arrows are fairly effective as well. You should 
easily be able to remove at least one set of Digging Arms 
per incapacitation by focusing on the front and back arms, 
one side at a time. Once the arms have been removed, you 
can now focus on dealing damage. It's still recommended 
that you tie down or shock the Rockbreaker before focus- 
ing on dealing damage, just to be as safe as possible. Your 
best damage option is a Triple Shot using Precision Arrows, 
aimed directly at the Rockbreaker's Exhaust Ports. Metal 
Bolts work exceptionally well here too, especially if you 


F wacnine TARGETS ROCKBREAKER d 


don't have the Double Shot or Triple Shot skills. Hardpoint 
Arrows and Blast Bombs are perfectly fine alternatives, but 
fall a bit short in terms of damage output when compared 
to the first two options. Repeat this method a couple of 
times and you'll quickly find yourself standing over a Rock- 
breaker carcass. 


THE QUICK WaY 


If you're feeling particularly confident, you can skip incapaci- 
tating the Rockbreaker, and apply Freeze instead. This is the 
fastest, most efficient way of dealing damage, but it's less 
safe than attacking while the machine is shocked or tied 
down. First, make sure you've pre-nocked Triple Shot on your 
Precision Arrows so they're ready to go immediately upon 
switching weapons. Next, wait for the Leaping Crush attack, 
dodge to the side and use Freeze Bolts to apply Freeze as 
quickly as you can. Once frozen, immediately switch to your 
Precision Arrows and use Concentration and fire them into 
the Exhaust Port. This can actually kill the machine outright 
on the lower difficulties. If the machine survives, nock and 
fire another set of arrows during Concentration. It's possible 
to do this all in one go if you're fast enough, and two direct 
hits with Triple Shot Precision Arrows will be more than 
enough to kill the Rockbreaker [30 2]. 


Fuel Sacs 
It should be not 
onating the two Fur Rockbreaker. 
The explosion depletes a nk of the machine's 
health and causes it to burn, dealing damage even while 

it's submerged. Due to the location of this Component, you 
won't have an opportunity to hit it if you're positioned on 
higher ground. If you do choose this route, you may want to 
allow the burn effect to run its course before detonating the 
second Fuel Sac, to maximize your damage output. 


option of det- 
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ABHEMOTH 


A hulking transport machine that patrols the roads 
in convoys, the Behemoth is a force to be reckoned 


with. This transport vessel will defend the contents of 
its cargo container with abandon, employing a series 


of earth-altering attacks. Utilizing its great bulk, this 


surprisingly quick machine will try to overwhelm and 


overrun you. 


ARMOR dD COMPONENTS 


B ehemoths that appear as armored 
variants have a significant num- 

ber of additional plates that cover the 
machine's otherwise exposed body. 
Thankfully this won't hinder your view of 
the Behemoth’s important Components, 
and following the suggested strategy of 
freezing the beast will let you bypass any 
damage reductions from armor. 
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Large Transport Mach 


Behemoth 


oN 2700HP | 4050 up 
2785 xp _ 74.00 xp 


Component Removal 300 XP 300 XP 


Damage Received(%) OF O -80 O 
Severity Build-up (%) O O 0 


Ss DEPOT y, CL 


FULL ARMOR 


=, 


| MACHINE TARGETS BEHEMOTH { 
a 


PR YE PY a A a PR Yr, SAY 5 A 
COMPONENTS POWER CELL» 
Detonated by Shock Arrow 
B : HEALTH — 200 FREEZE CaniSTER (X2) 
4 FORCE LOGDER (X6) © TEAR 200 Detonated by Freeze Arrows 
Detonates dealing Tear. REMOVAL 100 HEALTH 200 
Controls lifting attacks DAMAGE TEAR 200 
HEALTH 200 a 
; mA 2 = mi REMOVAL 100 
TEAR 300 Se me : , ‘ DAMAGE 
REMOVAL 100 G 
DAMAGE a 
ANTENNa - 
Drops Resources 
when removed 
HEALTH 200 
TEAR 200 
REMOVAL 
pamace '° 
CaRGO CONTAINER CRATE HOLDERS (X2) -. 
Drops Resources Unhinges Cargo Container 
when removed when destroyed 
HEALTH 350 HEALTH 80 
TEAR = TEAR 80 
REMOVAL _ REMOVAL _ 
DAMAGE DAMAGE 
Hitzone Stage 1 Result Loot Group Chance Name Amount 
Head 300 Stagger 


4 Always drops 1 of 3 set 
ileas 300 Siaoce: | aarti P = At} Metal Shards 110/140/180 
Body; gue Stagger Behemoth Lens 1 


Stage 2 Result 
Head = = 2 Always drops 1 of 3 items Behemoth Heart 1 
Legs 600 12 sec Knockdown 


Sometimes drops this Very Low 


Machine Core (Large) 1 


Coil (Very Rare) 1 


A Always drops 2 items in 
“> total. Combination varies oN 
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ATTALKS 


SSL Jn JO ee. 


Attack Properties 
Damage Type Melee 
Primary Damage 300 

Secondary Damage —- 
Trigger Range 


t 
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Attack Properties 

Damage Type Melee 
Primary Damage 250 
Secondary Damage - 


1m- 15m 
Trigger Range i epeooR 
Standing 15m 
8m 


Moving 


he Behemoth's Charge attack is very similar to 

those of other machines, especially the Strider, 
Broadhead and Charger. It will paw at the ground as a 
warning sign before raising its front legs, and charging 
forwards. Keep an eye out for the Behemoth’s head as 
well, given that it will swipe at you with it during the 
charge if you're nearby. The attack will also track your 


his attack deals massive damage and can be 

performed while the Behemoth is standing still, or 
while moving. Visually distinguished by a lightning ef- 
fect near the Behemoth’s mouth, it will rear high in the 
air onto its back legs before crashing down with its 
body, sending a shockwave in a narrow cone along the 
ground. This attack will deal damage not only with the 
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movement slightly, and the sheer size of the machine 
can make it difficult to avoid. If you respond quickly 
you should be able to avoid the attack by running in a 
circle around the Behemoth, otherwise you'll need to 
time your dodge to avoid not only the charge but the 
Behemoth's head as well. 


shockwave, but with its body as it slams the ground. 
The shockwave will also be aimed ahead of you if 
you're already running, so you'll need to be careful to 
change your direction to avoid this attack. Otherwise, 
you'll want to time your dodge early, as it's very easy 
to be late with your roll, and you'll want to move in a 
lateral direction to either side. 


MACHINE TARGETS BEHEMOTH 
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Attack Properties 

Damage Type Projectile 
Primary Damage 35 per hit 
Secondary Damage - 

Trigger Range 8m - 25m 


25m 


8m 


atch for the Behemoth to rear onto its back legs mouth, launching a constant stream of rocks in your 

momentarily. When it plants its front feet back on direction. This attack isn't aimed ahead of you when 
the ground, it will lower its head to the ground and running, so you can run steadily in a circle around the 
begin grinding the earth with the rotor blades near its machine without being hit. 


ite ET Sy te, eee) 


- er a a. 


Damage Type Projectile 
Primary Damage 250 
Secondary Damage —- 

Trigger Range 10m - 45m 


45m 


10m 


his is another attack in which the Behemoth will to the ground, the rock is sent flying in your direction. 
rear onto its back legs, with the visual distinction Dodge to either side as the rock approaches you to 
being the levitating rock that appears momentarily in avoid the attack. 


front of the machine. As the Behemoth crashes back 


Attack Properties 


Damage Type Projectile 
Primary Damage 200 area 
Secondary Damage 150 per rock 
Trigger Range 0m -9.5m 
9.5m 
ee! 
he Gravity Purge is a frequently used lifting attack immediate area of effect. You'll want to get out of the 
when you're positioned close to the Behemoth, area as quickly as you can and then stay on your toes 
especially if you're off to its side. You'll see a lightning as you get ready to dodge the incoming rock projec- 
particle effect in a circular area around the Behemoth tiles as they are shot outwards. Dodge backwards to 
as it begins to lift rocks into the air. After a brief delay, get out of the effect range, and through the projectiles 


it will shoot the rocks outward and deal damage in the once they fire. 
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STRATEGY 


Recommended Equipment 


Equipment Name Ammo Type 
Ropecaster Tie Rope 
Hunter Bow Hardpoint Arrow 

i Blast Bomb 
Blast Sling Sticky Bomb 
Rattler Metal Bolts 

Freeze Arrow 

Meee Shock Arrow 
Recommended Skills 
Skill Concentration, Fast Reload 


he Behemoth is quite a mobile enemy despite its sig- 

nificant size, and it can be difficult to get a clear view of 
its important Components. Its body is resistant to Shock, 
so the usual tactic of initiating combat with a stun is not 
feasible. Consider using the Ropecaster instead to impede 
its movement, or tie it down entirely for a moment before 
moving around its body to get a clear view of both the 
Power Cell and the Freeze Canisters [> 1]. Focusing on 
these two Components first will make it easier to deal with 
the Force Loaders and Crate Holders afterwards. 


If you have access to Hardpoint Arrows and are further 
away, it’s best to detonate the Freeze Canister first and 
then target the Force Loaders on the top of its head. 
Damaging the Force Loaders will eventually cause a small 
explosion, dealing additional Tear damage in a small area of 
effect (possibly knocking off other Components as well). 
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At closer ranges, the Rattler is a strong option, because the 
sheer size of the machine all but ensures that every bolt 
will hit, allowing you to deal a lot of damage very quickly 
[20 2]. The blast radius of the Force Loaders is fairly large 
and will stun you and interrupt your actions briefly if it hits, 
but it won't deal any damage and shouldn't deter you from 
getting close to the machine. Removing all of the Force 
Loaders in this manner should deplete the majority of the 
Behemoth's health. 


After the Freeze effect has dissipated, you can use the Ro- 
pecaster again to help you detonate either the Power Cell or 
the remaining Freeze Canister to finish off the machine. Al- 
ternatively, if you're only interested in harvesting the materi- 
als from the Cargo Container, then you should aim for the 
two Crate Holders, found on either side of the Behemoth, 
while it's tied down with the Ropecaster [>O 3]. Attacking 
this Component will reduce the duration of the Tie Ropes, 
but if you're quick you should have enough time to remove 
both holders on either side of the machine. If not, simply 
repeat the process as necessary to give you an opportunity 
harvest the materials from the container once it’s detached, 
and leave safely. 


ant 
= 
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THUNDER JAW 


A pinnacle of technological majesty and combat terror, 
the Thunderjaw is a colossal adversary. Sporting a myriad 
of powerful attacks, both melee and ranged, you'll want 

‘ to keep this machine off balance to give yourself some 
Damage Received (%) 0 I 50 O breathing room to act. Disable its most dangerous attacks 
Severity Build-up (%) QO 0 See cet 0 -75 - first, then aim for the machine's heart to conquer it. 


ARMOR aD COMPONENTS 


Ae the normal and armored versions 
of the Thunderjaw have a protective 
covering on their hearts, but only the ful- 
ly-armored version has additional plates 
covering the group of Freeze Canisters 
underneath the machine. Your main fo- 
cus, however, will be the Heart Compo- 
nent, and you can largely ignore the rest 
of the machine's protective plating. 


Component Removal 300 XP 
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LA DE PR A," ZA WEY AS SS * SSS SP 


RaDar © 


Disables Scanning ability 
when removed. — 


COMPONENTS 5 
—__ DIST LAUNCHER (x2) 


HEALTH = 200 | ANTENNd Disables Launcher attacks when re- 
TEAR 300 ERE Drone Resources moved. Can be wielded as a weapon 
REMOVAL 100 when removed HEALTH 400 
DAMAGE HEALTH — 200 TEAR 400* 

HEGRT © TEAR —-200 REMOVAL 

Large Damage REMOVAL DAMAGE 

multiplier when hit DAMAGE 100 he Corel hase unique vule 

7 nerability to Tearblast Arrows, granting 

HEATH +300% effectiveness of Tear 

TEAR = 

REMOVAL i 

area | - RESOURCE CONTAINER (x2) 


DaTa NEXUS - 


/ Drops Resources when removed 


Large Damage multiplier HEALTH — 200 
nso TEAR 200 
WEA REMOVAL 
TEAR - DAMAGE 
REMOVAL _ POWER CELL (X4) 
DAMAGE —_——_— °° Detonated by Shock Arrows 
a HEALTH — 200 
TEAR —-200 
Cannon (x2) REMOVAL, 
Disables Cannon attacks when removed. DAMAGE 
HEALTH 200 
TEAR 300 f 
REMOVAL DAMAGE 100 Tall 


Disables all Tail attacks 
when removed. 


FREEZE CaniSTER (XB) BLAZE CaniSTER (XB) HEALTH — 200 
Detonated by Freeze Arrows TEAR 300 
HEALTH 200 Detonated by Fire Arrows REMOVAL 
TEAR 200 HEALTH 200 DAMAGE 
REMOVAL TEAR 200 
pamace '° REMOVAL DAMAGE 100 
Loot Group Chance Name Amount Hitzone Stage1 Result 
Al a Alonaicet Head 180 Stagger 
nities = [Metal Shards 
quantities Metal Shards 140/175/265 Body 300 Stagger 
Right Leg 180 Stagger 
Medium Thunderjaw Lens 1 LeftLeg 180 Stecuer 
F Tail 180 Stagger 
Always drops 1 of 3 items Low 1 
Heart 120 Stagger 
High Crystal Braiding 1 Stage 2 Result 
Head 360 - 
Sometimes drops this Very Low Machine Core (Large) 1 Body 600 Stagger 
= Right Leg 360 12 sec knockdown 
- Coil (Very Rare) al 
Always drops 3 items in Let Leg 360 12 sec knockdown 
total. Combination varies fa) , NERRRare Tail = - 
a @& : Heart 600 Stagger 
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Attack Properties 
Damage Type Melee 


ry 

\ Primary Damage 275 

5 Secondary Damage - 

Trigger Range 20m - 80m 
rom 
atch for the Thunderjaw to open its lower jaw, quite difficult to avoid, especially up close. It’s best to 
-20m flaring both parts out to the side. You'll see its dodge to either side, but it is possible to dodge for- 

eyes flash red as it begins to charge towards you. ward, through the attack — if you choose to do so, be 
The machine will hold its head low to the ground as mindful of its legs as you can still be hit by them as it 
it charges, using its jaw as a large plow. The tracking runs past. The Dodge Prowess Skill can make evading 
of this attack isn’t great, but the sheer size of the ma- this attack a lot easier, since you're able to cover more 
chine and the width of the attack area can make this ground with your roll. 


*| Attack Properties 
, DamageType Melee 


Primary Damage 250 
Secondary Damage — 
Trigger Range 18m - 33m 
Sa 
18m 


pesca | 


W atch for the Thunderjaw to take a small step with the attack itself is ideal, but given the machine's gar- 
each of its legs, as it pulls its head back and to gantuan size, doing so without proper timing can still 
the side. Very quickly after doing this, the machine will be exceptionally risky. Watch this attack closely and 
lunge forward at you, swiping with its head and biting be ready to dodge just as the attack starts to close in 
at anything nearby. Dodging backwards or through on you. 


Pe PLS SY BED 


Attack Properties 
Damage Type Melee 
| Primary Damage 250 
Secondary Damage — 
Trigger Range Mm-17m 


his attack from the Thunderjaw comes out surpris- and bites, but there is very little time from when the 

ingly quickly. You can see that an attack is coming biting movement starts and when the attack reaches 
by waiting and watching for the machine's eyes to turn you. You'll want to dodge backwards or through the 
red. There will be a short delay between when that attack, while using the audio cue to help you time your 
happens and when the Thunderjaw lunges forward roll appropriately. 
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Damage Type 
_ Primary Damage 300 
Secondary Damage - 


Trigger Range 17m - 27m 
27m 
—l 
17m, 
___] 
gain, watch for the Thunderjaw to open its lower violently, covering a massive amount of terrain. You'll 
jaw wide, but with this attack it also raises one leg need to be precise about your roll timing here, as 
into the air at the same time. It will step forwards there's not much safe area for you to reach once this 
with its raised leg, and then quickly rotate around until attack begins. 


facing away from you. This causes the tail to swing 


Damage Type 
Primary Damage 300 
Secondary Damage —- 


Trigger Range 6m —16m 
, ii, WA dc 
6m presen teomee i A 
16m his attack is used when you're standing behind the want to avoid either by opting to avoid standing in the 

J Thunderjaw and are located under its tail. It will attacks trigger area, or by removing the Tail Compo- 
pause for a moment as it raises its tail up into the nent entirely. Your best bet to avoid this attack will be 
air slightly before quickly slamming it down into the dodging laterally to either side, rather than forwards 
ground, smashing anything nearby. This attack deals or backwards. 


a significant amount of damage and is one you'll 


LD ie RA a eee NL va Se Ek 


Attack Properties 
Damage Type Melee 
Primary Damage 290 
Secondary Damage 50 


Trigger Range Om-7m 
7m 
=) 
v ou'll only see this attack when you're standing to anything coming into direct contact with its leg, 
almost directly underneath the Thunderjaw, making as well as additional damage in a small area as a 
it hard to rely on the eye flash to notice it beginning. shockwave is created at the impact site. Quickly roll 
Listen for a distinct audio cue and watch for one of its away from the leg that’s being raised, towards the leg 
legs begin to rise. The Thunderjaw will deal damage that is stationary. 
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MACHINE TARGETS THUNDERJAW 


LUA «eh VIDED BLA. 
“DISC LAUNCHER - Homing 
Attack Properties 
Damage Type Explosion 


Primary Damage 130 
Secondary Damage - 


Trigger Range 20m - 80m 
80m 
his attack will fire small, disc shaped objects into success in dodging this attack. The Homing variation 

20m the air without any prior warning. Your window of this attack has two discs shining a laser that tracks 

to react is the time it takes for these hovering discs your location, and detonates after a short duration. 
$ to draw a whitish blue targeting beam towards the It can be disabled entirely by removing the Disc 

ground, indicating where an explosion will take place Launcher, which can be picked up and wielded as a 
after a brief delay. If you stay on the move and circle Heavy Weapon. 


around the Thunderjaw you should find quite a bit of 
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DISC LAUNCHER - BARRAGE 


Attack Properties 

\; Damage Type Explosion 
Primary Damage 130 
Secondary Damage — 
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Trigger Range 20m - 80m 
80m 
20m 
his attack is very similar to the Homing variant, which each project their laser to your location in a 
launching discs into the air that target your location barrage, one after the other. These lasers do not track 
with lasers. Instead of launching two discs that track your position, however, and are relatively easy to avoid 
your movement, this variation launches up to 12 discs so long as you continue to sprint or dodge away. 
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“DISL LAUNCHER - 360 ATTALK 
Attack Properties 
') Damage Type Explosion 
Primary Damage 130 
Secondary Damage - 
Trigger Range 5m - 25m 


he 360 version of the Disc Launcher attacks causes plosions in a ring around the machine's body. Because 

a group of discs to fly into the air, causing a circular the lasers do not move, you should have ample op- 
pattern to levitate around the Thunderjaw. Each disc portunity to get out of the way by sprinting or dodging 
projects an unmoving laser beam towards the ground, backwards, away from the targeted location. 
exploding shortly afterwards, creating a barrier of ex 
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Attack Properties 


Damage Type Projectile 
» Primary Damage 60 per hit 


Secondary Damage — 


Trigger Range 20m - 80m 


80m 


20m 


atch for the cannons on either side of the Thun- 

derjaw's head to glow bright blue with a circular 
halo effect. You'll hear what sounds like a mechanical 
device spinning up, just before a barrage of bullets 
are let loose from the cannon’s barrels. The shots 
travel in a straight line, but the Thunderjaw will rotate 
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ii 
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Sion 


in a sweeping arc. The movement of this sweep is 
relatively quick, so even if you're already sprinting 
and the bullets start from behind you, you won't be 
able to escape in time. Instead, you'll have to dodge 
with precise timing, made easiest by dodging directly 
through the attack itself. 


its head to cause the cannons to fire their bullets 


Attack Properties 
ry Damage Type Projectile 
__ Primary Damage 60 per hit 
Secondary Damage — 
Trigger Range 20m - 80m 
r 80m 
| 
“20m 
n almost identical attack to the previous Cannon attack will fire in a spread pattern that moves back and 
Burst attack, this variation differs in its movement forth in front of the Machine. Time your dodges well 


pattern. As opposed to slowly sweeping from one and look to roll through the attack itself, rolling back 
side to the other towards the Thunderjaw’s target, this and forth to match the movement of the cannon fire. 


PS Ra A A a A 1 "A PCS PT are CT TR, EA, _  F SE aE Leet 


Damage Type Laster 
. Primary Damage 200 per hit 
Secondary Damage 130 per second 
Trigger Range 25m - 60m 
60m 
+ 25m his attack is signified by a very distinct audio cue, jaw will then raise its head, as the laser beams travel 


which is common to the Scrapper as well. You'll 
see a large, swirling orange glow originating from the 
Thunderjaw’s head that coalesces into a condensed 
sphere, before being redirected into a fan of nine dis- 
tinct laser beams pointed at the ground. The Thunder- 
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across the ground. This attack deals an enormous 
amount of damage and must be avoided at all costs. 
Immediately begin repeatedly rolling in a direction that 
faces perpendicular to the center beam when you see 
the energy start to build up. 


Recommended Equipment 


Equipment Name Ammo Type 
Ropecaster Tie Rope (Heavy) 
Sharpshot Bow UEis SS etnies 
Precision Arrows 
Sling Freeze Bomb 
War Bow Freeze Arrow 
Recommended Skills 
Skill Concentration, Fast Reload, Triple Shot 


7 \ess . 


he Ropecaster can almost be considered a requirement 

when fighting the Thunderjaw owing to its tremendous 
effectiveness against this enemy. The key dangers — aside 
from the Thunderjaw's sheer damage output — are the 
Disc Launchers located on the upper part of its legs, the 
Cannons located on either side of its mouth, and its Tail. All 
three of these Components can be removed, disabling their 
corresponding attacks entirely. 


Start by aiming Tearblast Arrows at the Disc Launchers to 
remove them as quickly as possible. Given the size of the 
Thunderjaw, and the high visibility of these Components 
from nearly any angle, you should be able to remove both 
before the Thunderjaw has even been alerted to your pres- 
ence [90 1]. 


Now you have two options; continue to remove Compo- 
nents (specifically the cannons on either side of its head) 
via Tearblast Arrows, or begin the onslaught of Tie Ropes. 
We recommend removing the cannons first, as you'll often 
find the Thunderjaw attacking you with them while you 
apply Tie Ropes. Your goal should be to apply the four Heavy 
Tie Ropes that are necessary to bring down the Thunderjaw. 


Once the beast is down, remove the cannons if you've 
not done so already, followed by the tail and the protective 
armor plates covering the Heart. It’s unlikely that you'll 


fa 
_ MACHINE TARGETS THUNDERJAW { 


remove all of these Components in one go, so re-apply Tie 
Ropes as necessary when the Thunderjaw recovers. Be par 
ticularly mindful of its Rushing Bite attack when it gets back 
up, as this is the attack it will most commonly use and can 
be quite difficult to avoid if you're in the middle of shooting 
another Tie Rope. 


Once all Components have been removed, use your next 
tie window as an opportunity to launch Freeze Bombs or 
Freeze Arrows into the machine's body to apply Freeze. 
Next, while the Thunderjaw is frozen and tied down, nock as 
many Precision Arrows as your Skills allow, and loose them 
into the machine's Heart [>D 2]. You'll likely only get one 
direct hit into the Heart before the Tie Ropes break, which 

is why making use of the Double/Triple Shots Skills and 
Precisions Arrows is a better option than Hardpoint Arrows. 


Upon damaging the Heart, the ropes holding the machine 
down will break, so you'll immediately need to begin reap- 
plying them again to stop it from attacking [>0 3]. Repeat 
the process of shooting its Heart with Precision Arrows 
while the Thunderjaw is frozen and tied down until the 
beast has been defeated. 
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STORMBIRD 46S (emcee 


Stormbird 


”. 5000 re 7500 up 


One of only two machines capable of flight, the Storm- 3680 xp 1250 xp 
bird can pose a couple of fairly unique challenges. Component Removal  300XP 300 XP 
The first is simply creating good opportunities to deal 
damage given the difficulty in hitting an airborne target. 
The second stems from a lack of exploitable weakpoints Damage Received(%) OQ O 
or vulnerabilities, which can cause the fight to last much Severity Build-up (%} Q 
longer in comparison to other similarly strong machines. 


ARMOR dD COMPONENTS 


he important Components of the 

Stormbird will be covered by plating 
on the armored variants of this machine. 
It can at times be troublesome to deal 
with, but take it slow and remove these 
armor plates first before continuing on 
with your strategy tactics. 


LOW ARMOR FULL ARMOR 
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COMPONENTS 
FREEZE CANISTER (X2) © 
Detonated by Freeze Arrows 
HEALTH 200 
TEAR 200 
REMOVAL 
pamace '° 
wighTning UN 
Detonates dealing Shock. Disables Shock 
attacks and enhancements 
HEALTH = 1500 
TEAR 800 
REMOVAL 
paMaGE °°? 
Hitzone Stage1 Result Loot Group 
tiped = 180) stegoen Always drops 1 of 3 set 
Body, Legs and Tail 240 Stagger quantities 
Wings 240 Stagger 
Stage2 Result 
Head = = 2 Always drops 1 of 3 items 
Body, Legs andTail 480 12 sec Knockdown 
Wings - - 


Sometimes drops this 


» Always drops 3 items in 
* total. Combination varies 


/ MACHINE TARGETS STORMBIRD 
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ENGINE (XB) ~~ ; 
Disables Carpet Bomb and Dive Bomb ; 
attack when removed 
HEALTH =200 
TEAR 300 


REMOVAL 


pamace '° 


BLAZE CaniSTER (X2) “ 


Detonated by Fire Arrows 


HEALTH — 200 
TEAR —-200 
REMOVAL 
pamace '° 
Name Amount 


Metal Shards 120/155/215 
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Attack Properties a 
Damage Type Shock 
' Primary Damage 250 


Secondary Damage 20 per second 


Trigger Range Om - 100m 
100m 
Om 
L ike the Glinthawk, the Stormbird will drop a series Move in a direction perpendicular to that of the 
of lightning bombs in a line. These leave behind a Stormbird to avoid this attack. 


lingering shock effect that deals damage on contact. 


a> 


Attack Properties 
Damage Type Shock 
Primary Damage 250 
Secondary Damage 20 per second 


Trigger Range 15m - 100m. 
100m 
15m 
hile the Stormbird hovers in the air, you'll notice moving when the attack started, change your facing 
ae a lightning particle effect begin to appear on the direction and roll away from the attack. If you were 
machine's chest. It will charge this for a moment and stationary, dodge to either side. The projectile also 
then release it at you. The projectile is aimed to land leaves lightning on the ground that deals damage on 
in anticipation of your movement; ahead of you if contact. 


you're moving, or at your feet if stationary. If you were 
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Attack Properties 

Damage Type Shock 
Primary Damage 175 
Secondary Damage - 


Trigger Range 15m - 60m 
60m. 
, se 
15m ~< — 
on mnt r 
ae imilar to the heavy shot, this attack is used while aimed to land in anticipation of your moment, so 
the Stormbird is hovering in the air. It also has a dodge accordingly. These will leave a lightning effect 


blue particle affect, but it’s much smaller and charges on the ground that deals damage when touched. 
quicker. It will launch a series of projectiles, again 
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| Attack Properties 
4 Damage Type Shock 
Primary Damage 360 


Secondary Damage - 
Trigger Range 15m - 40m 


15m 


hen the Stormbird is standing on the ground, it the effect. Run or dodge away from the machine, and 
will raise its wings back and high into the air as a try to create a safe distance between you and the 
blue sphere of lightning envelops it. It will then begin Stormbird. 


to walk forward, dealing damage if you are caught in 
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Attack Properties 

Damage Type Melee 
Primary Damage 150 
Secondary Damage - 

Trigger Range 10m - 25m 


ana. 


25m 


10m. 


hen the Stormbird is standing on the ground, projectile gust of wind at your direction. This attack is 
watch for it to slowly flap its wings once and then linear, and you'll want to dodge to either side as the 
pull them back briefly, sounding like a turbine spinning wings complete their second flap. 
up. On the second flap of its wings, it will shoot a 
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var 
Attack Properties 
Damage Type Melee 
Primary Damage 150 
Secondary Damage —- 


Trigger Range - 


is 


Mabe mm 
s the Stormbird flaps its wings to create enough lift hopping motion and becoming airborne. You'll want to 
to initiate flight, a large gust of wind will deal dam- back away from the Stormbird as quickly as you can 
age in a wide area surrounding the machine. Watch either by sprinting or rolling away to avoid this attack. 
for it to flare its wings outward before performing a 
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Attack Properties 

Damage Type Melee / Shock 
Primary Damage 450 / 250* 
Secondary Damage - 

Trigger Range Om - 150m 

*Deals reduced damage if the Lightning F 


Ca Ws 


Gun Component has been destroyed. 


150m 
Yat in Nba 
his attack is only performed while the Stormbird will deal a massive amount of Melee and Shock dam- 
om is already airborne. It will fly to a much higher age upon crashing into the ground. Try to move in a 
altitude before turning towards the ground, building horizontal direction; timing your dodge just a moment 
up tremendous speed as it plummets back to earth. It before the Stormbird makes contact with the earth. 


Attack Properti 
Damage Type Shock 
Primary Damage 220 
Secondary Damage —- 
Trigger Range Om-8m 


8m 


B e mindful of your positioning when below a hov- First and foremost, avoid putting yourself in a position 
ering Stormbird. If you travel directly below it you to trigger this attack, but if it is unavoidable you'll want 
may cause the Machine to drop directly downwards, to try dodging backwards away from the attack as 


dealing damage in an area surrounding its landing site. quickly as possible. 
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Attack Properties 
Damage Type Melee / Shock 
Primary Damage 300 
Secondary Damage - 


Trigger Range 14m - 22m 
22m 
—— 
14m 
| 
his attack is first indicated by a red flash of the and Shock, and the shock portion of damage can be 
machine's eyes. After that, it will tilt its head to the removed entirely if the Lightning Gun Component has 
side as it raises its tail and backside high into the air, been destroyed.The attack will travel starting from 
then rotate its body around quickly, swinging its tail. the side opposite to which its head was tilted. Try to 
This attack deals a combined damage of both Melee dodge through the attack to avoid damage. 
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Attack Properties 

Damage Type Melee 
E Primary Damage 180 
/ Secondary Damage —- 
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Trigger Range 15m -31m 
31m 
15m 
SS 
he Stormbird’s eyes flash red as it uses its wings landing. The tracking on this attack is poor, so as long 
to hop into the air, kicking with its feet as it comes as you begin to move away to either side early, you 
back to the ground, and taking another small hop upon should be able to avoid damage. 
WL PUTAS LDV UN aka SALT A ET © PR RAY EN | 
Attack Properties 
Damage Type Melee / Shock 


Primary Damage 180 
Secondary Damage 50 
Trigger Range 8m - 24m 


fter flashing its eyes, the Stormbird will hop into the you should be able to consistently run backwards 


air before crashing back down with its beak, peck- out of the way unless you were very close when it 
ing at the ground. The initial impact will deal melee started. In that case, dodge to either side to try to 
damage, while the secondary explosion deals Shock avoid the attack. 


damage.This attack doesn’t cover much distance, so 
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Attack Properties 
Damage Type Sonic 
_ Primary Damage - 
Secondary Damage - 
Trigger Range Om - 20m 


isten for what sounds like a falcon call as the attack forwards, with a visual texture that looks like 
Stormbird pulls back its wings almost to a point ripples in water. The projectile is linear and does not 
where they touch together behind its back. The track your moment, so dodge to either side to avoid it. 


Machine will then very quickly send a sonic projectile 
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Recommended Equipment 


Equipment Name Ammo Type 
Sharpshot Bow Heaialeei GA) 
Precision Arrow 
Hardpoint Arrow 
Hunter Bow Fraihiraw 
War Bow Freeze Arrow 
Ropecaster Tie Rope (Heavy) 
Resist Shock Potion - 
Recommended Skills 
Skill Concentration, Fast Reload, Triple Shot 


ne of the biggest dangers of the Stormbird is its many 

different Shock-based attacks, all of which are controlled 
by the Machine's Lightning Gun Component. Tearblast 
Arrows aimed center mass on the Stormbird work wonders 
in dealing with this Component - it can be removed entirely 
with only a handful of direct hits. Consider using Resist 
Shock potions as well as an Oseram Sparkworker Outfit to 
reduce the damage you take before you're able to destroy 
the Lightning Gun. Removing it disables most of the ma- 
chine's dangerous attacks and forces it to get much closer 
to you when attacking. This second point is important, 
because it makes fighting back against the Stormbird much 
easier, providing a closer target that's easier to hit. 


When the machine gets close, hit it with Tie Ropes, ideally 
from the Shadow Ropecaster (4-5 ropes are sufficient to tie 
it down). The Tie Ropes will often induce a mild stagger on 
hit, so you can be rather aggressive here. Be mindful of the 
Stormbird's eyes — watch for them to flash red to indicate 
that a melee attack is incoming. Once it’s tied down, either 
apply Freeze or circle around to its backside for a clear view 
of the two Blaze Canisters. These Canisters are armored 

on their front side, but are unarmored from the backside, 
so you can detonate them without first having to remove 
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the armor plating [> 1]. Detonate both Canisters at once 
for the initial bonus damage, or detonate them in sequence 
and let the burn duration expire to maximize your damage 
output. 


The other option (which is to apply Freeze) can in some 
cases be both safer and faster, so it’s certainly worth the 
consideration. There are two Freeze Canisters located 
where the Stormbird's shoulders would be; detonating 
them with Freeze Arrows will apply Freeze while dealing 

a decent chunk of damage [>O 2]. This detonation will 
break the first Tie Ropes, but you can reapply them once 
the machine recovers. You can even sneak in a few shots 
with Precision Arrows or Hardpoint Arrows aimed at the 
Stormbird’s eyes before tying it down again. Once it's both 
frozen and tied down, fire as many nocked arrows as pos- 
sible into the machine's eye. By tying the Stormbird down 
while it's frozen, you have the safest and easiest opportu- 
nity to deal damage; otherwise it’s incredibly hard to hit 
the small eye Component. A direct hit - especially if you're 
using Triple Shot with Precision Arrows — will deal massive 
damage [3D 3]. Repeat this process until the machine has 
been defeated. 
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DEATHBRINGER 


A mechanical embodiment of destruction, the Death- 
bringer represents the pinnacle of ancient engineer- 

ing. You'll encounter slightly different versions of this 
enemy as part of the game's various quests, where it 
will pose as a serious barrier to your progress. Thankful- 
ly for you, there are a few useful tricks that will greatly 
increase your success when engaging this monstrosity. 


HIT ZONES 


he Deathbringer is a rather unique enemy, and its Hit Re- 

actions and Severity Thresholds are no exception. Spe- 
cifically, the Deathbringer is incapable of being staggered 
by non-explosive hits to the body. Only by destroying the 
machine's Stabilizers or various parts of its cooling system 
will you cause it to stagger or be knocked down, and deal- 
ing explosive damage to the Deathbringer’s body can only 
ever induce a stagger, not a knockdown. The final encounter 
with the HADES variant will stagger upon reaching a 200 
explosive damage threshold, while all other Deathbringer 
variants will stagger after sustaining 400 explosive damage. 
Additionally, the elemental thresholds are unique as well, 
and are outlined in the chart below: 
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Ene Ancient War M. e 
Deathbringer (maker's End) 


Component Removal -XP 


Larg: it War Machine 
Deathbringer tthe Grave-Hoard) 


Component Removal - XP 100 XP 


Large Ancient War Machine 
Deathbringer tthe Heart of the Nora) 


Component Removal - XP 


Large Ancient War Machine 
Deathbringer tthe Face of Extinction) 


Component Removal 


Damage Received (%) 
Severity Build-up (%) 0 


*Applies only to final encounter with the HADES Deathbringer 


oe 
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A CORE 
FIXED COMPOMET So deege 


multiplier when hit = 
HEALTH — 
TEAR - 


REMOVAL _ 
DAMAGE 


HEdT VENTS (X5) - 


Exposes Cooling Rods during 
Overheat if 2 or more are destroyed 


HEALTH = 60/ 120* 
TEAR - 


REMOVAL _ 
DAMAGE 
*Applies only to the Deathbringer 


during the Main Quest ‘The Face 
of Extinction’ 
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COOLING RODS (x6) 
Exposes Core during Overheat 
if 2 or more are destroyed | 
HEALTH = 100 / 180* 

TEAR - 

REMOVAL _ 

DAMAGE 


*Applies only to the Deathbringer 
during the Main Quest ‘The Face 
of Extinction’ 


STABILIZER (XB) — 


Causes knockdown when destroyed, 
exposing applicable Cooling Systems. 
Exposes Core during knockdown if 4 
or more are destroyed. 


HEALTH = 60/ 90* 
TEAR = 


REMOVAL 
DAMAGE — 


*Applies only to the Deathbringer 


Elemental Thresholds 
Elemental a 
Damage Type Severity Result Duration 
Fire 250/500* 18 damage per second 20 sec 
Freeze 400/800* +200% damage multiplier 15 sec 
Stuns Deathbringer geval 
Shock 325/650* exposing Stabilizers and “f 
a 6 sec 
Cooling Systems 
Corruption - - - 


*Applies only to the Deathbringer during the Main Quest 
‘The Face of Extinction’ 


Another unique property of the Damage Reductions 


Deathbringer is the fact that its Projectiles -90% 
body is inherently armored despite Melee) 90% 
its lack of the typical sort of armor Explosions 710% 

Fire 50% 


plating found on nearly every 
other machine. Damage dealt to 
the Deathbringer is significantly reduced unless you are 
attacking its various Components, so precision is key when 
dealing with this tough opponent. 


Different variants of the Deathbringer that you will encoun- 
ter throughout the game carry some combination of the 
Components listed below, but none of these variants come 


Quest Appearance Top Left Top Right 
Maker's End - = 
The Gravehoard - Swarm Launcher 


To Curse the Darkness (ver.1) = — = 

To Curse the Darkness (ver. 2) | Swarm Launcher Swarm Launcher 
The Heart of the Nora - - 

The Face of Extinction Swarm Launcher Swarm Launcher 
The Face of Extinction (HADES) Heavy Cannon Heavy Cannon 


during the Main Quest ‘The Face 
of Extinction’ 


Weapons (Disabled when removed) Health Tear 
Flame Thrower 400 400 
Grenade Launcher 600 600 
Gun Turret* 350/850**  350/850** 
Heavy Cannon Turret 2500 2500 
Swarm Launcher 1500 1500 
Repeater Cannon Turret 900 900 


*Can be retrieved and wielded 
** Applies only to the Deathbringer during the Main Quest 
‘The Face of Extinction’ 


Top Right ae _7——Top Left 
Right Side cele ide) 
Front Rear 


equipped with all Components at once. Weaponized 
Components can be found in specific locations on the 
Deathbringer’s body as outlined in the table here. 


Left Side Right Side Front Rear 
Repeater Cannon RepeaterCannon Flamethrower Gun Turret 
Flamethrower Flamethrower Gun Turret - 
Repeater Cannon Repeater Cannon  GunTurret - 
Flamethrower Flamethrower Gun Turret - 
Repeater Cannon Repeater Cannon ‘Flamethrower - 
Flamethrower Flamethrower Gun Turret Gun Turret 
Gun Turret Gun Turret Grenade Launcher Gun Turret 
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LOOT 


Loot Group Chance Name Amount 


Metal Shards 155/200/350 
10 


‘| Always drops 1 of 3 set quantities = 


vA Always drops this - 


Medium Deathbringer Lens 1 
3 Always drops 1 of 3 items Low Deathbringer Heart fl 
High Crystal Braiding 1 
4 Sometimes drops this Very Low Machine Core (Large) 1 
- Coil (Very Rare) 1 
5 Always drops 3 items in total. Combination varies 
- Weave (Very Rare) 1 
F SATS 2 AY: 


tt 


Attack Properties 

Damage Type Melee 
Primary Damage 200 
Secondary Damage 160 
Trigger Range 9m. 


~~. 4 ot 


his attack is typically only used when up close. Deathbringer itself, otherwise a secondary shockwave 

Watch for three of the machine's six legs to rise will be sent out dealing damage in a small area. Use 
into the air, crashing down immediately after rods this animation as your dodge timing, rolling directly 
extend from the bottom of these elevated legs. away from the machine. 


Damage is dealt immediately upon contact with the 
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Attack Properties 

Damage Type Explosion 
Primary Damage 40 per hit 
Secondary Damage - 


Trigger Range 15m — 60m 
60m. 
15m ‘ 
\oo © 
a — 
he Deathbringer will hunch down and expose its of body lengths from you before tracking closer to 
Stabilizers with an accompanying audio cue is your positioning. Dodge laterally through the bullets to 


sounded prior to firing this cannon. It doesn't track too avoid taking damage. 
well, and the shots will land on the ground a couple 
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Attack Properties 

Damage Type Fire 

Primary Damage 60 per second 
Secondary Damage - 


Trigger Range Om - 20m 


20m 


om 


ou'll see a small flame emerge from the tip of this Resist Fire potions help immensely here; otherwise 
weapon before it begins to spout fire. The area your best bet it to simply back away as quickly and as 
of effect is massive, and it's difficult to avoid taking far as you can. 


damage once this Component begins to shoot flames. 


CHAPTER 03 HUNTING TARGETS 237 


AP Se ei 


Attack Properties 

Damage Type Fire 

Primary Damage 60 
Secondary Damage 25 per second 
Trigger Range 10m - 30m 


a 
’ 7 bos * 


[ 
10m — . 7 


ike the Flamethrower Burst, the Grenade Launcher effect on the ground that deals damage on contact. 

Shot can be identified in advance by a fire effect These shots aren't aimed ahead of you when moving, 
spouting from the Component. After a short delay it so running in a circle around the Deathbringer dodging 
will let loose a few fiery grenades, leaving a flame as necessary is the ideal way to avoid this attack. 
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Attack Properties 

Damage Type Explosion 
Primary Damage 100 / 145* 
Secondary Damage — 

Trigger Range 25m — 100m. 


*Only applies to Deathbringer variants 
during The Face of Extinction quest 


100m 
25m less for the Deathbringer to widen its stance (ex- light on the Swarm Launcher, which will then fire a 
posing its Stabilizer Components), but unlike other volley of three explosive projectiles. Move sideways to 
a heavy attacks, this one lacks the flames spouting from avoid this attack. 


the back of the machine. Instead, you'll see a glowing 


el Ke A 
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Attack Properties 
Damage Type Explosion 


Primary Damage 50 
Secondary Damage —- 


Trigger Range 12m - 100m. 
100m 
= . g s ia) oe 4 
ears he two rocket pods located on either side of the lines, and can mostly be avoided by simply running in 
oe machine's front will begin to glow red before firing a circle around the Deathbringer. 


a series of missiles at you. These travel in very straight 
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Attack Properties 

Damage Type Explosion 

Primary Damage 50 

Secondary Damage - 

Trigger Range 12m - 100m. 
100m 


PS 


12m ike the Rocket Salvo attack, the two rockets pods its missiles at the same time, rather than in sequence. 
located on either side of the Deathbringer will begin These still travel in straight lines but the spread is 
to glow red. Additionally, the machine will spread its much wider. Try to dodge laterally to either side as 
“ legs to widen its stance, lowering itself and exposing quickly as possible to avoid this attack. 


the Stabilizers. Next, the Deathbringer will loose all of 


) pion CR” fe 


f Attack Properties 


Damage Type Projectile 
Primary Damage 45 per hit 
Secondary Damage - 


Trigger Range 5m -80m 
80m 
5m his is yet another attack that gives very little in projectiles have passed through you, so you'll want to 
ae the way of warning. Instead, it begins shooting at roll into and through the attack to minimize the time 
a target a few body lengths away from you, closing you spend near the bullet hitboxes and avoid taking 
in as time progresses giving you a short window of damage. 


time to react. The Deathbringer will fire shots until the 
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Attack Properties 
Damage Type Explosion 
Primary Damage 200 
Secondary Damage - 


Trigger Range 20m - 100m. 
100m 
SSS 
20m he Deathbringer lowers itself slightly to the ground damage to a large area. Run through the laser beam 
to trigger this shot, traveling against the direction the 
beam is moving so that you run towards and through 
it. Dodge just after you do so to avoid taking damage. 


(exposing the Stabilizers) and a blue laser emerges 
from the Heavy Cannon Turret, accompanied by a 
distinct audio cue. When the laser comes into contact 


Dd 


with you, a heavy round will be launched, dealing 


STRATEGY 


Recommended Equipment 


Equipment Name Ammo Type 

Hunter Bow Hardpoint Arrow 

Sharpshot Bow Precision Arrow 

Oseram Arrow - 

Breaker Armor 

Shield Weaver Armor - 

Recommended Skills 

Skill Concentration, Triple Shot, Fast Reload 


ee eee k 
I Aa Kall XT RERTL 

he Deathbringer is an exceptionally challenging enemy 

that has a wide array of attack options available to use 
against you, depending on the particular variant you're 
fighting. You'll only see these enemies as part of the game's 
Main Quests, so you won't need to worry about encounter 
ing one in the open world. 
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First and foremost, remember that — like the Corruptor — 
the Deathbringer is affected by the Overheat mechanic, 
which will be integral to our strategy. The Deathbringer 
will incur Overheat severity while it is afflicted by Burn, 
and will receive extra Overheat severity as it is hit by Fire 
Arrows specifically. When this effect triggers, a set of Heat 
Vents will first be exposed, and if two or more Heat Vents 
have been destroyed, then subsequent Overheat applica- 
tions will also expose the Cooling Rods. Destroying these 
Components will cause the Deathbringer to accumulate 
constant, passive increases to its Overheat severity once 
specific amounts of these Components have been dealt 
with. Destroying all Heat Vents and Cooling Rods will cause 
the Deathbringer to suffer substantial amounts of passive 
severity, and to a lesser extent the machine will also expe- 
rience severity build-up once all six Stabilizers have been 


{OS AD RC PY 2° OP NET, 


PPT ae oy 


en Eee le Tah 


destroyed. A Deathbringer will stagger when attempting to 
use its Heavy Weapons after all six Stabilizers have been 
destroyed, which will greatly hinder its ability to damage 
you. If you're feeling brave, you can target the Stabilizers 
while they are exposed during the Deathbringer’s four 
applicable heavy attacks. It takes a total of four (in any 
combination) Heat Vents and Cooling Rods to be destroyed 
for the Deathbringer to expose its internal Core while 
Overheated [> 1]. Additionally, if three Stabilizers have 
been destroyed, the Core will also be exposed whenever 
the Deathbringer is knocked down [>O 2]. Exposing the 
Core is your largest and most prevalent source of damage 
against this otherwise incredibly resilient machine. 


The danger that the Deathbringer poses depends on the 
specific variation you're currently facing due to differences 
in which attacks it can use, but there are some generalities 
that can be discussed. The Foot Stomp and two Rocket Pod 
attacks are used by all Deathbringer variants, and dealing 
with them is fairly straightforward, at least relative to the 
other attacks of the Deathbringer. The Foot Stomp has fairly 
short range and can be avoided with good positioning, and 
the Rocket Salvo can be entirely avoided by simply sprinting 
in a circle around the Deathbringer. Nearly all of the Death- 
bringer's attacks can be disabled by destroying or removing 
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the corresponding Component. However, these typically 
require quite a bit of Direct or Tear damage, so we highly 
recommend coming equipped with Hardpoint or Tearblast 
Arrows [> 3]. Good modifications will streamline the 
process of removing these, and the necessity to do so will 
depend on how comfortable you are with leaving these 
Components intact. 


You'll want to maintain a Fire effect on the Deathbringer 

as much as possible [>O 4]. Doing so will not only deal 

a significant amount of damage over its duration, but will 
facilitate targeting the various weapon or cooling system 
Components. The most effective method here will be 
forcing the Deathbringer to Overheat, then immediately 
switching to Hardpoint or Precision Arrows to destroy the 
Stabilizers to properly incapacitate it. Otherwise, you'll 
need to be very mindful to pick your attack timings so as to 
not get stuck aiming your shots while the Deathbringer is 
initiating one of its various attacks. While sprinting in a circle 
around the Deathbringer, tap (2) and (RJ to very quickly 
loose Fire Arrows into the machine's body without slowing 
down. Once the Deathbringer starts to expose its Core, you 
can choose to focus on this instead of continuing to target 
the weapon Components, Stabilizers or cooling system 
Components. This is the faster, more effective option, but is 
certainly not as safe. 


Additionally, if the Deathbringer variant you are facing comes 
equipped with the Gun Turret Components, you can remove 
them and use the weapon against the Deathbringer. This 
heavy weapon deals incredible amounts of damage, but 
wielding it will hinder your mobility quite a bit, making you 
rather vulnerable to the machine's projectile attacks [> 5). 
Consider waiting until all six Stabilizers have been destroyed 
before using the Deathbringer Gun to maximize its potential. 
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achines aren't the only danger you'll face in the untamed 

lands of Horizon — you'll often cross paths with hostile 
humans as well. Human enemies hail from a diverse array 
of backgrounds, but most use the same general sets of 
tools and are categorized in this section according to their 
capabilities and behavior. While humans have no elemental 
strengths or weaknesses, all are vulnerable to headshots 
nd nearly all are susceptible to the madness inflicted by 
Corruption Arrows. Some human enemies will employ long- 
range projectiles or elemental attacks such as Fire Arrows; 
others specialize in close combat and will perform swift 
combos with melee weapons, while still others will bring 
to bear the sheer force of a Firestriker or Deathbringer Gun. 
Human enemies identified by name often use unique attacks 
or tricks, making them especially dangerous opponents. 


o 


As you progress through the game, you'll eventually begin 
to encounter human enemies with the ‘Heavy’ or ‘Elite’ 
designations. These foes have a ring around the skull icon 
when you scan them, and the skull remains above their 
heads afterwards to indicate that they are more dangerous 
than their standard counterparts; expect them to put up a vi- 
cious fight if they manage to track you down [90 1]. Heavy 
and Elite units attack faster than basic enemies, deal bonus 
damage and are considerably harder to kill; they also have 
higher accuracy and are more likely to block or dodge Aloy's 
attacks, so you should always prioritize getting rid of them 
first when they appear as part of a group. Provided that you 
haven't yet been spotted, the safest way to accomplish this 
is to turn them against their allies by shooting them with 
Corruption Arrows — doing so will not only distract your 
enemies’ attention, but thin out their ranks as well. 


Naturally, you'll earn better rewards by overcoming stronger 
enemies: the higher an opponent's level, the more Expe- 
rience Points you'll earn from defeating him (please see 
P56 for further information). Heavy and Elite units also drop 
larger quantities of Metal Shards, healing potions, Resource 
Supply Boxes and valuable Desert and Slagshine Glass; 
uniquely, they'll occasionally yield Shock or Detonating Blast 


-_ 
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Traps as well. If you're hunting for Desert or Slagshine Glass 
in particular, Heavy units are the best enemies from whom 
to procure it; the preferred means of doing so is to par 

tially clear one of the later Bandit Camps and immediately 
eliminate any Heavies while avoiding the other bandits, then 
retreat to the nearest Campfire, save your game and reload 
that file to respawn any defeated bandits in the camp so 
that you may kill and loot them again [>D 2]. 


ATTRIBUTES 


While human enemies do not have specific elemental 
weaknesses, they are still susceptible to severity buildup 
and status ailments from elemental attacks [> 3]. The 
‘Critical Hit’ and ‘Silent Strike’ Skills may be used on human 
targets in the same way as on machines, though bear in 
mind that you'll need the ‘Leader Strike’ Skill in order to 
use either technique on Heavy and Elite units. Additionally, 
humans are subject to a different set of damage modifiers 
than machines while under the effects of the Freeze status: 
in a frozen state, human enemies will receive an additional 
25% damage from single-target projectiles and an addi- 
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tional 15% damage from explosions, melee attacks, Critical 
Hits and Silent Strikes. These damage bonuses stack with 
the weak point multipliers for headshots, which can prove 
useful against tougher Heavy and Elite units. 


The exact damage bonuses for headshots vary depending 
upon the target's strength: standard enemies will receive 
five times more damage from headshots and will suffer 

a long stagger afterward, whereas Heavy and Elite units 
will only take twice as much damage and will incur a much 
shorter stagger if they survive. Many ranged Elites also 
have an increased chance to dodge projectiles and will 
attempt to do so more often than their lesser counter 
parts, which means that area attacks like Blast or Proximity 
Bombs will often prove more effective against them than 
single-target projectiles like arrows [>O) 1]. 


BEHAVIOR 


Human enemies can be encountered standing still, fol- 
lowing patrol routes or walking along roads throughout 

the world, and will detect and engage you based upon the 
same perception and alertness system as machines. When 
unaware of your presence, their perception ranges (direct 
perception, peripheral view and hearing) are reduced. The 
initial build-up to spotting a potential threat is shown by the 
Alert Icon changing from white to yellow, following which 
the enemy will become suspicious and move in to inves- 
tigate. As the enemy nears your location, the Alert Icon 
will indicate the enemy's increasing suspicion by turning 
from yellow to red; unless you hide or move away at this 
point, the enemy will eventually confirm you as a threat and 
initiate combat. 


If any enemy other than a Sniper establishes a direct line 

of sight to you at a distance of 20m or less, that enemy 
will advance directly to the ‘Suspicious’ status and his Alert 
Icon will instantly turn yellow; at distances of 15m or less, 


= 


244 HORIZON ZERO DAWN COLLECTOR'S EDITION GUIDE 


the enemy will bypass the ‘Suspicious’ stage and imme- 
diately become Alerted’, at which point your position has 
been compromised and the enemy will attempt to initiate 
combat. Snipertype enemies will instantly become Alerted’ 
if they spot you at a distance of 25m or less, but will other 
wise progress through the normal alertness stages outside 
of that range and will not abandon their perches to pursue 
you. While hearing, seeing or being hit by explosions or 
projectiles will raise enemies’ alert levels, they cannot initi- 
ate combat until after visually confirming your presence or 
taking damage from one of your attacks. 


Any enemies that become suspicious, either through your 
direct action or after spotting the corpses of slain allies, will 
conduct a search for potential sources of the threat [>D 2]. 
Hiding in tall grass or underwater via Stealth Swimming 
enables you to avoid detection, but suspicious enemies can 
still spot you at extremely close range even while you're 
hidden. After initiating combat with you or other opposing 
forces, enemies will keep fighting until all their targets are 
lost, at which point they will begin another search [>O 3]. 
If multiple enemies from the same faction are present, 
only a few will actively search your last Known location; the 
remainder will hold their positions and stay on the lookout. 
A timer is shown on the enemies’ Alert Icons while they 
investigate; once this timer reaches zero, the search ends 
and the enemies will return to their idle behaviors. 


E nemies in this category specialize in powerful close- 
range combo attacks with melee weapons. They do not 
use ranged attacks at all and cannot counterattack from 

far away, but they are good at closing short distances with 
lunging swings much like Aloy’s own heavy spear strike 
[>0 4]. Melee specialists attack relentlessly and can lock 
you in multi-hit combos if you remain within their reach for 
too long; they are especially dangerous if they manage to 
corner you as they can make it very difficult to escape if you 
don't have enough room to dodge their swings. These foes 
are capable of quickly decimating their allies’ ranks while 
under the effects of Corruption Arrows, so they should 

be priority targets when you need a temporary diversion 
[>D 5]. 


If you engage multiple melee-type enemies in combat 
simultaneously, only one of them will attack at a time; the 
others will move in to surround you, but will hang back 

and take turns attacking rather than charging in all at once. 
Should you target a melee-type enemy from a sniping perch 
or other position that they cannot access, they will flee and 
hide behind the nearest available form of cover until either 
they forget about your presence or you move from that lo- 
cation to one which they can reach on foot. Enemies in this 
category will attempt to dodge your projectiles if you aim 

a ranged weapon at them for an extended period of time; 
however, they are able to do so only when aware of your 
presence, so try to eliminate them silently without giving 
yourself away. 


HUMAN TARGETS MELEE TYPES 
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Stats 
Unit Type HP Attack Type Damage Additional Info 
Light Attack 35 (up to x3 Combo) 
Bandit Fighter 50 Strong Attack 80 (up to x2 Combo) - 
Leaping Attack 120 
Light Attack 70 (up to x3 Combo) Blocks light melee 
“ ; fe attacks after 1 attack 
Elite Bandit 200 Strong Attack 160 (up to x2 Combo) ineteadlotion 
Pioneer Shorter time bet 
Leaping Attack 240 olLeraine Denyse) 
melee attacks. 
Light Attack 65 (up to x3 Combo) 
Bandit Slugger 105 Strong Attack 156 (up to x2 Combo) - 
Leaping Attack 195 
ExplosivelArrow. 30 Projectile Damage, 100 
Explosive Damage 
; . Light Attack 100 (up to x3 Combo) 
GAGES iE: eo Strong Attack 150 (up to x2 Combo) 
Leaping Attack 200 
Bash/Kick 100 
250 Explosive Damage up 
Timed Grenade to 1m radius, scaling to The Blaze Tanks on the 
no 125 at 5m Dredger’s back can be 
Cultist Dredger 1g0__ Light Attack 60 (up to x3 Combo) detonated with Fire 
Arrows, even after his 
Strong Attack 90 (up to x2 Combo) death. 
Leaping Attack 120 
Explosion (First hit +100 up to 2.5m, scaling 
Bandit Brawler 65 Only) down to 0 at 4m 
Light Attack 30 (up to x3 Combo) 
Strong Attack 80 (up to x2 Combo) 
Carja Leaping Attack 100 
Outlander 120 Spin Attack 150 
(Explosive Double Spin Attack 100 
Staff) : 3 A 
Kick 150 The tip of the Explosive 
Overhead Slam 150 Staff detonates on first 
F A % = successful contact for 
Explosion (First hit +100 up to 2.5m, scaling —_ xtra damage (one time 
only) down to 0 at 4m only). 
Light Attack 30 (up to x3 Combo) 
Odund's Strong Attack 120 (up to x2 Combo) 
Marvel Leaping Attack 150 
(Explosive EES = a 
Staff) Spin Attack 150 
Double Spin Attack 150 
Kick 100 
Overhead Slam 150 
Carja 5 
Spearman 110 Light Attack 50 (up to x3 Combo) 
Strong Attack 120 (up to x2 Combo) 
Shadow 7 
Soldier 185 Leaping Attack 150 - 
i Spin Attack 150 
Double Spin Attack 150 
Kikuk’s Killer I 
(Spear) 150 Kick 100 
Overhead Slam 150 
500 Explosive Damage up —_ Blocks light melee 
Timed Grenade to 1m radius, scaling to attacks after 1 attack 
250 at 5m instead of 2. 
Elite Cultist A Faster dodging reaction 
Dradger 300 Light Attack 120 (up to x3 Combo) eaientalined attend less 
Strong Attack 180 (up to x2 Combo) time between dodges. 
feepnatece 240 Shorter time between 
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melee attacks. 


hen you face human enemies 

who are unaware of your pres- 
ence, your weapon of choice will 
typically be either the Sharpshot 
Bow with Precision Arrows or the 
Shadow Hunter Bow with Hardpoint 
Arrows. Shooting humans in the head 
with these ammunition types inflicts 
severe damage and will instantly fell 
weaker enemies, though repeated 
shots may still be necessary for 
Heavy and Elite units; in the latter cas- 
es, headshots performed after nock- 
ing multiple arrows with the ‘Double 
Shot’ or ‘Triple Shot’ Skills may still 
prove sufficient to bring down your 
targets before they can counterat- 
tack or raise an alarm. All enemies in 
this category are susceptible to Fire, 
Freeze and Shock damage, with Fire 
being particularly useful for preventing 
opponents from attacking and Shock 
attacks providing opportunities to 
follow up with Critical Hits. 


Enemies in this category do not use 
ranged attacks, so the most effective 
Outfits for mitigating the damage 
they inflict is the Nora Protector line 
‘or the Silent Hunter line if you prefer 
a stealthy approach). However, since 
hese foes typically appear alongside 
ranged attackers, you may want to 
equip your Nora Protector Outfit with 
Weaves that increase its resistance 

0 projectiles for all-around protection. 
Non-Elite units are susceptible to Si- 
ent Strikes while you are concealed, 
but you'll need the ‘Leader Strike’ Skill 
in order to use this strategy against 
Elite enemies. The ‘Strong Strike’ Skill 
will increase your Silent Strike dam- 
age against these hardy opponents, 
and eliminating them with headshots 
is far easier if you have access to the 
‘Concentration’ Skill. 


nats eee STRATEGY 


High 3-9 Metal Shards 

1 Resource Supply Box elee enemies will prioritize closing in and pressuring you 
Bandit Fighter nate 1 Health Potion with slow, heavy swings and faster combos. The best 
Sa iad 1 Full Health Potion offense against these dangerous fighters is a good defense: 
Elite Bandit Fighter Extremely Low 1 Health Boost Potion as long as you keep out of their reach and wear them down 
Cultist Priest 1 Fast Travel Pack at range, they cannot harm you. If you have not yet been de- 
erreeede! Low 1 Desert Glass tected, pick them off with headshots or Lure Call them into 
Dredger Very Low 1 Slagshine Glass patches of tall grass and eliminate them with Silent Strikes 
peated i Reflective Ancient before they can alert their allies to your presence. Should 
Kikuk’s Killer erent, you be forced to engage melee-type opponents in direct 
(Spear) jen: combat, disable them with Fire or Shock attacks and hit 
Odund’s Marvel Charm a aye z 4 

them with Critical Hits or arrows before they recover. Slings 


(Explosive Staff) Smooth Ancient 


Extremely Low 


Carja Outlander Charm are particularly useful against groups of these enemies 
alee aetaly ; Irregular Ancient owing to their area of effect, so try to funnel your targets 
Charm through choke points or group them together and hit them all 
1 ee Ancient at once with incapacitating Fire or Shock Bombs [30 1-3]. 
Elite Bandit Fighter 3 Metal Shards 
i i Guaranteed 
sili ule 6 Metal Shards 
redger 
Recommended Weapons 
Weapon Name AmmoType 
Sharpshot Bow Precision Arrow 
Shadow Hunter Bow Fire Arrow, Hardpoint Arrow 
Shadow War Bow Shock Arrow, Corruption Arrow 
Shadow Sling Shock Bomb, Freeze Bomb, Fire Bomb 
Shadow Rattler Freeze Bolt, Metal Bolt 
Spear Heavy Attack, Silent Strike, Critical Hit 
Recommended Outfits 
Outfit Type Nora Protector, Nora Silent Hunter 
Recommended Skills 
Skill Lure Call, Silent Strike, Critical Hit +, Leader Strike, 
Strong Strike +, Concentration +, Double Shot, 
Triple Shot 


CHAPTER O3 HUNTING TARGETS 247 


RANGED TYPES 


his category encompasses normal and Elite enemy 

units that utilize ranged attacks in combat. Each of these 
enemies also uses basic melee attacks when cornered, 
though in many cases such attacks are limited to a kick or a 
single swing with a makeshift weapon. Ranged specialists 
employ a variety of ammunition types including ordinary 
arrows, Fire Arrows and even arrows fixed with explosive 
warheads; Snipers will detect you from further away than 
other units and Elite members of this class have increased 
accuracy, making them especially dangerous targets. Most 
of these enemies pose a greater threat from a distance 
than they do up close; melee attacks are reasonably effec- 
tive against them in a pinch, though Elite units are resistant 
to knockdown attacks. 


248 HORIZON ZERO DAWN COLLECTOR'S EDITION GUIDE 


Stats 
Unit Type HP Attack Type Damage Additional Info 
Cultist Thug 90 Hardpoint Arrow 75 
Carja Outlander (Bow) 60 Bash/Kick 100 . 
Cultist Punisher 150 a 
Metal Bolt 20 per individual bolt 
Odund’s Marvel (Rattler) 150 - 
Mercenary Gunner 150 Bash/Kick 150 
70 Projectile Damage, 
Cultist Sniper 80 Fire Arrow 10 Fire Damage, 15 Fire Perception range is in- 
Severity creased by 5m when 
Bandit Sniper 35 idle or suspicious, 
= " and by 40m when 
Shadow Sniper ‘140: Bash/Kick 100 engaged in combat. 
Odund's Marvel (Bow) 70 
91 Projectile Damage, 
. Fire Arrow 13 Fire Damage, 19.5 
Bandit Marksman 75) Fire Severity - 
Bash/Kick 130 
11.25 Projectile Damage, Blocks light melee 
Fire Bolt 11.25 Fire Damage, 75 _ attacks after 1 attack 
Fire Severity per bolt instead of 2. 
Elite Cultist Punisher 350 Faster dodging 
. reaction when aimed 
Bash/Kick 225 at, and less time 
between dodges. 
Blocks light melee 
! attacks after 1 attack 
Hardpoint Arrow 150 instead of 2. 
Faster dodging 
Elite Cultist Archer 240 reaction when aimed 
at, and less time 
Bash/Kick 200 between dodges. 


Elite Cultist Sniper 


BanditThug 


Bandit Warrior 


Elite Bandit Archer 


Elite Bandit Sniper 


200 


50 


160 


135 


Freeze Arrow 


15 Projectile Damage, 
150 Freeze Damage, 
112.5 Freeze Severity 


Bash/Kick 200 
Hunter Arrow 50 

Bash/Kick 100 
Hardpoint Arrow 97.5 
Bash/Kick 130 
Hunter Arrow 100 
Bash/Kick 200 


Explosive Arrow 


Bash/Kick 


39 Projectile Damage, 
130 Explosive Damage 


130 


Higher accuracy. 
Faster rate of fire. 


Perception range is in- 
creased by 5m when 
idle or suspicious, 

and by 40m when 
engaged in combat. 
Blocks light melee 
attacks after 1 attack 
instead of 2. 

Perfect accuracy. 


Blocks light melee 
attacks after 1 attack 
instead of 2. 

Faster dodging 
reaction when aimed 
at, and less time 
between dodges. 
Higher accuracy. 
Faster rate of fire. 


Perception range is in- 
creased by 5m when 
idle or suspicious, 

and by 40m when 
engaged in combat. 
Blocks light melee 
attacks after 1 attack 
instead of 2. 

Perfect accuracy. 
Faster rate of fire. 


HUMAN TARGETS RANGED TYPES | 


H eadshots are the preferred means 
of eliminating ranged attackers as 
long as you have surprise on your side 
[30 1]. The ‘Concentration’ Skill pro- 
vides a crucial advantage when lining 
up a shot; additionally, it is possible to 
drastically increase your accuracy by 
centering the Focus reticule on your 
target's head and immediately holding 
L2) to ready your bow, at which point 
a fully-drawn shot is almost certain 

0 land as long as the target doesn't 
move. Shock and Fire Bombs are 
effective against Elite ranged units 
and can help prevent them from 
bombarding you while you focus on 
more immediate threats; moreover, 
these enemies are often perched in 
locations from which they can wreak 
havoc on their own forces while under 
the effects of Corruption Arrows. 


Most enemies in this category use 
only rudimentary close-range attacks, 
so if you face a group comprised 
primarily of archers you'll benefit most 
from Oseram Arrowbreaker Outfit. 
The Nora Silent Hunter line is also 
effective if you prefer to stay out of 
sight rather than risk being hit, and 
the Carja Blazon variants can help cut 
down on the damage from enemies’ 
Fire Arrows (though overall you're still 
better off with an Arrowbreaker out- 
fit). You may also climb watchtowers 
and other elevated locations where 
ranged attackers are positioned and 
eliminate them with the ‘Strike from 
Below’ Skill while hanging; the Nora 
Silent Hunter Outfit allows you to ap- 
proach these spots and perform Silent 
Strikes with greater ease, though Elite 
units still require you to possess the 
‘Leader Strike’ Skill [> 2]. 
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Stats 
Unit Type 


Carja Archer 


Shadow Archer 


HP Attack Type 
Precision Arrow 
Bash/Kick 
Precision Arrow 


165 Timed Grenade 


Damage 
100 
100 
100 


250 Explosive Damage up to 1m radius, 


scaling to 125 at 5m 


Bash/Kick 100 
Hunter Arrow 50 
Kikuk’s Killer (B 0 
ee Bow) u Bash/Kick 100 
Odund’s Marvel (Bow, A) age cutter Arrow _60 
Bash/Kick 100 
ie nwien 70 Projectile Damage, 10 Fire Damage, 
Odund’s Marvel (Bow, B) 200 15 Fire Severity 
Bash/Kick 100 


Mercenary Forgesmith 


Mercenary Warrior 


Loot 
Enemy 


Cultist Thug 

Cultist Punisher 
Cultist Sniper 

Elite Cultist Dredger 
Elite Cultist Punisher 
Elite Cultist Archer 
Elite Cultist Sniper 
BanditThug 

Bandit Warrior 

Bandit Sniper 

Bandit Marksman 
Elite Bandit Archer 
Elite Bandit Sniper 
Carja Archer 

Carja Outlander (Bow) 
Shadow Archer 
Shadow Sniper 
Kikuk’s Killer (Bow) 
Odund’s Marvel (Bow) 
Mercenary Forgesmith 
Mercenary Gunner 
Mercenary Warrior 


Bandit Warrior 
Bandit Marksman 
Elite Cultist Punisher 
Elite Cultist Archer 
Elite Cultist Sniper 
Elite Bandit Archer 
Elite Bandit Sniper 


Timed Grenade 


180 Light Attack 


250 Explosive Damage up to 1m radius, 


scaling to 125 at 5m 
35 (up to x3 Combo) 


Strong Attack 80 (up to x2 Combo) 
Leaping Attack 120 
Precision Arrow 100 
Light Attack 70 (up to x3 Combo) 
Strong Attack 110 (up to x2 Combo) 
120 Leaping Attack 130 
Spin Attack 120 
Double Spin 
Attack (a9 
Kick 80 
Drop Chance Amount Item 


High 3-9 Metal Shards 

Low 1 Resource Supply Box 
Low 7 = 4 Health Potion 
Extremely Low 1 Full Health Potion 
Extremely Low 1 Health Boost Potion 
Extremely tor 1 Fast Travel Pack 7 

Low 1 Desert Glass 

Very Low 1 Siagshine Glass 
Extremely Low 1 Reflective Amen Giann 
Extremely Low 1 Polished Ancient Charm 
Extremely Low 1 Smooth Ancient Charm 
Extremely Low 1 Irregular Ancient Charm 
Extremely Low 1 Notched Ancient Charm 
Guaranteed 3 Metal Shards 
Guaranteed 6 Metal Shards 
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STRATEGY 


anged enemies tend to appear in 

locations that aren't easily or imme- 
diately accessible, which sometimes 
leaves you with no choice but to snipe 
them before they snipe you. Head- 
shots with Precision or Hardpoint 
Arrows are ideal, though you may 
eventually need the ‘Double Shot’ 
or ‘Triple Shot’ Skills in order to put 
down Elite units without reloading. 
The elevated vantage points where 
ranged enemies are typically posi- 
tioned can make it difficult to break 
their line of sight, but also leave them 
exposed and vulnerable to surprise at- 
tacks from tall grass or behind cover. 
The Snipertype units often stationed 
in these spots also serve as lookouts 
and their sharp eyesight enables them 
to spot you from farther away than 
other enemies, so they should be 
your first targets when approaching 
fortified positions like Bandit Camps 
or enclaves of Eclipse Cultists. 


Recommended Weapons 
Weapon Name 
Sharpshot Bow 


AmmotType 
Precision Arrow 


Shadow Hunter Fire Arrow, Hardpoint 
Bow Arrow 


Shock Arrow, Corruption 
Arrow 


Shock Bomb, Freeze 


Shadow War Bow 


shacowsling Bomb, Fire Bomb 
Heavy Attack, Silent 
Spear Strike, Critical Hit 


Recommended Outfits 


Outfit Type Oseram Arrowbreaker, 
Nora Silent Hunter, Carja 


Blazon 


Recommended Skills 


Skill Silent Strike, Critical Hit +, 
Strike from Below, Leader 
Strike, Strong Strike +, 
Concentration +, Double 
Shot, Triple Shot 


“GEE? EER A eS a ee RT ey AT UT 


E nemies in this category represent the ‘tank’ archetype: 
they move slowly, are highly durable and carry heavy 
weapons capable of swiftly dishing out lethal amounts of 
damage [30 1]. Heavies are among the most dangerous 
enemy units you'll encounter and are relatively rare outside 
of Quests; they typically support groups of weaker enemies 
and you'll never face more than two to three of them at a 
time. All Heavies except the Bandit Brute carry a unique 
temporary weapon which you may retrieve upon their de- 
feat; these Heavy Weapons have limited ammunition, slow 
Aloy’s movement to a crawl and are discarded upon Fast 
Travel or when their ammunition is depleted. The weapon 
carried by a Heavy unit depends upon the faction to which 
that unit belongs: Cultist Heavies wield Deathbringer Guns, 
Bandit Heavies tote Firespitters and Shadow Heavies use 
Firestrikers. 


eavy units are nearly impossible to knock down with 

melee attacks, so your Spear will be reserved for Silent 
Strikes and possibly a Critical Hit if you can inflict enough 
Shock severity to stun them. Bear in mind that the ‘Leader 
Strike’ Skill is necessary for performing Silent Strikes or 
Critical Hits on this enemy type. Headshots aimed with the 
‘Concentration’ Skill remain the optimal strategy if circum- 
stances allow, though you'll usually need the ‘Double Shot’ 
or ‘Triple Shot’ Skills to ensure an instant kill. These oppo- 
nents are particularly vulnerable to Fire and Shock Bombs 


HUMAN TARGETS HEAVY TYPES 


as they are too slow to escape either the initial blast or the 
lingering area effect; they can also be softened up with 
Freeze Bombs, Arrows or Bolts and subsequently mowed 
down with Metal Bolts, Precision Arrows, Hardpoint Arrows 
or Bombs from the Blast Sling. 


eavies are capable of inflicting utter devastation upon 
their allies while under the effects of Corruption Arrows 
and should be your top-priority targets if you choose to 
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Stats 
Unit Type HP 


Cultist Heavy 230 


Attack Type 
Deathbringer Gun 


Damage 


20 Projectile Damage per 
bullet 


Additional Info 


Blocks light melee attacks 
after 1 attack instead of 2. 


Bash/Kick 200 
é P 20 Projectile Damage, 120 6 
Bandit Heavy WE Firespitter Explosive Damage per shot Blocks light melee attacks 
Bash/Kick aa after 1 attack instead of 2. 
pee 25 Projectile Damage, 150 Blocks light melee attacks 
i r Firespitter i 
ae Bandit 250 2 Explosive Damage per shot after 1 attack instead of 2. 
eav' 2 * 
¥ Bash/Kick 250 Higher accuracy. 
Precision Arrow 200 
Light Attack 140 (up to x3 Combo) vy he ‘Triple Shot’ Skill 
Perera aa) Strong Attack 300 (up to x2 Combo) als eel : aia: 
andit Brute = locks light melee attacks 
oes (AEE = after 1 attack instead of 2. 
icl 
Overhead Slam 300 
Precision Arrow 200 


Elite Bandit 


Brute say 


Shadow 


Heavy Zale 


Mercenary 


Heavy 1000 


Loot 
Enemy 


Cultist Heavy 
Bandit Heavy 
Bandit Brute 
Shadow Heavy 
Mercenary Heavy 
Elite Bandit Heavy 


Elite Bandit Heavy 
Elite Bandit Brute 


employ this tactic. As their attacks are partly projectile-based, the Oseram Arrow- 
breaker Outfit will help minimize the damage from the lethal volleys of bullets or 


Light Attack 140 (up to x3 Combo) Beer er 
Strong Attack 300 (up to x2 Combo) nate we Ae aS 
- locks light melee attacks 
Leaping NEES o80) after 1 attack instead of 2. 
Kick 140 
Overhead Slam 300 
. 4 20 Projectile Damage, 120 . 
Giestikel Explosive Damage per shot Blocks light eles eHEES 
= = “— after 1 attack instead of 2. 
Bash/Kick 200 
3 a 10 Projectile Damage, 100 _ Has upgraded version of 
lange SU Explosive Damage per shot Firespitter with higher fire 
rate and reduced time 
before projectiles explode 
Bash/Kick 200 after impact. 
Blocks light melee attacks 
after 1 attack instead of 2. 
Drop Chance Amount Item 
Medium 20-80 Metal Shards 
Medium 5 Desert Glass 
Low 2-4 Resource Supply Box 
lore 5 Health Potion, Full Health Potion 
and/or Health Boost Potion 
Low 5-7 Shock Trap 
Low 5-7 Detonating Blast Trap 
Low iS) Slagshine Glass 
Extremely Low 1 Reflective Ancient Charm 
Extremely Low il Polished Ancient Charm 
Extremely Low 1 Smooth Ancient Charm 
Extremely Low 1 Irregular Ancient Charm 
Extremely Low 1 Notched Ancient Charm 
Guaranteed 5-20 Metal Shards 


rockets they'll send your way; you may also opt for the more balanced approach 
of boosting the ranged attack resistance of a Nora Protector Outfit with Modifi- 


cation Weaves to afford some protection against the melee enemies that usually 


appear alongside Heavy units. The ‘Leader Strike’ Skill is essential if you intend 


to use stealth tactics, in which case the Nora Silent Hunter Outfit will provide the 
greatest advantage. 
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Recommended Weapons 
Weapon Name AmmoType 
Sharpshot Bow Precision Arrow 


Shadow Hunter 
Bow 


Fire Arrow, Hardpoint 
Arrow 


Shock Arrow, Corruption 
Arrow 


Shock Bomb, Freeze 
Bomb, Fire Bomb 


Freeze Bolt, Metal Bolt 


Silent Strike, Critical Hit 
(Leader Strike required) 


Shadow War Bow 


Shadow Sling 
Shadow Rattler 


Spear 


Recommended Outfits 


Outfit Type Oseram Arrowbreaker, 


Nora Protector, Nora Silent 
Hunter 
Recommended Skills 


Skill Lure Call, Silent Strike, Crit- 
ical Hit +, Leader Strike, 
Strong Strike +, Concentra- 
tion +, Fast Reload, Double 
Shot, Triple Shot 


STRATEGY 


f you have access to Corruption 

Arrows, use them to turn Heavy 
units against their allies whenever 
possible — this tactic can create 
valuable distractions and is especially 
effective against Heavies surrounded 
by other enemies. In general, try to 
isolate enemies of this type by using 
Lure Call and draw them into seclud- 
ed locations so that you can eliminate 
them without being seen or heard. 
When tall grass is available, draw 
them into a larger patch and perform 
a Silent Strike, then immediately use 
Concentration and aim for their heads 
with a Double or Triple Shot. If you're 
unable to separate Heavy units from 
their allies, you may simply strike the 
entire group with area attacks; Fire 
Bombs are ideal for this purpose as 
your enemies will be unable to attack 
while burning, and Freeze Bombs can 
help you to eliminate your targets 
more quickly through other means. 


b 


learing the Bandit Camp at Blackwing Snag before initi- 

ating the ‘Sunstone Rock’ Quest is highly recommended 
as it will enable you to face Ullia without interference from 
other enemies. She uses only melee attacks, so the Nora 
Protector Outfit is your best bet for this encounter. Skills 
that enhance the effectiveness of headshots, such as 
Concentration and Triple Shot, are essential for felling Ullia 
before she can cover enough ground to bring her staff to 
bear; you may also lay a few Tripwires in her path as a con- 
tingency or employ elemental bombs at closer range. 


STRATEGY 


ou'll find Ullia perched on a bridge near the center of 

the Blackwing Snag Bandit Camp. If you've already 
cleared the camp, you may approach with impunity; other 
wise you'll need to at least eliminate any bandits standing 
between you and Ullia before you can safely attack. The 
simplest and most effective strategy is to sneak to any of 
the numerous locations in the camp that provide line of 
sight to Ullia while allowing you to remain undetected, nock 
three Precision Arrows via the ‘Triple Shot’ Skill, line up a 
headshot, activate the ‘Concentration’ Skill and immediately 
follow up with as many individual shots as are necessary 
to finish Ullia before she can respond to your attack. Failing 
that, you may lure her through a gauntlet of Blast Wires or 
simply immolate her with Fire Bombs while staying as far 
out of her reach as possible. 


Cr 


2 ENE 


Found in Side Quest ‘Sunstone Rock’ (R535) 


Stats 
UnitType HP AttackType Damage 
Light Attack 30 (up to x3 Combo) 
Strong Attack 80 (up to x2 Combo) 
Leaping Attack 100 
Ullia 500 Spin Attack 150 
Double Spin Attack 100 
Kick 150 
Explosion +100 up to 2.5m, scaling down 
(First hit only) toOat4m 
Loot 
Drop Chance Amount Item 
High 3-9 Metal Shards 
1 Resource Supply Box 
Low 1 Health Potion 
1 Desert Glass 
Very Low 1 Slagshine Glass 
1 Full Health Potion 
1 Health Boost Potion 
1 Fast Travel Pack 
Extremely low 1 Reflective Ancient Charm 
1 Polished Ancient Charm 
1 Smooth Ancient Charm 
1 Irregular Ancient Charm 
1 Notched Ancient Charm 
Recommended Weapons 
Weapon Name Ammo Type 
Sharpshot Bow Precision Arrow 


Shadow Hunter Bow 
Shadow Blast Sling 
Shadow Sling 
ShadowTripcaster 


Hardpoint Arrow 

Blast Bomb, Sticky Bomb 

Shock Bomb, Freeze Bomb, Fire Bomb 
Blast Wire, Fire Wire 


Recommended Outfits 


Outfit Type Nora Protector, Nora Silent Hunter 


Recommended Skills 


Skill Concentration +, Fast Reload, Double Shot, Triple Shot 
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Found in Side Quest ‘A Daughter's Vengeance’ (P380) 


Stats 
UnitType HP AttackType Damage Additional Info 
20 Projectile Dam- Blocks light me- 
Zaid pas Firestriker age, 120 Explosive _|ee attacks after 
a Damage per shot _4 attack instead 
Bash/Kick 200 of 2. 
Loot 
Drop Chance Amount Item 
2 20-80 Metal Shards 
Medium 
5 Desert Glass 
2-4 Resource Supply Box 
5 Health Potion, Full Health Potion and/or 
Health Boost Potion 
Low 


5-7 Shock Trap 
5-7 Detonating Blast Trap 
Slagshine Glass 


5 

1 Reflective Ancient Charm. 
1 Polished Ancient Charm 

1 Smooth Ancient Charm 

1 
1 


Extremely Low 
Irregular Ancient Charm 
Notched Ancient Charm 


| 
Recommended Weapons STR qTe bY 


Weapon Name AmmotType 
Sharpshot Bow Prope oa harue A fter freeing Nakoa, exit the cellar to trigger the arrival of 
Blast Sling Blast Bomb Zaid and his men. If you placed Traps and/or Tripwires 
CarjaTripcaster Blast Wire in their way beforehand, allow the approaching enemies 
Shadowing Shock Bormbileacolbompiarelbomt to trip your explosives before you move in to engage any 
Trap Blast Trap survivors. Shock or Fire Bombs will help keep Zaid inca- 
Trap Detonating Blast Trap pacitated if he’s still standing, and Blast Bombs will quickly 
5 wipe out the remaining soldiers; alternately, you may simply 
OSaDICAEES eM hie ' opt to use arrows or melee attacks if the vast majority of 
CUTTY Dom obits on otto ev Letel the enemy force is already dead by the time they engage 
Recommended Skills you [30 1]. With all targets neutralized, the Quest's final 
Skill Concentration +, Fast Reload, Double Shot, Triple Shot cutscene will trigger automatically. 


efore initiating the final encounter, set up a gauntlet of 

Blast Wires and Traps across the cart tracks parallel to 
the center of the adjacent stables — Zaid will arrive with a 
group of soldiers after you release Nakoa, and their path 
will take them straight through any explosives set in this 
location. If you have the Carja or Shadow Sling, be sure to 
bring enough Resources to craft plenty of Shock and Fire 
Bombs in case your Traps and Tripwires aren't enough to 
finish off Zaid and his men; Blast Bombs are also helpful for 
mopping up any weakened soldiers if any of them make it 
through your traps. 
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B ring as many healing potions as you can carry and 
enough resources to craft more should you run out. 
You'll have an opportunity to loot some supplies provided 
by Uthid, so put them to good use and top off your Sling, 
Tripcaster and Sharpshot Bow ammunition. You'll face 
several waves of enemies during this encounter, making 
area attacks like Fire and Shock Bombs essential for crowd 
control; Tripwires are useful for area denial and can help 
prevent the swarms of enemies from overwhelming you. 
You'll find a Disc Launcher in a nearby cave and the location 
itself provides excellent cover, so make use of them as 
soon as the battle starts. Since you'll be forced into open 
combat straight away, there's no use for Nora Silent Hunter 
Outfit here - wear a Nora Protector or Oseram Arrowbreak- 
er outfit to help turn aside the onslaught of attacks. 


STRATEGY 


dund will appear alongside a large group of his Odund's 

Marvel Outlanders, meaning you may either target him 
first or let Uthid handle him while you focus on beating back 
his mercenaries. Uthid will ultimately decide this for you: if 
he happens to engage Odund, leave them alone and turn 


UNIQUE ENEMIES ZAID | ODUND 


OOUND 


Found in Side Quest ‘Traitor's Bounty’ (P.415) 


Stats 
UnitType HP AttackType Damage Additional Info 
20 Projectile Dam- —_ Blocks light me- 
Zaid a Firestriker et 120 Explosive {ee attacks after 
amage per shot _ attack instead 
Bash/Kick 200 of 2. 
Loot 
Drop Chance Amount Item 
Madu 20-80 Metal Shards 
5 Desert Glass 
2-4 Resource Supply Box 
5 Health Potion, Full Health Potion and/or 
Health Boost Potion 
eau 5-7 Shock Trap 
5-7 Detonating Blast Trap 
5 Slagshine Glass 
1 Reflective Ancient Charm 
1 Polished Ancient Charm 
Extremely Low 1 Smooth Ancient Charm 
1 Irregular Ancient Charm 
1 Notched Ancient Charm 
Recommended Weapons 
Weapon Name AmmotType 


Sharpshot Bow Precision Arrow 
Blast Sling 


Carja Tripcaster 


Blast Bomb 
Blast Wire 


Shadow Sling Shock Bomb, Freeze Bomb, Fire Bomb 
Trap Blast Trap 
Trap Detonating Blast Trap 


Recommended Outfits 


Outfit Type Nora Protector, Oseram Arrowbreaker 


Recommended Skills 
Skill Concentration +, Fast Reload, Double Shot, Triple Shot 


your attention to fending off the incoming waves of Oser 
am; if not, immolate Odund with Fire Bombs or nock three 
Precision Arrows via Triple Shot and aim for his head using 
Concentration. Laying Tripwires on the ground will help slow 
your enemies’ advance, and Precision Arrows offer the best 
means of eliminating the archers raining arrows down on 
the battlefield. The Disc Launcher is most effective against 
enemies grouped in close proximity to one another, so 
choose your shots carefully and make use of the ‘Concen- 
tration’ Skill to help ensure that you hit your mark. 
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KIKUK 


Found in Side Quest ‘Traitor’s Bounty (P415) 


Stats 
UnitType HP AttackType 
Hunter Arrow 50 


Kikuk 200 . - 
Bash/Kick 100 


Damage Additional Info 


Loot 
Drop Chance Amount Item 
High 3-9 Metal Shards 
1 Resource Supply Box 
Low 1 Health Potion 
1 Desert Glass 
Very Low 1 Slagshine Glass 


Full Health Potion 

Health Boost Potion 

Fast Travel Pack 
Reflective Ancient Charm. 
Extremely Low ; x 
Polished Ancient Charm 
Smooth Ancient Charm 
Irregular Ancient Charm 


Notched Ancient Charm 


Recommended Weapons 
Weapon Name AmmoType 
Sharpshot Bow Precision Arrow 
Shadow Hunter Bow 
Shadow Blast Sling 
Shadow Sling 


Shadow Rattler 


Fire Arrow, Hardpoint Arrow 

Blast Bomb, Sticky Bomb 

Shock Bomb, Freeze Bomb, Fire Bomb 
Freeze Bolt, Metal Bolt 


Recommended Outfits 


Outfit Type Oseram Arrowbreaker, Nora Protector 
Recommended Skills 
Skill Critical Hit +, Strong Strike +, Concentration +, 


Fast Reload, Double Shot, Triple Shot 


he Shadow Sling and Shadow Blast Sling are your go-to 

weapons for this encounter as you'll be dealing with 
waves of lesser enemies along with Kikuk. There's no 
stealth option here, so bring your Nora Protector or Oseram 
Arrowbreaker Outfit and be prepared to fend off close-range 
attacks while under constant fire from archers. Precision 
Arrows are the best way to eliminate the archers and Dou- 
ble or Triple Shot can help expedite the process. You'll have 
to survive a sustained onslaught during this battle, so bring 
as many health potions as you can carry and ideally enough 
Resources to craft more in a pinch [90 1]. 
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STRATELY 


thid will join you for this battle and may end up deal- 

ing with Kikuk by himself if their paths cross during 
the battle. Should Uthid engage Kikuk early on, prioritize 
eliminating the Kikuk’s Killers mercenaries with bombs or 
arrows to prevent them from overrunning your position. If 
Kikuk has not already fallen by the time you've fended off 
his men, allow Uthid to distract him while you line up a 
Double or Triple Shot at his head with Precision Arrows. In 
the event that Kikuk engages you first, roll forward past him 
when he initiates a melee attack and sprint as far away as 
possible before you turn and retaliate with Precision Arrows 
or bombs. 


AE 
Bs i; 


STRATELY 


he three bandits will patrol around the building until they 

detect you while Hashiv remains in his initial location 
next to Gavan, so begin by either lining up a double or triple 
headshot on Hashiv before he notices you or striking him 
with Fire or Shock Bombs when the Bandit Thugs are close 
enough to be caught in the blast [>0) 2]. Focus on Hashiv 
first as he represents the greatest threat, then pick off any 
surviving bandits with Hardpoint Arrows to the head. 


UNIQUE ENEMIES KIKUK | HASHIV 


HASHIV 


Found in Side Quest ‘Sunstone Rock’ (R535) 


Stats 
Unit Type HP AttackType Damage Additional Info 
25 Projectile Dam- _ Blocks light me- 
Firestriker age, 150 Explosive __ lee attacks after 


1 attack instead 
of 2. 


Hashiv 225 Damage per shot 


Bash/Kick 250 Higher accuracy. 


Loot 
Drop Chance Amount Item 
Guaranteed 5-20 Metal Shards 
2 20-80 Metal Shards 
Medium 
5 Desert Glass 
2-4 Resource Supply Box 
5 Health Potion, Full Health Potion and/or 
Health Boost Potion 
Low 


5-7 Shock Trap 
5-7 Detonating Blast Trap 
Slagshine Glass 


5 
1 Reflective Ancient Charm 
1 Polished Ancient Charm 
Extremely Low 1 Smooth Ancient Charm 
1 Irregular Ancient Charm 
1 


Notched Ancient Charm 


Recommended Weapons 
Weapon Name 
Sharpshot Bow 


Ammo Type 
Precision Arrow 
Shadow Hunter Bow 
Shadow Blast Sling 
Shadow Sling 


Hardpoint Arrow 
Blast Bomb, Sticky Bomb 
Shock Bomb, Fire Bomb 


Recommended Outfits 


Outfit Type Oseram Arrowbreaker, Nora Protector, 


Nora Silent Hunter 
Recommended Skills 


Skill Critical Hit +, Strong Strike +, Concentration +, 
Fast Reload, Double Shot, Triple Shot 


b ioe face several Bandit Thugs along with Hashiv, so 
area attacks are ideal for this encounter. If you have 
access to Fire Bombs, use them; otherwise use Shock 
Bombs and Precision Arrows. You'll have the opportunity 
for a surprise attack, so the Nora Silent Hunter Outfit is an 
acceptable choice; however, you may see more benefit 
from a Nora Protector or Oseram Arrowbreaker Outfit as 
the battle can escalate quickly if you blow your ambush. As 
always, Concentration and Double or Triple Shot will tip the 
odds heavily in your favor. 
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RELENTLESS SHIVIN, MERCIFUL 


YUSIS & SdVdGE TdRdV 


Found in Side Quest ‘Traitor’s Bounty’ (R415) 


Stats 
Name HP AttackType Damage Additional Info 
Light Attack 100 (up to x3 Combo) 
Strong Attack 240 (up to x2 Combo) 
Leaping Attack 300 Blocks light melee attacks 
Relentless = after 1 attack instead of 2. 
Shivi 370 Spin Attack 300 
Shivin ; Shorter time between melee 
Double Spin Attack 300 attacks. 
Kick 200 
Overhead Slam 300 
20 Projectile Damage, 
Savage car Firestriker 120 Explosive Damage —_ Blocks light melee attacks 
Tarav per shot after 1 attack instead of 2. 
Bash/Kick 200 
Perception range is increased 
c ix 120 Projectile Damage, by 5m when idle or suspicious, 
SIU PEON AITO 140 Corruption Severity and by 40m when engaged in 
Merciful 300 CEU 
Yusis Blocks light melee attacks 


Bash/Kick 
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after 1 attack instead of 2. 
Perfect accuracy. 
Faster rate of fire. 


Y ou'll face all three of these 
extremely dangerous opponents 
at once, so choose an Outfit that pro- 
vides as much protection from their 
attacks as possible and be sure to fit 
it with Modification Weaves that en- 
hance its effects. The Nora Protector 
line provides the best defense against 
Shivin's lethal melee attacks, while 
the Oseram Arrowbreaker Outfit will 
soften the blows from Tarav's Firestrik- 
er rockets. In addition, bring as many 
Antidotes as you can carry and be pre- 
pared to craft more during the battle 
~Yusis will constantly bombard you 
with Corruption Arrows and you're 
better off counteracting their effects 
with consumable items than sacrific- 
ing defense against Shivin and Tarav's 
attacks for a Banuk Sickness-Eater 
Outfit. You won't have much time to 
use Double or Triple Shot here, but 
Concentration is still extremely helpful 
for reliably landing attacks. 


athe 


Js 


A UNIQUE ENEMIES RELENTLESS SHIVIN, SAVAGE TARAV & MERCIFUL YUSIS 


Loot 
Enemy Drop Chance Amount Item 
Guaranteed 6 Metal Shards 
High 3-9 Metal Shards 
Resource Supply Box 
Low Health Potion 
Desert Glass 
Relentless Very Low Slagshine Glass 
Shivin & Full Health Potion 


Merciful Yusis Health Boost Potion 


Fast Travel Pack 
Extremely Low Reflective Ancient Charm 


Polished Ancient Charm 


Smooth Ancient Charm 
i) Irregular Ancient Charm 
20-80 Metal Shards 
5 Desert Glass 


Medium 


24 Resource Supply Box 


Health Potions (assort- 
ment of Health Potion, 
Full Health Potion, Health 
Low Boost Potion) 


5-7 Shock Trap 


Savage Tarav — 
5-7 Detonating Blast Trap 
5 Slagshine Glass 
1 Reflective Ancient Charm 
1 Polished Ancient Charm 
Extremely Low el Smooth Ancient Charm 
1 Irregular Ancient Charm 
1 Notched Ancient Charm 
Recommended Weapons 
Weapon Name AmmoType 
Sharpshot Bow Precision Arrow 
Shadow Hunter Bow Fire Arrow, Hardpoint Arrow 
Shadow Tripcaster Shock Wire, Fire Wire 
Shadow Sling Shock Bomb, Fire Bomb 
Shadow Rattler Freeze Bolt, Metal Bolt 


Recommended Outfits 


Outfit Type Oseram Arrowbreaker, Nora Protector 
Recommended Skills 
Skill Critical Hit +, Strong Strike +, Concentration +, 


Fast Reload, Triple Shot 


ii 
me) 


STRATELY 


i] espite having Uthid as backup during this encounter, 
you'll be fighting for your life under the best of circum- 
stances. Shivin will relentlessly chase you down in a flurry 
of deadly melee attacks while Tarav and Yusis take potshots 
at you from a distance. Tarav's Firestriker severely limits 
his mobility, so try to lure Shivin toward him and hit both 
of them at the same time with Fire or Shock Bombs while 
keeping one of the boulders between yourself and Yusis 
[20 1]. As long as you maintain a steady barrage of the 
aforementioned bombs on Shivin and Tarav, they'll remain 
incapacitated while you chip away at their considerable 
reserves of health. When Tarav falls, retrieve his Firestrik- 
er and use it to finish Shivin (if he’s still alive) and Yusis 
[>D 2/3]. 


If you don’t have a Carja or Shadow Sling, you may instead 
set Tarav ablaze with Fire Arrows or Fire Wires to prevent 
him from attacking while you deal with Shivin; in this case 
you'll need to lay Shock or Fire Wires in Shivin's path with 
your Tripcaster to prevent him from running you down while 
you attack Tarav. If you need a safe spot at which to regroup 
or craft more ammunition, return to the southern end of the 
area and drop from the ledge to the path through which you 
originally entered the area — the enemies will not follow you 
there, so you can take as much time as you need to prepare 
before diving back into the fray. 
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Vdsdl & OMds 


Found in Side Quest ‘Hunters’ Blind’ (R407) 


Stats 
UnitType HP AttackType Damage 
Light Attack 50 (up to x3 Combo) 
Strong Attack 120 (up to x2 Combo) 
Leaping Attack 150 
Vashad 200 Spin Attack 150 
Double Spin Attack 150 
Kick 100 
Overhead Slam 150 
Goes aie Precision Arrow 100 
Bash/Kick 100 
Loot 
Drop Chance Amount Item 
High 3to9 Metal Shards 
1 Resource Supply Box 
Low 1 Health Potion 
1 Desert Glass 
Very Low i Slagshine Glass 


Full Health Potion 

Health Boost Potion 

Fast Travel Pack 
Reflective Ancient Charm 
Extremely Low = - 
Polished Ancient Charm 
Smooth Ancient Charm 


Irregular Ancient Charm 


Notched Ancient Charm 
Recommended Weapons 
Weapon Name AmmotType 
Sharpshot Bow Precision Arrow 
Shadow Hunter Bow Fire Arrow, Hardpoint Arrow 
Shadow Blast Sling Blast Bomb, Sticky Bomb 
Shadow Sling Shock Bomb, Freeze Bomb, Fire Bomb 
Shadow Rattler Freeze Bolt, Metal Bolt 
Recommended Outfits 
Outfit Type Oseram Arrowbreaker, Nora Protector 
Recommended Skills 
Skill Critical Hit +, Concentration +, Fast Reload, Double 


Shot, Triple Shot 
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ou can avoid this encounter by either bringing a Snap- 

maw Heart with you to the camp or promising to 
provide one on condition that the hunters take their leave. If 
you have an abundance of Metal Shards and don't feel like 
hunting a Snapmaw yourself, you may opt instead simply to 
purchase a Snapmaw Heart from the Machine Resources 
vendor in Meridian. If you do choose to fight, bring a Shad- 
ow Sling for area attacks or Shadow Rattler to keep your tar- 
gets immobilized while rapidly wearing away at their health. 
You won't have an opportunity to sneak up on your targets, 
so wear a Nora Protector or Oseram Arrowbreaker Outfit 
to cut down on the damage from their attacks instead. The 
‘Concentration’ Skill is particularly important for buying you 
more time to react in this close-quarters encounter. 


STRATEGY 


f you opt to pick a fight rather than negotiating, Vashad 

will immediately rush you while Omas and the two Bandit 
Thugs attack from afar. Try to hit both Vashad and Omas 
with a Fire Bomb while they're still close to each other and 
headshot the Bandit Thugs with Precision Arrows while the 
others burn; otherwise target the two hunters individually 
with Fire Bombs or Arrows to keep them out of your hair 
while you pick off their weaker cohorts. Shock Bolts are also 
useful for keeping Vashad and Omas down if you're unable 
to catch them both in the blast from a Fire Bomb. 


STRATEGY 


5 ou'll need to destroy a sonic device in the throne room 
and rescue Avad before engaging Dervahl in battle. His 
Tearblaster inflicts heavy damage and sends you flying if 

it hits, but his rate of fire is slow and he’s fairly vulnerable 
at close range. Bombard him with a steady barrage of Fire 
Bombs to wear away his health while preventing him from 
counterattacking, then switch to Precision or Hardpoint 
Arrows while he burns to pile on additional damage [30 1]. 
Two Mercenary Warriors will eventually arrive to support 
Dervahl, but it is possible to defeat him before they appear 
— if you can manage to do so, you may hunt them down 
individually; otherwise, group your targets as best you can 
and continue using Fire Bombs to keep them from over 
powering you while you pincushion them with Precision or 
Hardpoint Arrows. 


UNIQUE ENEMIES VASHAD & OMAS | DERVAHL 


DERVGHL 


Found in Main Quest ‘The Sun Shall Fall’ (P318) 


Stats 
UnitType HP AttackType Damage Additional Info 


Immune to Silent 


Strike, Strike from 
Tearblaster 140 AbGie and Sikes: 
from Below even if 
ENC 300 you have the ‘Leader 
Strike’ Skill. 
Bash/Kick 150 


Vulnerable to Critical 
Hit if knocked down. 


Loot 
Drop Chance Amount Item 


Recommended Weapons 
Weapon Name 
Sharpshot Bow 


Ammo Type 
Precision Arrow 
Shadow Hunter Bow 
Shadow War Bow 
Shadow Sling 
Shadow Rattler 


Shadow Ropecaster 


Fire Arrow, Hardpoint Arrow 
Corruption Arrow 

Shock Bomb, Freeze Bomb, Fire Bomb 
Shock Bolt 

Tie Rope 


Recommended Outfits 


Outfit Type Oseram Arrowbreaker, Nora Protector, Banuk Ice 


Hunter, Shadow Stalwart 
Recommended Skills 


Skill Critical Hit +, Leader Strike, Strong Strike +, 
Concentration +, Fast Reload, Triple Shot 


ring a full satchel of healing potions and some spare 

Resources with which to craft more — you'll face a long 
battle against Dervahl and his minions with few opportuni- 
ties to regroup. This encounter is one of the rare instances 
in which the Shadow Stalwart armor truly shines — it can 
substantially mitigate the effects of Dervahl’s Tearblaster, so 
consider wearing a set if you have access to it. If not, bring 
a Nora Protector or Oseram Arrowbreaker Outfit for the 
first phase and/or a Banuk Ice Hunter outfit (or some Freeze 
Resist Potions) for the second. Fire Bombs are essential for 
keeping Dervahl incapacitated, so be sure you have plenty 
on hand; also consider using Shock Bolts or Tie Ropes to 
immobilize the pesky Glinthawks while you Override or 
destroy them. 
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NiL 


Found in Side Quest ‘Cause for Concern — Farewell’ (P376) 


Stats 
UnitType HP AttackType Damage Additional Info 
Te 
Flash Grenade Blinding Immune to Silent 
a Strike, Strike from 
Precision 1400 Above and Strike 
Arrow from Below even if 
Nil 1500... 100 (up tox3 you have the ‘Lead- 
Light Attack Combo) er Strike’ Skill. 
200 (up tox2 Vulnerable to Crit- 
Strong Attack ane ical Hit if knocked 


Leaping Attack 200 Glatt 


Loot 

Drop Chance Amount Item 
Guaranteed 85 Metal Shards 
Guaranteed Slagshine Glass 


rec Guaranteed loot Polished Ancient Charm 


Chance (Randomly picks 
one of these items) 


5 
il Reflective Ancient Charm 
1 
1 


Smooth Ancient Charm 


1 Irregular Ancient Charm 
i Notched Ancient Charm 


Recommended Weapons 
Weapon Name AmmoType 
Sharpshot Bow Precision Arrow 

Fire Arrow, Hardpoint Arrow 
Shock Wire, Fire Wire 
Shock Bomb, Fire Bomb 


Freeze Bolt, Shock Bolt, Metal Bolt 


Shadow Hunter Bow 
Shadow Tripcaster 
Shadow Sling 
Shadow Rattler 


Recommended Outfits 

Outfit Type Oseram Arrowbreaker, Nora Protector, Shadow 
Stalwart, Shield-Weaver 

Recommended Skills 


Skill Critical Hit +, Strong Strike +, Leader Strike, 
Concentration +, Fast Reload, Triple Shot 


ighting Nil is entirely optional; you'll have the choice to 

decline his challenge, in which case he'll lend his assis- 
tance during the penultimate Main Quest. If you decide to 
honor his final request, bring a Shadow Sling and Tripcaster 
with plenty of ammunition as well as some spare Resourc- 
es with which to craft more; a few healing potions are a 
good idea as well. Nora Protector or Oseram Arrowbreaker 
Outfit will provide the best protection, with the Arrow- 
breaker line being slightly more practical if you intend to 
fight a ranged battle. The ‘Concentration’ and ‘Double/Triple 
Shot’ Skills are helpful if you plan to use arrows, but Fire 
Bombs and Fire Wires are the best offensive options in this 
instance. 
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STRATEGY 


ash bombs similar to the disorienting attack used by 
chers, and will switch between these throughout the 
encounter; by keeping a close eye on which weapon he is 
currently holding, you can anticipate his attacks with relative 
ease and react to them as necessary. His flash bombs are 
bothersome but you can avoid their effects by breaking line 
of sight or wearing the advanced versions of the Shadow 
Stalwart Outfit, so use the terrain differences and obstacles 
in the area as cover to avoid being caught in the blasts. Nil 
will periodically draw his sword and rush straight toward 
you, offering prime opportunities to lure him into Traps or 
Tripwires. 


N il will attack with a sword, a bow and a unique type of 
f 
Wa 


T he safest and most effective strategy is to strike Nil with 
Fire Bombs — not only will these immobilize him and al- 
low you to follow up with headshots or other attacks while 
he burns, but the blast radius will often catch him when he 
attempts to roll out of the way. Shock Bombs will work as 
well, though they'll inflict less damage of their own; you 
may also plaster Nil with Sticky Bombs while he is shocked 
or burning and simply switch back to an incapacitating am- 
munition type as he stands up. Make good use of the cover 
in this area to obstruct Nil's ranged attacks and keep an eye 
on your health; when he falls, speak to him one last time to 
conclude the encounter. 


UNIQUE ENEMIES NIL | HELIS 


HELI 


Found in Main Quest ‘The Face of Extinction (R359) 


Stats 
UnitType HP AttackType Damage Additional Info 
50 Fire Damage 
Nepain on contact, 40 Fire Can block all 
P Damage per single-target 
Grenade arias th eae 
second within lin- projectiles when 
gering effect area not attacking. 
Helis 2000 175 (up to x3 Completely 
Light Attack Gombe) angie 
all command 
Strong Attack ceulupiions! attacks such as 
Combo) Silent Strike and 
Leaping Critical Hit. 
Attack $00 
Loot 


Drop Chance Amount Item 
200 Metal Shards 


Guaranteed 1 Crystal Braiding 
Weave - Very Rare 
20-80 Metal Shards 
Medium 
5 Desert Glass 


2-4 Resource Supply Box 
Health Potions (assortment of Health Po- 


3 tion, Full Health Potion, Health Boost Potion) 
EON 5-7 Shock Trap 
5-7 Detonating Blast Trap 
5 Slagshine Glass 
1 Reflective Ancient Charm 
il Polished Ancient Charm 
aay 1 Smooth Ancient Charm 
1 Irregular Ancient Charm 
1 Notched Ancient Charm 
Recommended Weapons 
Weapon Name Ammo Type 
Sharpshot Bow Precision Arrow 
Shadow Hunter Bow Fire Arrow, Hardpoint Arrow 
Shadow Blast Sling Blast Bomb, Sticky Bomb 
Shadow Sling Fire Bomb 
Shadow Tripcaster Blast Wire, Fire Wire 
Deathbringer Gun Heavy MG Round 


Recommended Outfits 
Outfit Type Nora Protector, Shadow Stalwart, Shield-Weaver 


Recommended Skills 
Skill Concentration +, Fast Reload, Triple Shot 


i Gee have as much preparation time as necessary, so 
stock up on healing potions, Traps and Resources — 
you'll need everything you can possibly carry into the long 
and arduous battle ahead [>0) 1/2]. If you've obtained the 
Shield-Weaver Outfit, now is a good time to use it; other 
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wise equip the Heavy Nora Protector Outfit and apply your 
strongest melee damage reduction Weaves. The Shadow 
Sling and Blast Sling are absolute necessities; Fire Arrows 
are highly recommended and Tripwires can be helpful as 
well. You should already have most if not all of the crucial 
combat Skills unlocked at this point, but be sure you've 
learned Concentration + and Triple Shot at bare minimum. 


STRATEGY 


hile Helis poses the greatest threat in this encounter, 

the cultists that appear with him can be extremely 
troublesome if you don't eliminate them quickly. Begin by 
eliminating the Cultist Heavy near your starting position 
using heavy attacks with the Lance, then retrieve his Death- 
bringer Gun and use it to pick off the remaining cultists 
before Helis reaches you. You may need to abandon the 
weapon and take evasive action if Helis closes in before you 
can finish the other enemies, in which case do your best to 
stay out of his way while you eliminate the stragglers with 
headshots or heavy melee attacks. 


You may use any ammunition remaining in the Deathbringer 
Gun to attack Helis, but he has the ability to block direct at- 
tacks with his arm when not performing another action and 
will usually do so if you take potshots at him; instead, keep 
as much distance from him as possible and launch Fire, 
Blast or Proximity Bombs at his feet, or Sticky Bombs at his 
body while continually backing away [>0) 1-3]. If you can 
establish enough space to safely lay Blast Traps or Proximity 
Bombs next to the Blaze Containers scattered throughout 
the area, you can lure Helis toward them for considerable 
damage when they explode; you may also detonate them 
manually using Fire Arrows. The Lance will inflict heavy 
damage on Helis, but using it requires you to engage him 

in close quarters and puts you at high risk of succumbing to 
his deadly melee attacks. 


Your location will come under fire from Deathbringers as 
you damage Helis and when his health drops below about 
50%, the outer stairway connecting the upper and lower 
halves of the battlement will begin to collapse. Keep the 
fight to the upper section from this point onward, so that 
you have more escape options available [>D) 4]. You'll have 
less room to work with, but you can always use the Slip- 
Line to escape to the lower area in an emergency. Continue 
to wear away at Helis with attacks he can’t block such as 
bombs and Tripwires until he collapses, then speak with 
him to end the battle once and for all. 
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WILDLIFE 


hile the machines and many of the people you'll 

encounter along the road will chase you down looking 
for a fight, you may take some comfort in knowing that 
the cute and cuddly animals of Horizon only want to be left 
alone and will flee at the first sight of Aloy. Unfortunately, 
you'll need to slaughter droves of fauna in order to upgrade 
your Satchels and stockpile the meat required for crafting 
Healing Potions, so use this section of the book to familiar 
ize yourself with the items yielded by each upon defeat. 


For the most part, these creatures are evenly distributed 
throughout the wilds, but there are still a few places where 
you can increase your odds of finding some of them. Fish 
tend to favor slow-moving water or lakes, and you will rarely 
find them trying to make their way up the rapids. Boars 
prefer the lush vegetation found in woodlands or jungles, so 
they can be found much more frequently there than in arid 
desert. If you're just after meat and not any specific skins 
or bones, then it's worth sticking to areas where you're 
likely to find Boars, because they can drop a lot more meat 
than any other animal, which can cut down your gathering 
time considerably. You'll also come across a large number 
of animals in and around Settlements, but those individuals 
have been domesticated and cannot be killed. 


Raccoon 


va en 7 : 
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RaT 


Loot Group Drop Chance 
1x/2x Guaran- Equal 
teed Loot 4 

Low 

Very Low 


Possible Loot 


naaee Extremely Low 


Extremely Low 


Extremely Low 


TROUT & SaLMOn 


Loot Group Drop Chance 
Equal 
1x/2x 
Guaranteed Equal 
Loot 
Equal 
Low 
Very Low 
Possible 
Loot Extremely Low 
Chance 


Extremely Low 


Extremely Low 


RACCOON | 


Amount 


1 


1 


Amount 
1 


1 


Amount 
il 


1 


Loot Group Drop Chance _ 
Equal 
1x/2x/3x 
Guaranteed Equal 
Loot —-_ 
Equal 
Low 
Very Low 
Possible 
Loot Extremely Low 
Chance 


Extremely Low 


Extremely Low 


ROBBIT 


Loot Group Drop Chance 
Equal 
1x/2x 
Guaranteed Equal 
Loot 
Equal 
Low 
Very Low 
Possible 
Loot Extremely Low 
Chance 


Extremely Low 


Extremely Low 


Amount 


1 


1 


Health 1 0 


Item 


Tiny Meat 


Animal Talisman Tooth 


Animal Talisman Skull 


Animal Talisman Tail 


Health 1 0 


Item 


Rich Meat 
Fatty Meat 
Bony Meat 


Fish 


Animal Talisman Tooth 


Animal Talisman Skull 


Animal Talisman Tail 


Heath 10 


Item 


Rai n Skin 


Animal Talisman Tooth 


Animal Talisman Skull 


Animal Talisman Tail 


Health 1 0 


Item 


Animal Talis 


Animal Talisman Skull 


Animal Talisman Tail 


GOO5E 


Loot Group 


1x/2x/3x 
Guaranteed 
Loot 


Possible 
Loot 
Chance 


BDaR 


Loot Group 


3x/4x/5x 
Guaranteed 
Loot 


Possible 
Loot 
Chance 


FOX 


Loot Group 


1x/2x/3x. 
Guaranteed 
Loot 


Possible 
Loot 
Chance 


TURKEY 


Loot Group 


1x/2x/3x 
Guaranteed 
Loot 


Possible 
Loot 
Chance 


Drop Chance 
Equal 


Equal 

Equal 

Low 

Very Low 
Extremely Low 


Extremely Low 


Drop Chance 
Equal 


Equal 

Equal 

Low 

Very Low 
Extremely Low 
Extremely Low 


Extremely Low 


Drop Chance 
Equal 


Equal 

Equal 

Low 

Very Low 
Extremely Low 
Extremely Low 


Extremely Low 


Drop Chance 
Equal 


Equal 

Equal 

Low 

Very Low 
Extremely Low 
Extremely Low 


Extremely Low 


Health 1 0 


Amount Item 


1 


1 


Gc 


Animal Talisman Tooth 


Animal Talisman Skull 


Health 44 


Amount Item 


1 


1 


1 


Animal Talisman Tooth 


Animal Talisman Skull 


Animal Talisman Tail 
Health 1 0 


Amount Item 


1 


1 


1 


Animal Talisman Tooth 


Animal Talisman Skull 


Animal Talisman Tail 


Health 1 0 


Amount Item 


1 


1 


Animal Talisman Tooth 


Animal Talisman Skull 


Animal Talisman Tail 
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Aloy’s long quest to find answers is, in 
reality, a connected series of smaller 
quests, each one revealing its own secrets 
and paving the way forward. If you’re 

also willing to help the people she meets 
along the way then you'll soon be facing 
tough decisions about where to go and 
what to hunt. This chapter will make those 


decisions easy and guide you from the 
first quest to the last. 


A 


This chapter will guide you through every one of Hori- 
zon’s Main Quests, Side Quests, Errands and Activities. 
There’s a great deal of variety in the different quest 
types and activities, so here we'll explain how we're 
covering each one to best suit its needs. 


Main QUESTS 


he Main Quests form your primary path of progress 

through the game. As such, we've used them as the 
basis for a flowchart system that provides a recommended 
order of quests and activities. 


YW OVERVIEW MaP 


0 n each quest's Overview map covers the area from the 
place the quest begins until the location at which it ends. 
Most of this space is often taken up by the journey to your 
objective, and in addition to essential resources such as 
Campfires and Merchants, we've highlighted important Side 
Quests and Activity locations at the point when it would be 
ideal to tackle them. Use this in combination with the Ob- 
jective Overview chart to plot your route through the game 
and decide what you want to tackle next. 


Datapoints : 

Showing the locations of all Datapoints on the Main 
Quest maps would in some cases lead to overcrowding 
them with icons, and wouldn't have provided a full picture 
of their locations, so we chose not to present them here. If 
you're looking for Datapoints in general, or the location of a 
specific one, head over to the Region Guide chapter, starting 
on P506. Every last Datapoint location is catalogued there, 
accompanied by a screenshot. 
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Spoiler Level 
A quick note about the spoiler level of this chapter — it can 
be very high if you read through the text for a quest you 
haven't yet completed, but it won’t spoil anything at a 
glance. This chapter is best consulted as you play through 
the game, ideally when you want to prepare for a new 
quest, or need help advancing. 


OBJECTIVE OVERVIEW CHART YW 


he Objective Overview chart lists all quest objectives in 

order. In the Main Quests section it also describes the 
points of interest you'll find as you make your way between 
objectives, letting you know if it's a good time to tackle 
something other than the next Main Quest objective. 


DBJECTIVE TYPES YW 


e've split each objective or group of objectives into 

three categories and given each one a distinct icon to 
help you get prepared at a glance. These icons are used at 
the beginning of each objective's text, and the categories 
are: 


Icon Traversal Icon Investigation Icon Combat 


GB) A 
A) ais 
Wy “f NY 


OBJECTIVE MaPS 


|| Main Quests, Side Quests and Errands feature Objective 
Maps that show the quest area and the locations of each 
objective (or objective group) to help you follow the text. 


VY COMBAT Mars 


f an objective is heavily 

combat focused then we 
treat it a little differently to 
others. A Combat Map is 
shown, allowing the strat- 
egy's key positions to be 
clearly presented, and the 
text will reference these 
positions. There will also 
sometimes be different 
approaches to a battle, 
which we separate in their 
own box. 


Story Notes 
Sometimes an event S C in later quests will 
occur, or there may be something we want to avoid spoiling 
for you. In these instances you'll find a Story Note box 
(which looks just like this one) to help explain things with- 
out interfering with the walkthrough text. 


SIDE QUESTS & ERRANDS 


ide Quests and Errands work in the same way as the 

Main Quest walkthrough, but without the Overview 
Map. The Objective Overview chart is present, but since 
it's not linked to the Overview Map it doesn’t include the 
optional activities between objectives. 


MAIN QUEST ABOUT THIS CHAPTER 
a 


a | 


Objective Metal Flower 


Objective Group 


Vantage Point 


Side Quest Ancient Vessel 


Settlement Banuk Artifact 
Outpost/Gate Tallneck 
Campfire Bandit Camp 
Merchant (Tier 1) Cauldron 


Merchant (Tier 2) Hunting Ground 


Merchant (Tier 3) Corrupted Zone 


Merchant (Tier 4) City Ruins 


Specialty Merchant Grazer Dummy 


Loot 


ACTIVITIES 


ach Activity is covered in a way that suits it best. Bandit 
Camps and Corrupted Zones, for example, benefit a 
lot from the Combat Map system, so they always have a 
map with key position points marked that are referred to 
in the text. Hunting Grounds are similar, but the positions 
on the map are shared between the three Trials at each 
Hunting Ground. Cauldrons are longer affairs, so a series 
of numbered points is used to guide you through their vast 
corridors to the core. Each one begins with the approach to 
the Cauldron, for which key position points are used. 
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Trapped underground, Aloy searches for a way 
rd, out — and makes a discovery that will forever 
f change her life. 


Prerequisites - 


Unlocks Main Quest ‘Lessons of the Wild’ (R274) 


OBJECTIVES OVERVIEW 


il Find a Way Out 
2 


Examine the Strange Object 


Find a Way back to the Surface 


> 


©Oo OOO OOOO 


Use the Device to Scan the Room 
Use the Holo Lock 

Return to the Door 

Open the Door 

Find a Way out 


Scan the Device 


Find a Way out 


n GY With no apparent way back out of the cave you find 
yourself in, the only choice is to push forward in the 

hopes of finding an exit. There are two tunnels leading out 
of the cave, and both lead to the same small hole that you'll 
need to crouch to get through. As you progress through the 
old ruin you'll come across areas that are blocked off by 
stalactites and stalagmites, but with no way of breaking 
through them, you're unable to get the items behind them 
at this time. Continue through the ruins until you come to a 
room where a sunbeam is drawing your attention to a 
mysterious device on a corpse. 


ASIF FROM THE PRST 


Approach the corpse and inspect the 
strange item to trigger a cut-scene, during 
which you will acquire a Focus device. With your Focus, you 
can scan the environment to highlight objects by pressing 
R3) and aiming the reticule at them [>©) 1]. Continue 
through the room and approach the locked door at the end. 


02/04 
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When you get close to the door, activate 
your Focus to scan the area around it and 
you'll see some power cables leading to a Code Nexus in 
an adjacent room. Follow the walkway along the wall until 
you can enter a doorway that will lead you into the room 
with the Code Nexus. If you look at the Code Nexus you'll 
see a hologram that features a circle with a highlighted 
section at the bottom, and on the wall to the north there is 
a Holo Lock that you can rotate; move the lock twice in 
either direction so that it is pointing down to match the 
Code Nexus [>©) 2]. Power will be restored to the door 
once the lock is in the correct position, at which time you 
can make your way back around and open it to continue. 


m-07 (yy 


7\ 


08/09 (i 


Directly ahead of you after opening the door 
you'll find a Datapoint on a shelf, and if you 
activate your Focus and scan it, the information contained 
within it will be added to the Datapoints section of your 
Notebook in the Menu. You'll also get a® prompt so that 
you can listen to the audio straight away without having to 
enter your menu. 


There are many of these Datapoints in the game, and you 
should always take the time to scan them for the valuable 
information they contain. After scanning that Datapoint, 
continue down the nearby stairs and along the corridor. 
Another corpse with a Focus on it is in this room, and scan- 
ning it with your Focus will trigger a holographic message 
left behind by the Old Ones. 


10 \, You can squeeze through the gap in the door at the 
end of this room, but before doing so, make sure 
you've scanned all the Datapoints because it will close 
behind you. Go up the stairs when you come to them, and 
then proceed through the series of rooms until you start to 
hear Rost shouting; follow the sound of his voice to an 
opening and climb up to complete the quest. 
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Today Aloy will learn how to hunt machines and 
survive in the wild. But what she most wants to 
know, Rost cannot teach her. 


MAIN QUEST LESSONS OF THE WILD 


Main Quest ‘Gift from the 
Past’ (R273) 

Main Quest ‘The Point of 
the Spear’ (R279) 


Prerequisites 


Unlocks 


ol Follow Rost 
Gather the Salvebrush Berries 
Eat the Berries 


Follow Rost 


Hide in the Tall Grass 


Follow Rost Past the Watchers 
Follow Rost 
Gather Rocks 


Follow Rost 


Y 

Y 

© 

© 

© 

<> Wait for the Watcher to Pass 
no 

© 

© 

g 

€& Wait for Rost 


& Nee to Lure the Watcher O1-04 9 ») Follow Rost as he walks along the trail and, after acquiring a 
Medicine Pouch from him, go to the patch of Salvebrush Berries 
Loot the Watcher Carcass that he shows you. Once you have the berries, heal yourself by pressing # 
[20 1]. Rost continues down the valley after you eat the berries. Stick close to 
him, because he stops moving if you wander off too far. None of the Resources 
Craft Hunter Arrows that you gather during this quest will carry over into the next one, so going off 
exploring now is not recommended. 


Gather Ridge-Wood 


Follow Rost 


gy 

g 

g 

© 

© Listen to Rost's Instructions 05/08 <> When you reach this point, Rost will spot a group of machines up 

mn ahead, so crouch down and move slowly to his position in the tall 

& Scan the Strider with your Focus : : - ‘4 
grass. Stay hidden in the grass and wait for the Watcher to move down the trail 

3 & Identify the Strider's Weak Points [20 2]. If at any time you're spotted by one of these Watchers, Rost will kill it 

gy 

Y 

© 

g 

g 


for you, but you'll have to start the section again. 
Kill a Strider 


Enemy Group 


Loot the Strider carcass Type Lvl. Page 


Follow Rost “eg Watcher 5 132 
Sneak to the Wounded Boy 


Lead the Boy to Safety 
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LESSONS OF THE WILD 


07/08 (\\) When Rost starts to move across the trail 
i to another patch of tall grass, follow behind 

him while remaining crouched, so that the other nearby 
Watchers don't spot you. Wait for the second Watcher to 
pass by, and then follow Rost back across the trail to a third 
patch of tall grass. Stay crouched until the third Watcher 
moves away, and then continue down the trail behind Rost. 
After crossing a pair of bridges you'll encounter a large herd 
of Striders, and Rost will intentionally scare them away to 
demonstrate how easily they startle [>O 1). 


mo & Wy After the herd of Striders has left the 
~ immediate area, Rost will ask you to gather 
up three Rocks from the nearby area. You can easily spot 
them by the loot marker on the ground, and there are more 
than enough here to meet your needs. Once you have all 
the required Rocks, follow the trail along and meet up with 
Rost again. 


Wiz Meet up with Rost near the large tree and he'll 
explain how Rocks can be used to lure enemies 
into specific locations: when you throw a Rock, enemies 
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within earshot of where it lands will go to investigate that 
area. For this lesson, Rost will jump down off the ridge and 
hide in some tall grass below, and an area near him will 
become highlighted [0 2]. Throw a Rock to the designat- 
ed area to draw the Watcher close to Rost, so that he can 
take it out with a Silent Strike. If you drop down off the 
ridge, Rost will kill the Watcher and you'll have to start 
again. 


17-15 & With the Watcher taken care of, Rost will call you 
down off the ridge and instruct you to loot the 
remains, by pressing and holding down © [9D 3]. The next 


Enemy Group 


Type Lvl. Page 
‘eg Watcher 5 132 


{Ar Strider 5 137 


lesson involves crafting, and to prepare for it you'll need to 
gather two bundles of Ridge-Wood from the surrounding 
area. Be careful not to wander too close to the Strider herd, 
because if they spot you, you'll have to start again. Now 
that you have all the Resources you need, open the 
Weapon Wheel and craft two packs of Hunter Arrows 

[20 4]. 


16-19 QW < Follow Rost to a patch of tall grass, by a 
tree close to the Strider herd, and then 
crouch down and listen as he tells you about one of the 
Strider's weaknesses. Rost then asks you to find another 
weakpoint; activate your Focus, and then move the reticule 
along the Strider until you locate and highlight the Blaze 
Canister near its hindquarters [>O 5). 


20-22 QW <p Now that you've identified both of the 
Strider’s weakpoints, it’s time to take down 

your first machine. You can fire an arrow at either of the 
weakpoints, but the canister is easier to hit, so that makes 
a better target [>D 6]. One arrow to a weakpoint will not 
be enough to take down the machine, so try to get a 
second shot on a weakpoint or a couple of quick body shots 
to finish it off before it charges. 


The rest of the herd will scatter now, leaving the area clear 
for you to loot the carcass of the defeated Strider. As soon 
as you're done looting you'll hear a boy calling out for help 
— follow Rost down the valley to find out what's wrong. 
The young Brave you saw earlier has fallen from the Brave 
Trail he was running along, and now lies injured in a field 
surrounded by machines; with the aid of the Focus, it's up 
to you to rescue him. 
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LESSONS OF THE WILD 


ENCOUNTER mar 


24 <b You start crouched down in a patch of tall grass 
with a herd of Striders nearby, along with some 

patrolling Watchers. The Watchers are the biggest threat, 
since they're more likely to spot you, so take some time 
scanning the area and tag all of them to make it easier to 
track their movements. Stealth and timing are the key 
factors you need to make it to the boy — remember to 
always remain crouched. If you get spotted, you won't 
have to do the whole section from the start, only the part 
where you were detected. 


my Group 
Type Lvl. Page 
“e Watcher 5 132 
fe Strider 5 137 


Activate your Focus again and highlight the track of the 
Watcher closest to you so that you can see its patrol 
route. Wait for it to start moving past you to the east, 
and then quietly move south to the next patch of tall 
grass at Position A [3D 1]. The next patch of grass you 
want to reach is at Position B, so highlight the track of 
the Watcher patrolling the area in front of it, wait for the 


Watcher to go around the back of the rock to the west, 
and then make your move for the grass. 


When you see the Watcher across the river start to move 
east along its patrol route, cross the river to the patch 

of grass at Position C [>D 2]. Wait here for that same 
Watcher to make its way back along the patrol route and 
start heading east again, and then move to the grass at 
Position D to reach the boy. 
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24 <b Now that you've met up with the boy you need to 


lead him safely out of the area, so once you regain 
control, move to the patch of tall grass directly ahead of 
you. Highlight the track of the Watcher patrolling the area 
just ahead, and when it starts heading east towards the 
tree, advance through the next patch of grass to the east 
and stop in another patch just beyond it [>0 3]. Wait here 
for the Watcher to turn around and start heading away from 
you, and then continue east to meet back up with Rost and 
complete the quest. 


Y, 


- = THEPDINT OF THESPEAR © 


a final lesson. 


For years, Aloy has trained to win the Proving. 
Now, with the ritual just two days away, she 


must pass a final test of Pep kills = and learn. 
Sart 4 


ae 


Mea § 


THE POINT OF THE SPEAR 


Recommended Lvl. 


Prerequisites Main Quest ‘Lessons of the Wild’ (R274) 
Unlocks Main Quest ‘Mother's Heart’ (P283) 
Rewards 

0) +1500 () 41 

Other +1 Generous Reward Box 


Ol @& Find Rost 


% 7 Grazer dummies to knock over near Rost's hovel for the All 
Grazer Dummies Downed’ Trophy. (P594) 


12 & Talk to Rost 


ite] © Craft Fire Arrows 


The ‘In Her Mother's Footsteps’ Side Quest is a very impor 
tant one to complete as early as possible because it gives you 
one of the few damage upgrades for your Spear. (R366) 


Help Olara find out what happened to her missing brother, 
Brom by picking up ‘The Forgotten’ Side Quest. (P369) 


Talk to Karst and Trade for a Tripcaster 


i— 
> 


© OOO 6 OF KF @ Ke} 


Talk to Odd Grata to try and find out how you can help her. 
(P422) 


2 Grazer Dummies outside of Mother's Watch (P594) 


Re-enter the ruins you fell into as a child and use your Spear 
to enter the previously inaccessible rooms. Datapoints, a 
large cache of loot, a Collectable and a Power Cell for the 
‘Ancient Armory’ Side Quest can be obtained. (P372) 


1 Grazer dummy in the Mother's Cradle settlement (P594) 
1 Grazer dummy near Karst (P594) 


Meet Rost at the North Gate 
Rest at the Campfire 

Follow the Path of Destruction 
Kill the Sawtooth 

Loot the Sawtooth Carcass 


Talk to Rost 
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o/02 QW To find Rost you'll need to travel east along the 


cliff-side trail and cross the bridge over the river, 
where you'll catch sight of him standing atop a cliff further 
to the east. Use the handholds marked by the lengths of 
yellow rope tied around pieces of wood to scale the cliff, 
and then start up a conversation with Rost. 


Story Note 

Because Aloy is still an outcast at this time, you won't be 
able to enter most of the Settlements within the Embrace, 
and with the exception of Karst, no Merchants will trade 
with you. 


1a <5 Now that you have access to the entire Embrace 
area, it's worth taking some time to build up your 

reserves of Resources by killing some wildlife and ma- 
chines along the way to this objective. By doing this you 
can craft some bigger pouches to hold more items, and 
make sure you have enough Resources to never run out of 
ammo during battle. As you approach the objective and the 
herd of Striders, remember to crouch down in the patches 
of tall grass. Always try to aim for the Canisters on their 
backs first so that you inflict as much damage as possible 
with your first shot. 


Alternatively, consider investing in the Lure Call and Silent 
Strike Skills as they will allow you to lure the Striders to you 
one at a time so that you can kill them quietly without alert- 
ing the herd [>O 1]. Both of those Skills are highly recom- 
mended early-game acquisitions as they'll allow you take on 
groups of enemies that would otherwise prove very difficult 
at low levels. It's also worth noting that you can gather the 
required materials for the Fire Arrows in any manner you 
wish, and do not necessarily have to get them from these 
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Striders. Once you have all the required Resources, use the 
Weapon Wheel to craft a pack of Fire Arrows. 


04-06 (\) Karst can be found just outside the small 
~ settlement of Mother's Cradle, and he has 

some very useful items for you to purchase [>O) 2]. Use 
the Scrapper Lens to trade for the Tripcaster, and if you have 
the Resources it's highly recommended that you pick up 
either of the Slings to gain access to Freeze Bombs, as well 
as some Detonating Blast Traps. Both items will make an 
upcoming encounter much easier. Once you have all the 
Resources, Skills and Weapons you desire, go to the 
Campfire near the Northern Embrace Gate to meet up with 
Rost once more. 


07 \ The carcasses of freshly-slain machines can be 
found scattered along the path you must take. Be 
sure to loot all of them, because the Resources you can 
acquire will help you greatly during your final test. You'll 
encounter a Watcher near the second group of houses, and 
if you use the tall grass you can easily sneak up behind it 
for a Silent Strike [>O 3). 
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Me ENCOUNTER mar : 


08-10 <= From your position atop the ridge, take the 
time to scan the Sawtooth with your Focus to 

identify its weakpoints, then Tag it and highlight its track 
so that you can easily follow its movements. The Saw- 
tooth patrols around a burnt-out lodge in the middle of 
the area, and just to the south of that (at Position A) 
there's a patch of tall grass; when it is clear to do so, 
move into that grass [> 1]. 


Enemy Group 


Type Lvl. Page 
xe Sawtooth 15 167 


Recommended Loadout 


Weapon Ammo Type 
Carja Hunter Bow Hunter Arrow 
Tripcaster Shock Wire 
Sling/Carja Sling Freeze Bomb 


Detonating Blast Traps 


That grass gives you an excellent view of the Sawtooth’'s 
patrol route. To give yourself a major advantage in the 
battle, it's best to use the Tripcaster to set up some traps 
rom this position. The ideal places for tripwires are one 
between the nearby rock and the lodge at Position B, 
and another between that same rock and the ground just 
‘o the west of it at Position C. If you have some Blast 
Traps, drop them on top of the Tripwire at Position B 
and they should detonate when the Sawtooth walks into 
hem, but if your placement was slightly off and they 
don't, you can always shoot them. 


While the Sawtooth is Shocked from the tripwire, you 
should close in and aim to inflict as much damage as 
possible. Either try to hit the Canister on its underbelly 
with Fire Arrows to cause a massive explosion, or if 
you purchased the Sling, use Freeze Bombs to Freeze 
the machine, and then pepper it with arrows to its eyes 
to take advantage of the increased damage [9D 2]. If 
it's still alive after your initial salvo, fall back behind your 
second tripwire and lure the machine into it so that you 
can repeat the process again. After you've defeated the 
Sawtooth, loot the carcass to trigger a cut-scene, during 

k which you'll automatically talk to Rost and complete the 
quest. 

j wmaATT 


Wind.) Wa Fare ee DW MEW 
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MOTHER'S HEdRT 


Recommended Lvl. 


Main Quest ‘The Point 
Of The Spear’ (P279) 


Main Quest ‘The 


Prerequisites 


EELS Proving’ (P286) 
Rewards 
©) +2000 D) +1 


Other Nora Brave Outfit 


OBJECTIVES OVERVIEW 
fl © Talk to Rost 
02 <€ Enter Mother's Heart 
G & Talk to Your “Old Friend” 
Xe 2 Grazer dummies near a large 
lodge (P594) 
04 € Go to the Matriarch’s Lodge 
ns @ Scan with your Focus to see what 
"I \7 it detected 
Ob ® Talk to the Man Wearing a Focus 
7 ® Go to the Blessing Ceremony 
0B <> Talk toTeersa 
€ Enter the Hunters’ Lodge 
0 € Confront Bast 
ll gY Go to Bed 


O/02 9 After passing Rost’s final test and showing that 
you're ready, it’s time to start heading towards 

the largest Nora settlement, Mother's Heart, where you'll 
find Rost standing just outside, waiting for you [>O 1]. 
After your conversation with Rost you'll be able to continue 
into Mother's Heart, but before doing so, make sure you've 
done everything you want to do outside because you'll not 
be able to leave again for a while. 


oa The annual festival inside Mother's Heart is in full 
“swing, and you should take some time to explore 

the settlement to take in all the different performances. Of 
particular note is a story being told by one of the Matriarchs 
to a group of children that tells you a lot about the history of 
the Nora. There are also numerous Supply Crates around 
the settlement that you can loot for some additional 
Resources. 
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To start with, however, follow the path around to the east to 
meet someone you have not seen since childhood [90 2]. 
Teb has become quite the craftsman in the time since you 
saved him, and as thanks he has made a special Nora Brave 
outfit that he'll give you at no charge. While that outfit is a 
step up over your normal one, if you have enough shards, 
it’s highly recommended that you purchase and equip the 
Nora Protector Light outfit to gain some additional melee 
defense. 


04 QO Continue along the path around the outskirts of the 
settlement and you'll run into another acquaintance 

—the trader Karst. He doesn't have any new wares, but if 
you haven't already done so, it’s worth picking up the 
Sharpshot Bow because it will be very useful in the next 
quest. Once you've stocked up on gear, carry on along the 
path and approach the crowd gathered outside the Matri- 
archs' Lodge to begin a cut-scene [9D 3]. 


05/06 ‘=| During the speech by the Carja High Priest your 
Focus will detect a strange signal and automati- 

cally activate its scanning mode. If you look around the 
crowd you'll see the red pulses of the signal emanating 
from a person, so hover the reticule of your Focus on him 
to complete the scan [=O 4]. Now that you know the 
source of the signal is another Focus, walk over and talk to 
the person wearing it and he'll introduce himself as Olin. 


07/08 NG) After your conversation with Olin and Erend it's 
time to go back down to the south end of the 
settlement for the main event of the festival, the Blessing 
Ceremony. Approach the stage once you get close and 
Teersa will tell you to take a seat so that the ceremony can 
begin [=O 5]. 


09 Qg Before going down to the Hunter's Lodge, take 
some time to speak with Teersa, Erend and Olin 
after the ceremony - try to get as much information out of 
them as you can. If you have any last-minute preparations 
you want to make before the Proving, now is the time to do 
so — once you enter the lodge, there'll be no turning back. 


1D/ ‘=| Inside the lodge, you'll be confronted by another 
face from your childhood, although a much less 

friendly one. Bast will begin insulting you straight away, so 
before you can retire for the night you'll need to go over and 
confront him. The way this scene plays out is determined by 
how you reacted to Bast’s threat when Aloy was a child. 
Once Bast has been dealt with you can either go straight 
to bed, or talk to Vala, one of the other initiates, first. 
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Proving 


Today is the day. Aloy will win the 


reveal the 


and compel the High Matriarchs to 


secrets of her birth... 


or diestrying. 


Recommended Lvl. 5 
Main Quest ‘Mother's 


HOC ES Heart’ (P283) 
Main Quest ‘The 
Unlocks Womb of the 
Mountain’ (R289) 
Rewards 
(@) +1 
Other - 
ll Climb up to the Proving Grounds 


2 
I} 
04 
05 
06 
07 
08 


Kill a Grazer 

Loot a Second Trophy 

Go to the Start of the Brave Trail 
Run the Abandoned Brave Trail 
Run the Abandoned Brave Trail 


Kill the Attackers 


© OOO OOOO 


Loot the Enemy Leader 


0-03 <> During the cut-scene you'll automatically make 
* your way up to the Proving grounds, and when 
you regain control, the herd of Grazers nearby will already 


Enemy Group 
Type Lvl. Page 


% Grazer 8 145 


Recommended Loadout 


Weapon 
Carja Hunter Bow Hunter Arrow/Fire Arrow 
Tripcaster Shock Wire 


be stampeding through the area. You need to kill one of 
those Grazers and loot the carcass, so if the herd is close 
enough to you, and still grouped up, it can be very effective 
to drop a Shock Wire in front of them to Shock the group. 
Once that's done you can shoot a Fire Arrow into the 
Canister on one of them to cause a massive explosion and 
either kill or greatly damage a few of them. If they've 
already spread out, going straight to the Fire Arrows is a 
better course of action [>O 1]. 


The Grazer herd will continuously circle the area, and since 
you need to loot a carcass to claim your trophy and ad- 
vance, you can just take your time and kill all of them if you 
wish. Doing that gives a very nice amount of XP especial- 
ly if you're using Canister explosions to kill them. After 
claiming your trophy, a cut-scene will trigger during which 
Bast will fire an arrow at it and destroy it, which means 


F vain QUEST THE cies 


you need to claim a second one. If you previously killed all 
the Grazers you will be unable to simply loot one of their 
carcasses, because all the loot has been removed. Thankful- 
ly, however, a fresh, smaller herd of Grazers have been let 
loose in the area, so you can kill all of them and loot one of 
their carcasses for your trophy. 


04-06 Q9 Now that you finally have your trophy, it’s time 


to try to catch up with the other participants. 
Head northeast towards the start of the Brave Trail and 
climb up the ledges until a cut-scene starts. One of the 
elder braves will tell you about the old abandoned Brave 
Trail, and since you're so far behind, using it is your only 
hope. This trail provides you with such a significant shortcut 
that you do not need to rush, and regardless of how slowly 
you take things, if you make it safely onto the slip-line at the 
end, victory in the Proving is guaranteed. 


_l 
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PENCOUNTER Mar 


THE PROVING 


07/08 KI Your victory in the Proving is short-lived, 
~ because no sooner than it’s announced, a 
band of mysterious attackers descend on the area and 
attempt to kill everyone. There are four attackers at first, 


Enemy Group 


Type Lvl. Page 
() Attacker (ranged) 6 248 
ig) Attacker (melee) 6 245 
@ Leader 10 251 


Recommended Loadout 
Weapon 


Carja Hunter Bow Hunter Arrow/Fire Arrow 


Sharpshot Bow Precision Arrow 


Tripcaster Shock Wire 

each one raining Fire Arrows down from a ridge north- 
east of where you start. If you have the Sharpshot bow, 
you can easily pick all of them off from your starting 
position. Alternatively, if you need to get closer, there are 
some handholds at Position A that you can use to get up 
to the ledge and fight them from there. 


As soon as they've been defeated you'll get another 
cut-scene, after which a second group of attackers will 
move in and you'll return to the initial starting point. This 
group will come rushing towards you all at once. Your first 
goal should be to split them up, and the perfect place to 
do that is behind the large guard tower at Position B. If 
you're quick, you should be able to lay down some Shock 
Wires on one side to slow down the oncoming enemies 
while you deal with the ones on the other side. at- 
tacks with your spear are generally the best way to take 
out these enemies, but if you want to increase your odds 
even more, you can shoot them with Fire Arrows to burn 
them and stop them from attacking for a short while. 


Once the last member of that group has fallen, four more 
will drop down into the area, this time consisting of two 
rushers and two archers on the ridge. If you're behind the 
guard tower when they appear they won't immediately 
spot you, which will allow you to pick them off easily with 
Precision Arrows. If you get spotted, you can still use 

the tower for cover while you take on the rushers before 
engaging the two archers. All the enemies here drop 
Health Potions, so if you take damage, make sure to loot 
the corpses to replenish your supplies. 


aD 


Another cut-scene will play after you dispatch the last 
members of the previous group, and then one final wave 
of enemies will appear — this time accompanied by a lead- 
er with a heavy weapon. You'll start again behind the rock 
at Position C, and the leader will start making his way 
down towards you straight away, while three archers pro- 
vide covering fire from up on the ridge. The Deathbringer 
Gun wielded by the leader can inflict a lot of damage, so 
you'll want to stick behind cover while he approaches and 
set up a trap [9D 1). 


Use your Focus to tag the leader, and then watch to see 
which way he moves; once you know, lay down a Shock 
Wire on that side, and if possible put an explosive trap 
down as well. Once the Leader springs your trap you 
should be able to finish him off without him being able 
to fire a shot. Now all that's left is for you to pick up his 
Deathbringer Gun and use it to finish off the attackers on 
the ridge. Once the area is clear, loot the corpse of the 
enemy leader to see if you can find a clue as to their iden- 
tity, after which the Proving will come to a close during a 
cut-scene, with huge ramifications for Aloy's quest. 
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Aloy seeks to understand why the killers at 
the Proving targeted her — and discovers that 
herorigins are more mystérious.than.she 
ape: imagined? i 
an oe 


re 
a ei 


THE WOMB OF THE MOUNTAIN 


Recommended Lvl. 


Main Quest ‘The 
Proving’ (P286) 


Main Quest ‘A Seeker 
at the Gates’ (P293) 


Prerequisites 


Unlocks 


+3500 +1 


Other PSI Overrides 


OBJECTIVES OVERVIEW 


& Search for your Focus 


® Sez 
Y Search for your Equipment 


You can access a small vent in 
one of the nearby side rooms 

g that leads you to another Power 
Cell for the ‘Ancient Armory’ Side 
Quest. (P372) 


Follow Teersa 


g 

€& Talk toTeersa 
€ Follow Teersa out of the Mountain 
7 Talk to Resh, the new War Chief 


gs, Kill the “Demon” and Corrupted 
machines 


<> Examine the “Demon” carcass 


01/02 You awaken in a candle-lit cave with no Focus, no 
access to your menus, and no gear. Tracking 
down your belongings is your main priority. Exit the room 
you're in, and follow the path around to the north to reach 
another room, where a cut-scene will lead to the recovery 
of your Focus. Continue heading east through a pair of 
bunker doors, and then enter the room to the north to find 
your equipment, along with the damaged Focus from the 
mysterious attacker during the Proving [>0 1/2]. 
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MAIN QUEST THE WOMB OF THE MOUNTAIN 


za 


03-05 G9 Follow Teersa as she leads you through the area 
towards a metal door, and then talk to her once 
she stops near it. After the cut-scene, follow Teersa back 
out of the mountain, where you'll meet up with the other 
High Matriarchs [>© 3). 


DB Cy After being anointed a Seeker by the High Matri- 
~~ archs you're told to head to the Main Embrace 

Gate. Before you can get there, however, you'll first need to 
descend the mountain and speak to the new War Chief, 
Resh, and get him to open the gates of Mother's Watch. 
Before talking to Resh you may want to speak with Teb, 
who's standing near the gate, and be sure to loot all the 
Supply Crates in the area, because you're going to need the 
Resources very soon [30D 4]. 


As soon as you talk to Resh an encounter will begin, so it's 
best to take the time now to set up some traps. Start by 
stringing a couple of Shock Wires across the threshold of 
the gate, and then craft as many Blast Traps and Detonating 
Blast Traps as you can and place them slightly away from 
the gate [>D 5]. Talk to Resh once you're ready. 
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07/08 <> ‘ew! You'll have a short window of time before 


” the Corruptor and herd of Corrupted 
Striders break through the gates, and if you've already 
set up your traps, you can use that time to get behind 
cover near the large fire at Position A. When the 
enemies come crashing through the gate they should 


Enemy Group 


Type Lvl. Page 
Corruptor 18 192 
@f Corrupted Strider 12 137 


Recommended Loadout 
Weapon 


Carja Hunter Bow Hunter Arrow/Fire Arrow 


Tripcaster Shock Wire 


Detonating Blast Trap 


Blast Trap 


trigger your traps, and depending on how many you 
could set up, you should either severely weaken or kill 
most of the Striders, and deal some decent damage to 
the Corruptor [>O© 1]. If any of the Striders survived, try 
to hit the Canisters on their backs with Fire Arrows to 
trigger an explosion to further damage the Corruptor. 


Corruptors are very susceptible to overheating, so try to 
keep them burning as much as possible. While they're 
burning, keep an eye on the overheat gauge above their 
head, because once it's full a heat core will be exposed, 
and hitting that will deal significant damage [>O 2]. The 
other main points you should try to target are the two 
weapon Components, because they too will take much 
more damage from your shots than the Corruptor’s body 
does. 
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Once the battle gets going, focus on using Fire and Hunt- 
er Arrows while evading the Corruptor’s attacks. Don't 

try to use the Tripcaster, because the Corruptor moves 
around too quickly and jumps a lot. Since it attacks with 
such force, the fire pit will likely be destroyed, and if that 
happens you should move around and use either of the 
wooden huts at Positions B and C for cover until they too 
are destroyed. 


The (RJ attack with your Spear can also be very effective 
against the Corruptor if you've invested in the Knock 
Down Skill. It only takes a few hits to knockdown the Cor 
ruptor once you have that Skill, and your (RJ attacks are 
strong enough to hit it out of most of its attacks. Once 
it's down, you'll have plenty of time to safely inflict even 
more damage. 


If the Corruptor was hit by your traps at the start of the 

fight, or got caught in some Strider Canister explosions, it 

should not last long (especially if you keep it burning and 

target only the weakpoints). Search the carcass of the 

Corruptor once it has been defeated to acquire the Over 

ride upgrade for your spear and complete the quest. 
: @) 


ation of corrupted 


of 


machines 


{ While you were unconscious after the events of The Proving, 
some members of the Nora tribe took it upon themselves to 
bury Rost near his hut in the mountains, even though he was 
an outcast. From this point on you can visit the grave of your 
fallen mentor and tell him about recent events that have tran- 
spired recently. How you greet Rost will vary based on how 
you spoke to him during earlier quests, and on subsequent 
visits the dialog will depend on your progress through the 

Main Quest. For more on the interactions with Rost’s Grave, 
head to P.638 (but beware of spoilers). 


A SEEKER dT THE GdTPS 


Recommended Lvl. 


Prerequisites 


Main Quest ‘The Womb 
of the Mountain’ (P:289) 


Main Quest ‘The War 
Chiefs Trail’ (R296) & 


Hil: Main Quest ‘The City of 
the Sun’ (P307) 
Rewards 
+6000 +1 
Other - 
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Test the Override Device on a 
machine 


Talk to Varl 


Go through the Gates of the 
Embrace 


Talk to Marea at Mother's Crown 


Speak to Cren to find out about 
the nearby Nora Hunting Ground, 
which are an excellent source of 
XP and Resources (R458). Going 
there will also let you pick up the 
‘Hunting for the Lodge’ Errand 
(R423), and if you complete all of 
the Hunters’ Lodge related quests 
you'll gain another ally for the 

‘All possible allies joined’ Trophy 
(P599). 


There are 2 more Grazer dummies 
on the path leading up to the Nora 
Hunting Ground (P.458) 


You can find Nil sitting beside 
the road, and if you speak with 
him he'll arrange to meet you at 
the Bandit Camp in Devil's Thirst. 
(P376) 


Another Grazer dummy is inside 
the Devil's Thirst Bandit Camp 
(P594) 


In the small clifftop Settlement 
of Mother's Rise you'll be able to 
acquire the ‘Insult to Injury’ and 
‘A Daughter's Vengeance’ Side 
Quests (R380). You can also pick 
up Insult to Injury from Enara 

in Mother's Heart, and finishing 
‘A Daughter's Vengeance’ will 
also net you an ally towards the 
All possible allies joined’ Trophy 
(P599). 


2 Grazer dummies in Mother's 
Rise. (P594) 


Clear Corrupted Zones 


Near the north end of the 
settlement, a man named Lut 

will give you the location of the 
Valleymeet Hunting Ground. (P-460) 


Now that your spear has been upgraded with an Overriding 
device, you need to test it out to ensure it works, and a nearby 
herd of Striders make for the perfect target. To attempt an Override on a 
machine it will need to either be unaware of you, or be in a prone state such as 
Knocked Down or stunned. A stealth Override is generally the easiest approach, 
however, so either sneak up behind one of the Striders or use Lure Call from 
some tall grass to bring it to you. 


M-13 (\) 


Some machines, such as Striders, become mountable after you Override them, 
greatly increasing the speed at which you can traverse the world. Mount your 
freshly overridden Strider and ride it over to the Main Embrace Gate. Just inside 
the gate you'll find a Merchant, and it's worth checking out their wares because 
they have a much bigger selection than the other Merchants in the Embrace. Not 
only can you get maps that show the locations of rare Collectables, but you can 
also purchase the Carja Sharpshot Bow to gain access to the extremely useful 
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< 


& Speak to Dral in mother’s Crown and she'll inform you about 
the location of Cauldron SIGMA. (P.469) 
g Talking to Den will allow you get the ‘Sanctuary’ Errand 
(P.424), andTaim will offer ‘Luck of the Hunt. one. (R426) 
The Errand ‘Shortage of Supplies’ (R427) can be obtained from 
] Sona in Mother's Crown after completing the Main Quest 
‘Revenge of the Nora’ (P300). 


2 Grazer dummies near the north gate of Mother's Crown. 


‘=; Corrupted Zone (Level 15) is near the start of the valley on the 
way to Daytower. (P484) 
il Corrupted Zone (Level 15) can be found near the end of the 

= valley. (P490) 
By talking to a man named Lubavad in the settlement of 
Hunter’s Gathering you'll be able to start the ‘Underequipped’ 
Side Quest. (R383) 


Xe 2 Grazer dummies can be found behind the tents in Hunter's 
Gathering (P594) 


If you return to Hunter's Gathering after opening the gate at 


Daytower you'll be able to pick up the ‘To Old Acquaintance’ 
(P428) 
Go to the Carja Border Fort 


06 


Corrupted Zone (Level 20) is next to the lake at the western 
“=~ end of the valley. (P483) 


& You'll find the Two-Teeth Bandit Camp in the mountains just 
north from the end of the valley. (R445) 


% The Two-Teeth Bandit Camp is also home to another Grazer 
dummy (R594) 
71 


ne 
n® 


Kill the Corrupted machines 
Talk to the Commander of the Carja Border Fort 


Exit the Carja Fort 


Tearblast Arrows and greatly improved outfits. Go through the 
gate and talk toVarl, who will aid you on your path to Meridian. 
He will also talk to you about the missing WarChief, Sona. 


Story Note ™~e 


At this point you'll be presented with two different main 
quest paths: The War-Chief’s Trail will lead you to finding out 
what happened to the missing War Party, or you can press 
on with this quest and continue your path to Meridian in 
pursuit of Olin and the larger story. While you can follow 
either of them now, it's recommended that you track down 
the War Party first to cut down on potential backtracking, 
and you'll also get some slightly different dialogue when 
you eventually talk to Marea in Mother’s Crown. Completing 
that questline is also a prerequisite for starting a later Main 
Quest, so it’s something you must do anyway. 


On the way to Mother's Crown you should encoun- 
ter aman named Cren who will tell you about the 
nearby Nora Hunting Grounds. It's highly recommended 
that you pay a visit to them now. At this point in the game 
they are one of the best methods available for getting XP 
Resources, and plenty of Metal Shards to buy all the best 


04 \) 
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gear from the Merchant at the grounds. All you need to 
do is kill all the enemies at the Hunting Ground, loot the 
carcasses, and then reset the trial to make the enemies 
appear again and repeat the process. Once you reach 
Mother's Crown, you'll find Marea near a lodge on the 
eastern side of the settlement. 


Before the Carja forces at Daytower will let you 
pass through the fort and reach Meridian, you'll 
need to clear out some of the Corrupted machines that 
they're worried about. To accomplish this goal, you need 
to clear two Corrupted Zones in total, and any you have 
previously cleared will count towards that number. There 
are three Corrupted Zones in the valley on the way to 
Daytower, so even if you haven't done any, you can easily 
fulfill the requirements while heading in that direction. 


05 <b 


As you start to approach the border fort into 
Carja territory, you'll have to pass through the 
remains of the giant gate that used to signify the edge of 


06-09 <> 


Enemy Group 


Type Lvl. Page 
Corruptor 18 192 

ge Corrupted Scrapper 15 151 

~* Corrupted Watcher 12 132 


Recommended Loadout 
Weapon 


Carja Hunter Bow Hunter Arrow/Fire Arrow 


Carja Sharpshot bow Tearblast Arrow 


Nora-controlled lands. Continue along the path and you'll 
start to hear fighting coming from the fort ahead, and it 
turns out that it’s under attack. The Corruptor is the main 
threat, so it's best to focus on that first. You'll get some 
bonus support damage from the Carja forces in the fort 
providing covering fire. 


If you keep the fight with the Corruptor away from the fort, 
the Carja forces will often keep the other machines occu- 
pied, but you should always be checking your surroundings 
just to ensure one of them doesn’t sneak up on you. Start 
using Tearblast Arrows to knock off the Corruptor’s weapon 
Components, because that will make the fight against it 
significantly easier. After that, use Fire Arrows to make it 
overheat and expose the Heat Core, and then switch to 
Hunter Arrows and attack the core to finish it off. Take out 
the remaining machines, and then once the area is clear, ap- 
proach the fort and they will open the gate so that you can 
enter and complete this quest. 
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Sona, the War-Chief of the Nora, went missing 
after an ambush killed dozens of braves. Varl 


MAIN QUEST THE WAR-CHIEF’S TRAIL 


Recommended Lvl. 
Main Quest ‘A Seeker 
at the Gates’ (P293) 


Main Quest ‘Revenge 
of the Nora’ (P300) 


Prerequisites 
Unlocks 
Rewards 

+1750 Dp - 
Other - 


OBJECTIVES OVERVIEW 


Go to the Massacre Site 
Investigate the Battlefield 
Talk to the Survivor 


Go to Sona’s Last Known Location 


Within the ruins of Devil's thirst 
there is a Tallneck that you can 
Override to reveal a large portion 
of surrounding area on your map. 
(P452) 


Investigate the Area 


™m 6&6 © 


Follow the Tracks 


Examine the Sawtooth 


Follow Sona 


© > 


Kill the Cultists and Corrupted 
machines 


© 


Talk to Sona 


Investigate the Dig Site 


© 6 > 


Talk to Sona and Varl 


=) The site of the massacre is on the way 
north to Daytower, so even if you're 
continuing with ‘A Seeker at the Gates’, it's worth going to 
the site and investigating it on the way. The carnage on 
display at the site of the braves’ massacre is all too evident, 
and it’s hard to see how anyone could have survived. 
[20 1]. During the course of your investigation, a survivor 
named Dran will stumble back towards the battlefield, so 
talk to him to find out the latest information on Sona’s 
location. 


(is 


The carcasses of numerous Watchers and a Corruptor can be 
found on the battlefield, and you should investigate them to 
uncover more about the attack 
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04-07 QQ ‘% Dran informs you that he last saw Sona to 

P the east in Devil's Thirst, so make your way 

through the ruins and climb the cliffs near the large boulder 

to find the makeshift camp. You'll need to investigate the 

area for any clues that will help you pick up her trail. 

There are five things to interact with here: 

¢ A bow propped up against a makeshift bench 

¢ A recently-extinguished campfire 

¢ Apile of bloody bandages near the campfire 

¢ Askinned rabbit, hung on a tree 

© Several arrowheads on a stump near that tree 


Investigating the bandages will reveal a trail of blood that 
you can highlight and follow [> 1]. The tracks lead you 
north along a narrow cliff-side trail, coming to an end near 
a destroyed Sawtooth at the top of a ridge; approach the 
carcass to trigger a cut-scene. 


PENCOUNTER Map 
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08/09 Wy m5 The time for vengeance is now, and the 
location is close at hand, so follow Sona 
as she leads you towards the destination. Sona stops at 


Enemy Group 


Type Lvl. Page 
®y* = Corrupted Watcher 12 132 
g@ Corrupted Scrapper 15 151 
4) Cultist Priest 12 245 
kJ Cultist Thug 6 248 
4) Cultist Dredger 6 245 
4) — Cultist Sniper 6 248 
4) — Cultist Punisher 6 248 
Racorimanded leadout enemies if you are detected. There ale Selle supplies 
ha a nearby, so make sure you grab them if you're lacking 
Resources to make Fire Arrows. 
Carja Hunter Bow Hunter Arrow/Fire Arrow 
Carja Sharpshot bow Precision Arrow From your starting position on the ridge, it’s possible to 
a a ae Ga ae take out all the Cultists and Corrupted Watchers using 
the top of a ridge overlooking a mining operation being single shots to the head or eye with Precision Arrows. 
carried out by the Cultists behind the attack — as well as You'll want to focus on the Cultists first, starting with 
the Corrupted machines they command. Rather than just the furthest one from you and working your way around 
rushing in, a more strategic approach would be prudent, the pit. To that end, the one at Position A should be your 
so Sona and the other braves will only engage the first target, followed by B and C. There is a tree that can 
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obscure your line of sight to the Cultist at Position B, 
so if you're having trouble, either use the Focus to line 
up your shot, or move back slightly to get a better angle 
[2D 2]. If any of the remaining Cultists spot the bodies, 
just wait for them to reach the body and stop moving 
before attempting to headshot them. If they don't move, 
then you'll want to take out the one at Position D next, 
followed by E. 


Pick off any remaining Cultists, and then do the same 
with the Corrupted Watchers. If you'd prefer a close-range 
approach with the Watchers, drop down to the north of 
the cliff and use the tall grass there for cover while Lure 
Calling them towards you for Silent Strikes [> 3]. When 
it's just the Scrappers left down in the pit you can either 
watch their routes from above and use Fire Arrows to 
detonate the Blaze Containers when they get near them, 
or drop down and use Silent Strikes [> 4]. 


ll-lz % Sona will descend into the dig site after the 
battle, so go down there and talk to her to get 
her opinion on the events that transpired. She tells you 


Alternate App! 
You can tailor yo 
Containers by 
nearby. You can als to detonate the 
biofuel canisters on the t iItist Dredgers. This can 
be an extremely effective method for taking out a few 
enemies at once if they happen to group up. Once you 
start open combat, Sona and the other braves will join in 
by raining Fire Arrows down onto the enemies below, and 
they will often draw the attention of those enemies, which 
allows you to move around and pick them off during the 
confusion. 


MAIN QUEST THE WAR-CHIEF’S TRAIL 


that the enemies you encountered here were only part of 
the group that massacred the war party, so the trail of 
vengeance is not yet complete. 


You now need to search the dig site for clues as to the 
whereabouts of the remaining cultists. If you activate 
your Focus, you'll find a trail of Blaze leading to the 
southwest. Follow the trail to a makeshift sleeping area, 
in which you'll find a file that you can scan with your Fo- 
cus [90 5]. Talk to Sona again to let her know what you 
found out and complete this quest. 
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Aloy, Sona and Varl have discovered that the 
killers from the Proving have a base in Devil’s 
Grief. It's time to wipe them out. 


\ 


Recommended Lvl. 


Main Quest ‘The War 
Chief's Trail’ (P296) 


This mission does not 
immediately unlock 
Main Quest ‘To Curse 


Prerequisites 


olin: the Darkness’ (P334), 
but it is a prerequisite 
for starting it later. 
Rewards 
+4000 +1 
Other - 
OBJECTIVES OVERVIEW 


il © Go to Red Echoes 


There’s a Corrupted Zone to the 
ix¢ west of the meeting point in Red 
Echoes that needs clearing. (R489) 


fe Rest at the Campfire 
13 Clear the Camps 
04 Go to the Tallest Tower 
05 Talk to Sona 

Follow Varl 


Enter the Metal Ring 


Search the Metal Ring for a View of 
the Blaze 


Sneak to the Blaze 


Shoot the Blaze 


©O Oo 6 © OOO CO 


ll Kill the Cultists 


Sona and the other braves 
decided to go ahead of you 
to scout the area around Red Echoes, 
so when you're ready, head north and 
join them at the meeting place. The 
area to the south of this spot is 
patrolled by several Sawtooths, so 
take care if you're approaching from 
that direction. Once you reach the 
meeting area, rest at the Campfire 
until Varl and Sona arrive to discuss 
the plan. 


O02 \ 


MAIN QUEST REVENGE OF THE NORA 


ENCOUNTER map 


fy <5 West Camp 
It was decided that the best course of action would be to clear out the 
three smaller camps of Cultists first, before assaulting the metal ring to pre- 
vent them from calling for reinforcements. Nora braves have been sent ahead 
to get into position around the camps in case you need aid. The nearest camp 
is the west one, so head towards there first. 


Enemy Group 


Type Lvl. Page 
Se Corrupted Watcher 12 132 
yy Cultist Thug 6 248 
4) Cultist Dredger 6 245 


Recommended Loadout 
Weapon 


Carja Sharpshot bow Precision Arrow 


Continue towards the camp, and then crouch down in the tall grass at Posi- 
tion A when you reach it. There are two more Corrupted Watchers that patrol 
along the western side of the camp, so use Lure Call from this grass to bring 
them towards you for a Silent Strike. Activate your Focus and you should be 
able to scan and tag four Cultists within the camp — from here you can use 
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REVENGE OF THE NORd 


Precision Arrows to take out three of them: the one at 
Position B, the one that patrols along a platform above 
him, and one in the distance at Position C [> 1]. 


Now that the camp is almost clear, move to Position D 
and climb up the rubble and reach the upper part of the 
camp; follow the walkway until you're above the final 
Cultist and take him out. If you're having a hard time 
lining up a shot on the Cultist at Position C from the tall 
grass, you can also leave him until you're on the upper 
walkway and take him out on your way to the final one 
[>0 2]. Once this camp is clear, head for the southern 
one, making sure to save at the Campfire on the way. 


rv uala 
Ne 
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ENCOUNTER maP 


South Camp 
Exit the Campfire area, and then hug the side of 


the building, moving east towards the cultist camp until 


you come to a patch of tall grass at Position A. There's a 


Enemy 


Type Lvl. Page 
kJ Cultist Thug 6 248 
4) Cultist Dredger 6 245 
4) — Cultist Punisher 6 248 


Weapon 


Carja Sharpshot bow Precision Arrow 


cultist patrolling the area just in front of this grass, so lure 
him towards you and kill him with a Silent Strike. From 
this location, you should be able to see two cultists on 
wooden walkways near Position B, four more around 
the central area of the camp, and another lone Cultist 
patrolling an area to the south. 


Except for one Cultist that is standing on the other side 
of the camp to the east, all other enemies can be killed 
with Precision Arrow headshots from here without being 
detected. Start with the two on the walkways, then 
begin picking off the ones in the middle until the one to 
the south comes into view, and then take him out too. 
When only that one enemy remains on the other side of 
the camp, move up until you can get an angle on him and 
take him out. Once the camp is clear, destroy the alarm 
and move on to the final camp in the north. 


MAIN QUEST REVENGE OF THE NORA 


ENCOUNTER mar 


03-05 <5 Y) Final Camp 
~ If you're approaching this camp along 
the main path from the southern camp, crouch once you 
start heading directly towards it, because there's a Cultist 
patrolling the area near Position A. By crouching you can 


Type Lvl. Page 
ky) — Cultist Thug 6 248 
4 — Cultist Dredger 6 245 
4 — Cultist Punisher 6 248 


Weapon 

Carja Hunter Bow Fire Arrow out is with Precision Arrow headshots when they're out 
of sight of the other enemies, and starting with the one 

Carja Sharpshot bow Precision Arrow 


in the trench will make things much easier for you, since 


he's most likely to spot the other bodies. 
make it to a patch of tall grass close to his patrol route, 
and from there use a Lure Call to bring him to you for You could also use Fire Arrows on either the stationary 
a Silent Strike kill. Scan the area from this location and Blaze Containers, or the Blaze Canisters on the back of 
you'll see that there's one Cultist patrolling near a build- the Dredger. If you're still undetected, you should only 
ing just to the north, while the remainder of them stick have two Cultists left to deal with, both of whom are in 
fairly close to the middle of the camp [30 3]. The Cultist the trench; work your way around the top of the trench 
to the north should be your next target. and pick them off one at a time as they come into view 
[>0 5]. Now that the advance warning camps have been 
Move around the eastern side of the building so that taken out, it’s time to meet back up with Sona and Varl at 
it's between you and the camp, and then when you the tall tower to the east and make preparations for the 
reach Position B, peek around the corner and wait for final assault. 


the Cultist to move into view. Either take him out with a 
Precision Arrow headshot, or wait for him to start moving 
away and move to the tall grass and wait there until you 
can use Silent Strike [>0 4]. 


Enter the nearby building now, and go through it to reach 
a small ledge at Position C that overlooks the camp. 
From here you should have a clean line of sight over near- 
ly all the remaining cultists: one standing near a table in 
the main tent, another that patrols along the upper level 
just behind him, and a third that patrols along the lower 
trench just in front of you. The easiest way to take them 
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REVENGE OF THE NORd 


Once the meeting is 
over, follow Varl up to 
the outside wall of the Metal Ring, and 
then talk to him to trigger a scene in 
which you'll boost him to a ledge and 


06-08 (\) 


Enemy Grou 


p 
Type Lvl. Page 


kJ Cultist Thug 6 248 


Weapon 


Carja Sharpshot bow Precision Arrow 


he'll return the favor by pulling you up. 
Sneak along the walkway above the 
two guards until Varl gives the word 
for you to take the one on the right; 
headshot your assigned Cultist with a 
Precision Arrow (or if you have the 
Strike from Above Skill that can be just 
as effective) [>0 1]. Look to the 
northeast along the path now and 
you'll see two more Cultists just 
ahead; crouch and start sneaking 
around behind them using the tall 
grass. Varl will give you the signal to 


take out the one on the left, so once you're behind him, use 


a Silent Strike for an easy kill. 


Follow Varl up and over the nearby ledge, and then once 
again you'll have two enemies just ahead of you. Crouch 
down behind the rusted old bus and move into the patch 

of tall grass just past the front of it so that you can sneak 
around behind the enemy on the left and use a Silent Strike 
on him [30 2]. While you're doing that, Varl should take 
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care of the other Cultist. Continue through the area and 
jump up to a ledge once you reach the end of the path. 


From this vantage point you can see across to the other side 
of the metal ring, where there’s a large shelter filled with 
Blaze. The plan is to detonate the Blaze, which will topple 
the wall and destroy the Corruptors just in front of it, while 
also creating a hole that the war party can enter through to 
start their assault. Varl will leave to relay the plan to Sona, so 
it’s up to you to find a way to detonate the Blaze. 


Bee ENCOUNTER Map 


Ol <S Completing the objective without getting 
detected will make things much easier for you, 
especially considering there is a Corrupted Fire Bellow- 
back in the area along with many other enemies. There is a 


Enemy Group 


Type Lvl. Page 

@= Corrupted Fire Bellowback 23 AZT: 

%~* = Corrupted Watcher 12 132 
4) — Cultist Thug 6 248 
4) — Cultist Punisher 6 248 
kJ Cultist Dredger 6 245 
4) Cultist Priest 12 245 


Recommended Loadout 
Weapon 


Carja Hunter Bow Fire Arrow 


Carja Sharpshot bow Precision Arrow 

lot of ground to get across before you can get a clear shot 
on the Blaze, and very little cover along the way, so to 

make things easier for you, it’s best to take out some of 
the Cultists while you're still on the starting ledge. If you 
do get spotted, however, the best course of action is to 
head straight for the Blaze storage area and set it alight, 
so that the war party can provide backup for you. 


Using Precision Arrows from the starting ledge, you can 
easily take out the Dredger near the tall grass at Position 
A, then go for the patrolling Thug when he comes to a 
stop on the wooden walkway at Position B. Your final 
Target should be a Thug that is crouched down near a 
shelter at Position C [00 3]. With those enemies out of 
the way you'll have a much easier time crossing the area, 
so wait for the Bellowback to be facing away, and then 
drop down from the ledge and crouch in the tall grass 
near Position A. Wait for the Bellowback to face away 
again, and then quickly move into the trench underneath 


MAIN QUEST REVENGE OF THE NORA 


the wooden walkway; keep moving along the trench until 
you're near the end of the walkway above you, and then 
wait there. 


Although there are a lot of enemies ahead of you, the pri- 
mary threat now is a Corrupted Watcher that patrols back 
and forth along a path just ahead and to the south of you. 
Tag that Watcher, and then when you see it start to walk 
south, away from the area, cross the open ground into 
the pit ahead. As long as you remain crouched near the 
wall at the entrance to the pit, most of the enemies can- 
not see you. Activate your Focus again and tag the four 
Cultists working just ahead of you. Two of the Cultists 
don’t move, but there is one that patrols near Position D, 
close to the tall grass at the top of the ramp leading out 
of the pit. Wait for that enemy to come into view, and 
hen take him out with a Precision Arrow headshot quick- 
ly, because he is most likely to spot you [90 4]. 


The next two targets are the other patrolling Cultist, and 
he one that is crouched down near a shelter to the east 
of you. The order in which you kill them will depend on 
where the patrolling one is at the time; if you have a clean 
shot on the patrolling Cultist, take him out first, if not 
hen go for the other one first. Once both have been tak- 
en out, check the position of the patrolling Watcher, and 
when it's safe to do so, move up the ramp and into the 
tall grass near the top. From there you can easily reach 
he next patch of tall grass and get the perfect angle to 
detonate the Blaze Canisters using a Fire Arrow. 


ites ema aati 
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ENCOUNTER map 


li < As soon as the cut-scene is over you'll be in open 
combat against the remaining cultists and 
machines, including the Bellowback. The cultists and 
machines from the middle of the area will start converg- 


Enemy Group 


Type Lvl. Page 

@ Corrupted Fire Bellowback 23 177 

%e* Corrupted Watcher 12 132 
4) Cultist Thug 6 248 
4) — Cultist Punisher 6 248 
4) Cultist Dredger 6 245 
4) Cultist Priest 12 245 


Recommended Loadout 
Weapon 


Carja Hunter Bow Fire Arrow 


Carja Sharpshot bow Precision Arrow 


Carja Tripcaster Explosive Wire 


Carja Sling or Carja War Bow Freeze Bombs/Freeze Arrow 


ing on your location, but the most immediate threat 
comes from two more cultists that emerge from a path 
behind you, so make sure you turn around and deal with 
them first. Your next goal should be to find some sort of 
cover before the more dangerous machines get too 
close, and the Metal Ring itself provides the perfect 
place nearby (at Position A). 


From that position you have two openings through which 
to fire, with walls on either side of them to provide cover. 
Better still, the openings are too small for the Bellowback 
to fit through, so you never have to worry about it getting 
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close. Since the Bellowback is still one of the primary 
threats, however, it should be your target. Start by freez- 
ing it so that you deal more damage, and then focus all of 
your attacks on its Gullet [>O 1]. Destroying that Com- 
ponent not only stops the Bellowback from being able to 
use some of its more potent attacks, but it also causes a 
large explosion that will help clear out some of the other 
smaller enemies. 


Sona and the other Nora braves will usually keep the oth- 
er enemies occupied while you fight the Bellowback, but 
as a precaution, it can be worth putting down some Blast 
Wires with your Tripcaster across the openings. Once the 
Bellowback has been destroyed, help the braves finish off 
any remaining enemies to finally exact your revenge on 
the killers [>O 2]. 


Story Note 

If you're completing this quest after already having 
reached the point in the Main Quest at which you have ‘To 
Curse The Darkness’ ready to go, you'll be contacted over 
your Focus and asked to meet at a nearby Campfire to 
continue. 


ia 1 


E 
E 


‘ 
ey 


Aloy journeys to Meridian in search of Olin, the Oseram 
scrounger she met the night before the Proving. Somehow 
the killers targeted her through Olin’s Focu ; 

and making 
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THE CITY OF THE SUN 


Recommended Lvl. 
Prerequisites Main Quest A Seeker at the Gates’ (R293) 


Main Quest ‘The Field of the Fallen’ (P311), Main 


HES Quest ‘Maker's End’ & Errand ‘Collateral’ (R321) 
Rewards 

25) +6000 >) 41 
Other - 


fl © Go to Meridian 


Talk to Captain Balahn in Daytower and ask him about the 
7 favor he wants from you to acquire the ‘In Foreign Lands’ 
Errand. (P430) 


The Merchant in Daytower has a greatly expanded selection 
wv Of gear, So you should try to purchase any that you can afford. 
oe Of note are the Shadow Hunter Bow that lets you use the 

powerful Hardpoint Arrows, and the Golden Fast Travel Pack 

that provides unlimited Fast Travel ability. (R565) 


fe 


Talk to the checkpoint Commander 


west of Daytower. (R464) 


The Copper Deeps Tallneck is patrolling around a lake in the 
middle of the canyon. (P453) 


You'll find Nil sitting beside the main road through the canyon, 
and if you talk to him he'll tell you about the nearby Gatelands 
Bandit Camp. (P446) 


= Southwest of the Gatelands Bandit there's also another 
Corrupted Zone to clear (P.488) 


03 & Follow Erend 


, With the walls of Meridian you'll find many Specialty 
© Merchants that you can trade your Collectables or machine 
Components for different Treasure Boxes. (P568) 


& The Greatrun Hunting Ground can be found on a ridge north- 


If you complete the ‘Hunting for the Lodge’ Errand (P423) 
you'll be able to get the ‘Hunters’ Blind’ Side Quest (P.407) 
gy from Ahsis in the lodge. Completing that will unlock the 
‘Deadliest Game’ Errand (R433); finish that and you can join 
Talahna in the hunt for ‘Redmaw’ Side Quest (P410). 


g You can also talk to Aidaba at the lodge’s front desk and pick 
up the ‘Weapons of the Lodge’ Side Quest. (P394) 


Vilgund is standing just to the south of the Hunters Lodge 
and If you speak with him you can begin the ‘A Moment's 
g Peace’ Side Quest (R395) to investigate a remote Banuk 
camp. Completing that quest will get you an additional ally 
towards the All possible allies joined’ Trophy (P599). 


Cross the bridge leading away from the Hunters’ Lodge and 
you can talk to the priest, Namman, who asks that you help 

g outlanders from other tribes mourn their loved ones in the 
‘Honor the Fallen’ Side Quest (P397). Help him, and he will 
become one of your allies as part of the All possible allies 
joined’ Trophy (P.599). 


Down in Meridian Village you'll come across two bickering 

g vendors that can't decide on what wares to sell. After talking 
to them you can help them out by completing the ‘Demand 
and Supply’ Errand. (P432) 


Also in Meridian Village you'll find the son of a local noble 
g whose family estate is under attack by machines, and you can 
help him through the ‘Fatal Inheritance’ Side Quest. (R402) 


Vv 
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04 ® Investigate Olin'’s Apartment 
05 © Investigate Olin’s Secret Workshop 
06 ® Talk to Erend 
07 © Find Olin at the Excavation Site 
When you pass through the settlement of Cut-Cliffs you'll be 
gy able to speak with the Quarry Foreman to initiate the ‘Blood 
‘on Stone’ Side Quest. (P393) 
08 & Enter the Excavation Site 
09 © Kill the Corruptor and the Cultists 
10 © Talk to Olin 
g After speaking with Olin you'll automatically acquire the 
Errand ‘Collateral’. (R434) 


O02 9 With the Daytower gate now open, you can 
freely explore the entire world map at this point if 
you wish, giving you the opportunity to tackle most of the 
other activities before progressing. While not critical to your 
quest, going slightly out of your way to complete Cauldrons 
and gain new Overriding abilities can be very beneficial in 
the long run. 


You need to travel a long distance to reach Meridian, and 
when you finally get there it seems that there has been 
some kind of attack involving Erend’s sister, Ersa. While the 
commander at the gate is reluctant to let you in, Erend will 
eventually show up and escort you into the city [> 1]. 


03-06 Qg =) Follow Erend through the bustling streets 
of Meridian and you'll pass by an angry 
mob - Erend will need to put a stop to them before continu- 
ing to Olin’s house. Once you're inside Olin’s house, use 
your Focus to scan for clues as to his whereabouts. In the 
corner of the room you'll find a suspicious rug to scan, and 
if you examine it afterwards you'll discover a hidden hatch 
beneath [>©) 2]. Now you need to find a way to open it. 


Go up the stairs, and then take the ladder up to a small 
storage area, where you'll find a pallet with heavy metal 
ingots piled up on it. Push the ingots into the opening so 
that they fall onto the hatch below and break it open. Go 
down the newly-revealed staircase and you'll reach Olin’s 
secret workshop, where you need to look for incriminat- 
ing evidence [+O 3]. If you activate your Focus and look 
around the room, you'll find: 

© Olin's journal 

e¢ Amap on the wall 

e A Datapoint on a wooden bench 


The contents of Olin’s journal will be scanned by your Focus 
when you examine it, allowing you to read them at your lei- 
sure in the Scanned Glyphs section of the Datapoint Menu. 


MAIN QUEST THE CITY OF THE SUN 


Once all three objects have been examined, return to Erend 
and tell him your findings. 


Story Note 
After seeing what your F firsthand, Erend asks 
that you help him find out exactly who was responsible for 
the death of his sister, and you'll automatically acquire the 
next quest, The Field of the Fallen. That quest starts a series 
of three quests in which you'll uncover the truth for Erend. 
At this point you have the choice to either continue looking 
for Olin or help Erend. If you choose to go after Olin now, 
you will still have to help Erend later, because completing 
his questline is a prerequisite for starting another Main 
Quest further into the game. The easiest approach is to com- 
plete this quest, and then head north to help Erend before 
carrying on with the larger story. 


CHAPTER 04 QUEST GUIDE 309 


THE CITY OF THE SUN 


ENCOUNTER nie a a OEE le SS TT TY TG) 1 


{ 07-10 QQ ae Olin’s likely location is an excavation site 
~ to the north of Meridian that was marked 
on the map in his workshop. To enter the site, you'll need 
to approach from the west, then climb up the ledge at 


Enemy Group 


Type Lvl. Page 
Corruptor 18 192 

© Cultist Thug 6 248 
2) Cultist Punisher 4 248 
{) Cultist Dredger 6 245 
(J Cultist Sniper 6 248 


Recommended Loadout 
Weapon 


Shadow Hunter Bow Hardpoint Arrow/Fire Arrow 


Shadow Sharpshot bow Precision Arrow 
Shadow War Bow Corruption Arrow 
Shadow Sling Freeze Bomb/Fire Bomb 


Position A. Follow the path around from the ledge - a 
cut-scene will begin shortly after you drop down into the 
site. A mysterious stranger disrupts the Focuses worn by 
Olin and the Cultists, giving you a window of opportunity 
to talk to Olin. Of course, before you can do that you 
need to deal with all the Cultists in the vicinity. 


The most important thing to do before initiating combat 
is to move to a better location. Crouch down and follow 
the path around to the south, and then climb the pair of 
ladders at Position B to reach a narrow ledge [30 1]. 
There are some large rocks that you can use for cover 
here, and more importantly, you don’t have to worry 
about the Corruptors closing in. 


As soon as you reach the top of the second ladder, be 
ready to take out a Cultist Sniper across a gap to the 
west at Position C, because he’s the one enemy with a 
clear shot on you. There are a number of effective ways 
that you can deal with the other enemies, depending on 
your loadout and preference. Firing Corruption Arrows 

at some of the Cultists below can work well, because 
the Corruptors will generally take them out quickly, and 

if you're lucky some of the log-pile traps will spring (and 
those will kill even a Corruptor). Headshots withPrecision 
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Arrows, or Fire Arrows into the Blaze Canisters on the 
Dredgers are another option, with the latter also helping 
against the Fire-vulnerable Corruptors. 


In their attempt to get as close to you as possible, the 
Corruptors will often hang around Position D. Since they 
won't be jumping, elemental Bombs with your Sling are 
very effective [> 2]. Once the area is clear, speak with 
Olin and confront him about his role in the crimes against 
the Nora. His fate lies in your hands, but regardless of 
your choice you'll automatically acquire the Errand ‘Collat- 
eral’ to rescue his family. 


j 
2 CL S| ME ee 


Erend’s sister Ersa was ambushed and killed 
by the Shadow Carja. He wants to track down 
the soldiers who did it.and take his reve . 


THE FIELD OF THE FaLLEn 


Recommended Lvl. [ 9 
Main Quest ‘The City of the Sun’ (P307) 
Main Quest ‘Into the Borderlands’ (P314) 


Prerequisites 
Unlocks 


Rewards 


‘Other - 


OBJECTIVES OVERVIEW 


il ® Meet Erend in Red Ridge Pass 


fz ® Kill the Machines 

a ® Talk to Erend 

04 © Follow Erend 

05 © Investigate the Battlefield 
06 < Follow the Cart Tracks 

17 & Kill the Attackers 

08 €& Kill the Machines 

ik] ® Investigate the Ambush Site 
10 © Talk to Erend 


1-03 W <s When you approach the meeting location 
you'll start to hear sounds of a battle, and 
as you get closer you'll see that Erend is under attack by a 


Enemy Group 


Type Lvl. Page 
eg Watcher 5 132 
R Lancehorn 13 145 


Recommended Loadout 
Weapon 


Shadow Hunter Bow Hardpoint Arrow 


Shadow War Bow Freeze Arrow 

group of Watchers and Lancehorns. The enemies are 
focused on him, so you should be able to get close to them 
undetected. 


If you've completed Cauldron SIGMA, you have the option 
to Override one of the Lancehorns and have it do most of 
the work for you. When the enemies have been defeated, 
walk over to Erend and talk to him. 


After the conversation, Erend will lead you 


04-06 \\) on, | 
to the area where his sister's body was 
found, and you'll need to search for clues. Activating your 
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Focus will help you identify points of interest, of which 
there are five: 
¢ Some arrows behind a large rock near the river 
¢ A bloodstain next to the arrows 
e A helmet near a tree on the opposite side of the path 
to the arrows 
e A spear on the other side of the tree to the helmet 
¢ A second bloodstain further along the path near a thicket 


Examining that second bloodstain will reveal some tracks 
left behind by a cart. Activate your Focus once more and 
follow them to their source. 


fl me 


Hit a Lancehorn’s Freeze Canister with a Freeze Arrow and the 
the explosion will freeze nearby machines... 


ENCOUNTER Map 


07/08 ae A group of Oseram Mercenaries will launch an 
{ ~ attack on you when you reach the cart’s 
location, so quickly get behind the debris at Position A. 


Enemy Group 


Type Lvl. Page 
i) Mercenary Forgesmith 12 248 
i) Mercenary Warrior 10 248 
ayf Ravager 20 197 


Recommended Loadout 
Weapon 


Shadow Hunter Bow Hardpoint Arrow 


Shadow Sharpshot Bow Tearblast Arrow 


Shadow War Bow Shock Arrows 


Your preferred method of applying Freeze 


Two Forgesmiths will drop down to engage you at close 
range, while three Warriors maintain long-range positions, 
from which they'll fire arrows. As long as you stay close 
to that large pile of debris, you're relatively safe from the 
arrows and can concentrate on the two Forgesmiths. The 
easiest way to deal with them is to use an (R23) Spear 
attack on each of them as they round the corner of the 


oo ° When the battle is over, it’s finally time to 
“investigate the area and find out what really 
happened. Thankfully, there are plenty of clues to be 
found with the aid of your Focus: 


¢ In the building, you'll find a Tripod that was used to mount 


something 
e There are some smashed rocks next to a few weapons, 
just south of the building 
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...once they're frozen, simply finish them off with 
Hardpoint Arrows. 


ruins. Once they're dead, switch to your Hardpoint Arrows 
and take out the ranged Warriors. 


A signal will sound as soon as the last mercenary is dead, 
and two Ravagers will come running into the area; if you 
jump up into the building at Position B they'll be unable 
to reach you, and you can use the walls for cover. Use 
Tearblast Arrows on both Ravagers to knock their cannons 
off, so that they can't fire into the building. Those cannons 
are also the best way to kill the Ravagers, especially if 
you freeze them beforehand. If you can't find a safe open- 
ing to go out and pick up one of the cannons, use a Shock 
Arrow from the War Bow to detonate the Power Cell 

on the back of one of them, because the ensuing blast 
should shock them both, giving you plenty of time. 


¢ There's a bloodstain and some leather straps next to a 
large rock to the north 

¢ The device that was luring in the enemies can be found 
on top of the cliff to the east, near where one of the War 
riors was firing from 


After you've completed your investigation, talk to Erend 


to go over your findings and start the next chapter of the 
quest. 
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It appears that Erend’s sister Ersa was kidnapped 
instead of slain, but many questions still remain. 
Where is she? Who is responsible? And why? 


4 yt 


MAIN QUEST INTO THE BORDERLANDS 


Recommended Lvl. 


Main Quest ‘Field of the 
Fallen’ (P311) 


Main Quest ‘The Sun 
Shall Fall’ (R318) 


Prerequisites 

Unlocks 

Rewards 
+5000 yp} - 


Other - 


OBJECTIVES OVERVIEW 


& Meet Erend at the Palace of the 
sun 


Talk to Marad 


Go to Pitchcliff 


When passing through Sun 
Furrows on the way to Pitchcliff, 
you can find one of the tougher 
Hunting Grounds (R466). 


___ Clearing out the Corrupted Rock- 
s&{ breakers in this zone will make the 
area safer for everyone. (R492) 


© 
€ Follow Marad 
Q 
Sa 


Meet Marad’s Operative 
Find Marad’s Operative 


Examine the Operative’s Body 


g 

g 

Y 

€ Go to Dervahl's Camp D1-03 \ 9 Once you reach Meridian, make your way towards the Palace of the 
RS cP ey “Sun, where you'll need to speak with a man named Blameless Marad 
Nia near the gates in order to gain access [> 1]. Follow Marad to the meeting 
& Find Ersa place with Erend and the Sun-King, and during their conversation a man named 
IN Dervahl rises to the top of the suspect list for Ersa’s kidnapping. Start your 

w search for Dervahl by meeting up with one of Marad’s agents in the small 

g 

© 

gS 

g 

g 


Loot the Earplugs settlement of Pitchcliff, far to the north. 


Defeat Dervahl’s Champion 


Disable the Sonic Barrier , : : 
04-07 \\) 2 The agent is nowhere to be found at the meeting place, but if 


Rescue Ersa you activate your Focus you can highlight the tracks of someone 

that left here in a hurry recently [>©) 2]. Following the tracks leads you to the 

body of Marad’s agent, apparently killed by Dervahl’s men for having discovered 

Talk to Erend something. His final act was to draw a map in his own blood, leading you to the 
potential location of Dervahl’s camp in the mountains to the north. 


Investigate Dervahl's Workshop 
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INTO THE BORDERLANDS 


ENCOUNTER Mar _——————— 


18-09 \W <b As you approach the camp a cut-scene 
will trigger and you'll see that some 
machines have been restrained just outside the camp: at 
Position A there's a Longleg, and at Position B you'll 
find a Ravager. If you have already completed Cauldron 


Enemy Group 


Type Lvl. Page 
4) Mercenary Forgesmith 12 248 
Wy Mercenary Warrior 10 248 
@ Elite Mercenary 17 251 
4) Mercenary Gunner 12 248 
© Mercenary Heavy 22 251 
ay Ravager 20 197 
=" _Longleg 13 156 
“@ Watcher 5 132 


Recommended Loadout 
Weapon 


Shadow Hunter Bow Hardpoint Arrow/Fire Arrow 


Shadow Sharpshot Bow Precision Arrow/Tearblast Arrow 


Shadow War Bow Shock Arrows 


Your preferred method of applying Freeze 


RHO, both machines can make for powerful allies, but 
the Ravager alone is easily capable of taking out all the 
enemies in the lower part of the camp [30 1]. Before 
getting close to those machines, however, you'll want to 
take out some of the lookouts with Precision Arrows, 
because if you're spotted, Dervahl’s men will attempt to 
free the machines and you'll have to face them in open 
combat. The tall grass at Position C is the ideal spot from 
which to attack. 
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Even if you don't plan on Overriding the machines, getting 
close to the Ravager undetected is still the best approach 
to begin with. While it is restrained you can set up some 
detonating Blast Traps near it, before retreating to a safe 
distance. Now you can use Tearblast Arrows to knock 

the cannon off the Ravager, before quickly detonating 
your traps. If you're accurate and pace your shots, that 
one Ravager Cannon is easily enough to deal with all of 
Dervahl’s men in the lower part of the camp. 


There's also a narrow path that you can reach by moving 
westward between patches of tall grass from Position C. 
At the end of that path you'll find some handholds that 
will let you reach the upper part of the camp first; if you're 
not going to make use of the machines, taking that route 
can give you a better position from which to fire down on 
the enemies in the lower part. 


There are two restrained Watchers just inside the camp 
at Positions D and E, and Overriding them can give you a 
significant advantage during the fight. If you're Overriding 
machines, remember that while the objectives for killing 
them will complete while they're Overridden, unless 

you have the Combat Override + Skill, they will become 
hostile again — be very mindful of the timers above their 
heads so that you don’t get caught off guard when they 
revert. Proceed to the upper part of the camp once the 
lower area is clear and you'll find another restrained 
Ravager and Longleg. As before, either recruit the Ravager 
to your cause by Overriding it, or knock its cannon off and 
use it to destroy both machines. 


Saas 


2,” Mary Rea 


MAIN QUEST INTO THE BORDERLANDS 


out of the Heavy’s line of fire, and then try to land some 
Fire Arrows on him. Once he starts burning, either close in 
and use heavy attacks with your Spear, or go for headshots 
with Hardpoint Arrows. Erend will also be attacking him, so 
if you're having trouble getting a clean shot, just wait for 
Erend to draw his attention. 


12-16 After defeating the Heavy, loot his remains for a 
set of earplugs that will allow you to pass 
through the sonic barrier and pull the switch on the other 
side to disable it. Descend into Dervahl’s workshop and 
you'll finally find Ersa. She tells you that Dervahl is planning 
something big in Meridian, so you'll need to search his 
workshop for clues as to the nature of the plot. 


There are three things in the room that you can uncover 
with your Focus: 

e A recording device near the entrance to the workshop 
¢ Some machine parts along the western wall 

¢ A journal near the cell Ersa was in [90 3]. 


Examining the recording device will grant you an Audio 
Datapoint, and examining the journal will give you a Text 
Datapoint with the details on Dervahl's plan that you require. 
Talk to Erend once you know the details, and then return to 
the Sun Palace in Meridian for the next quest. 


ID/ < When the area is clear, approach the building at 
the north of the camp to trigger a cut-scene, after 
which you'll immediately have to fight Dervahl's Champion, 
a Mercenary Heavy. If you previously used Overrides on the 
machines here and they are still on your side, they will start 
attacking the Heavy, so the best thing for you to do would 
be move out of the way [> 2]. If you're without the aid of 
machines, quickly run behind one of the nearby huts to get 
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\ 3 , 
~ 
>) 
‘ 3 
i y ——G 
eA by 
Sim 
©’ THE SUM SHALL 
>. See | 


~Gil 


The Oseram warlord Dervahl kidnapped and tortured Ersa, who 


later died of her wounds. Now he’s on his way to Meridian to take 


Recommended Lvl. 


Prerequisites Main Quest ‘Into the Borderlands’ (R314) 
Along with the Main Quest ‘The Mountain that 
Unlocks Fell’ (R349), this quest is required to unlock the 
Main Quest ‘The Looming Shadow’ (R356) 
Rewards 
+6000 yy} +1 

Other - 

ol © Go to Palace of the Sun in Meridian 

2 ® Talk to Avad 
i ® Go to the Warehouse 
4 ® Enter the Warehouse 

05 ® Examine the Bomb 

06 ® Search the Warehouse 

07 ® Destroy the Window Bracket 

08 ® Push the Blaze out the Window 

09 ® Investigate the Area 

10 €& Follow the Trail 

ll ® Follow Dervahl into the Palace 

l2 ® Go to the Solarium 

a ® Destroy the Sonic Device 

4 ® Defeat Dervahl and his Men 

15 © Talk to Dervahl 

16 © Kill the Glinthawks 

17 ® Talk to Dervahl 

1B © Talk to Erend 

19 @& Talk to Avad 


MAIN QUEST THE SUN SHALL FALL 


poz \\) After making your way back to the palace, 
“proceed to the Solarium, where you'll find 
Erend, along with Avad waiting to receive you. During your 
conversation, you'll learn that the information you found in 
the camp points to a warehouse in town being used to 
store the Blaze shipment — head there next to investigate. 


03-08 Once inside the warehouse you'll discover a 
bomb. A quick examination shows that it’s 

been rigged with boobytraps and cannot simply be 
disarmed. Further investigation upstairs reveals that this is 
indeed the place where the Blaze has been stored, and 
the potential damage from both of them combined is 
enormous. Thankfully, while the bomb cannot be tam- 
pered with, the same care was not taken with the Blaze. 
Activate your Focus and you'll find a bracket on the 
window behind the Blaze, and if you investigate that 
bracket you can destroy it and open the window behind 
the Blaze. Now all that’s left to do is push the Blaze out of 
the window so that it detonates well clear of the bomb. 
[5D 1/2] 


~ Look for this bracket on the window behind the Blaze... 


...destroy it, then push the Blaze out of the window. 
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THE SUM SHALL Fall 


Since neither Dervahl nor any of his 


05-12 \ 
uv men were in the warehouse, you'll 


need to see if there’re any clues that might lead you to 
them [30 1]. 


\ Activate your Focus and you'll see that a trail left behind by 
someone with Blaze-covered boots leads away from the 
warehouse; highlight the trail and follow it. 


The trail leads into the basement of another house, where 
Dervahl and his men have tunneled through the wall, creat- 
ing a secret path into the Palace. Follow the path along the 
cliff-side and into the aqueduct. Take out two of Dervahl’s 
mercenaries at the end of the path. Continue along the 
tunnel towards the Solarium and you'll finally catch up to 
Dervahl just as he attempts to execute his plan. Since you 
took the Blaze out of the equation, he is left confused as to 
the lack of a firestorm and steps outside for a better look. 


134-19 () Before you can pursue Derval, you need to 
i destroy the sonic device that is being used 
on Avad, Erend and Marad. Once that's done, head through 


Enemy Group 


TESA Ls ST I TTP CS HE ERAT SEE 


Type Lvl. Page 
@  Dervahl 20 261 
4) Mercenary Warrior 10 248 
=~ Glinthawk 18 188 


Recommended Loadout 
Weapon 


Shadow Hunter Bow Hardpoint Arrow/Fire Arrow 


Shadow Sharpshot Bow Precision Arrow/Tearblast Arrow 


Shadow Sling Fire Bomb 
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aD 


the nearby gate to face Dervahl. Dervahl uses a Tearblaster 
capable of inflicting a lot of damage and knocking you over, 
so your goal should be to prevent him from attacking. Fire 
works best for this purpose, and it also inflicts a good 
amount of damage. He tends not to move around a lot 
unless he's knocking you over, so Fire Bombs can be very 
effective for keeping him burning, during which time you 
can use Hardpoint Arrows to inflict a lot of damage. 


Dervahl will also call in two Mercenary allies during the 
ight, and they will approach along the staircases that back 
down towards the city. They both tend to hang back and 
fire arrows unless you get close to them, so once you see 
hem, retreat back towards the gate you came though so 
hat you can use the walls for cover. By doing that you can 
essentially ignore them until Dervahl is down. A cut-scene 
will play once Dervahl and both of those Mercenaries have 
been defeated, and Dervahl will call in a large flock of Glin- 
hawks. The Glinthawks approach from the city, and since 
there's not a lot of room to move around near the gate, you 
may want to go down one of the sets of stairs to reach the 
large circular area below. 


The easiest way to deal with the Glinthawks is to hit their 
Freeze Sac with a Tearblast Arrow, then switch to Hardpoint 
Arrows to finish them off. Alternatively, using a Ropecaster 
‘0 tie them down and kill them one at a time can also work 
well. Talk to Dervahl again once all the Glinthawks have 
been dealt with, and then speak with both Avad and Erend 
0 bring this quest to a close. 


>) LPS P, 


Aloy seeks to learn more about the mysterious 
woman who looks like her among the crumbling 


ruins of an ancient city. 
End 


MdKER'S END 


Recommended Lvl. i ci 


Prerequisites Main Quest ‘The City of the Sun’ (P307) 


Unlocks Main Quest ‘The Grave-Hoard’ (P328) 
Rewards 

+) +7000 (OO) 41 
Other - 


il © Go to Maker’s End 


Not far from your destination you'll come across the Shat- 
& tered Kiln Bandit Camp, and Nil can also be found sitting just 
to the south of it. (P449) 


fle ® Loot the Equipment Stash 


The Corrupted Zone near the equipment stash can be very 
difficult due to powerful enemies and a lack of cover, so make 
sure you save at the nearby Campfire before attempting it. 
(R491) 


Go to the Ruins 


Investigate the Explosions 

Kill the Cultists and the Deathbringer 

Loot the Eclipse Officer 

Investigate the Rubble 

Search for Information about Elisabet Sobeck 
Go to Ted Faro’s Office 


Search Ted Faro’'s Office for information about Elisabet Sobeck 


Before dropping into Ted's office, look to the east and you'll 
see some yellow handholds leading up a section of the ruins. 
Follow them to the top and you'll find another Power Cell for 
the ‘Ancient Armory’ Side Quest. (R372) 


Scan the Datapoint 
Watch the Hologram 
Scan the Datapoint 
Watch the Hologram 
Scan the Datapoint 
Watch the Hologram 


Exit the Ruin 


©O OOOO = © OHO OOOO 
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=| While on your way towards Maker's End, 

the mysterious stranger will periodically talk 
to you over your Focus. He'll tell you that he left a stash of 
equipment for you just outside the ruins. While taking the 
stash is entirely optional, it contains a Very Rare Modifica- 
tion, so is worth picking up along the way [>O 1]. The route 
takes you past that stash and through the Eclipse camps, 
but it’s possible to skip some of that if you wish. By going 
straight north instead of following the route around to the 
east you can skip the first part of the camp, but doing so 
will put you in a slightly worse position from which to fight 
the enemies in the second part of the camp. 


/ vain QUEST MAKER'S END J 


ENCOUNTER MaP_ 


F TE] V9) 1st Encounter 
Crouch down and move carefully when you start 
heading north from the equipment stash — there's a 
Corrupted Watcher patrolling the path ahead. There's no 


Enemy Group 
Type Lvl. Page 
%~* = Corrupted Watcher 12 132 
4) — Cultist Sniper 6 248 
4) Cultist Dredger 6 245 . wt 
Continue west along the walkway from Position B and 
{J Cultist Thug 6 248 you'll see another Corrupted Watcher patrolling an open 


area ahead, and two more Cultists in a pit to the north at 
Position D. Wait for the Watcher to start walking away, 


Recommended Loadout 


sea and then move along the walkway until you have a clear 
snecow  Shetpehor Bow. Precision aon! enough shot on the two Cultists to kill them with head- 

shots. Now wait for the Watcher to come back down and 
tall grass for cover, so it’s best to use the snow drift next you can take it out without having to worry about alerting 
to the building on the west of the path to get an elevated any other enemies. 


position. When you have a clear view of it, use a Preci- 
sion Arrow to hit it in the eye. 


Your next target is a lone Cultist Sniper patrolling a small 
area near Position A. Once he’s down, move quietly 
towards Position B and use a Silent Strike on the Thug 
there. If you look to the east you'll see two Dredgers 
crouched down near a crate at Position C; headshot 

the one on the left with a Precision Arrow, and the one 
next to him won't become alerted, allowing you to either 
headshot him, or sneak up behind him for a Silent Strike 
[>D 2]. 


q 
CS, ST PPL ED A Me EC CRC | Rta 


ENCOUNTER Map 


= PSL | Mahl, KE TY SE LY, PA LSS I u 8 CREED Rhee HHT et a 
f 0 \\) 2nd Encounter Enemy Group 
Stick to the south of the main path as you ap- Type Lvl. Page 
proach the second part of the camp, and come to a stop SW Corrupted Watcher 12 132 
once you reach Position A. There's a Cultist Punisher Corruptor 18 192 
patrolling the area just past this position — wait for him to -- 
kJ Cultist Sniper 6 248 
UY Cultist Dredger 6 245 
&) Cultist Thug 6 248 
(J — Cultist Punisher 6 248 


Recommended Loadout 


Weapon 

Shadow Hunter Bow Hardpoint Arrow/Fire Arrow 
Shadow Sharpshot Bow Precision Arrow/Tearblast Arrow 
Shadow War Bow Freeze Arrow 
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MdKER'S END 


come into view and then take him out with a headshot. 
There are a large number of enemies in the area ahead, 
including a Corruptor, so try to take out as many as possi- 
ble without being detected. Remain crouched and move 
north along the walkway to a small wooden platform at 
Position B to get a better view. If you don’t want to fight 
these enemies, you can drop down to the north from 
here, sneak around behind the tents, and then climb up 
the rubble at Position C and continue on [30 1]. 


If you fight, try to take out the other enemies quietly so 
that when you do engage the Corruptor, you don’t have 
to worry about them. Start by taking out the two Snipers 
that patrol the small island near Position D, and then pick 
off the patrolling Watchers. The Watcher carcasses will 
usually get the attention of some of the other Cultists 

in the area — when they investigate, you'll be granted an 
excellent headshot opportunity. 


When it’s just the Corruptor left, your initial attack should 
be a Double or Triple Shot Tearblast Arrow to its Compo- 
nents, and then keep firing Tearblast Arrows until both 
Components have been removed. By moving back and 
forth along the platform you're on, the low wall can 
provide enough cover to shield you from most of the 
Corruptor’s attacks. Because this Corruptor tends to stay 
reasonably far back, using Fire and Freeze arrows will 
generally work out better than bombs. 


el 


FencounteR map 


BO TREN Men CR ek EE AT, A A RL TY STS) 


Fa APA Vi SCTE Wad APL EI | PIT LE 


04/05 <> As you get closer to the ruins you'll start to 
hear loud explosions. Eventually you'll drop 
down into a large open area to find out what was causing 


Enemy Group 


Type Lvl. Page 
Se Corrupted Watcher 12 132 
‘38 Deathbringer 14 234 

‘J Cultist Sniper 6 248 
) Cultist Dredger 6 245 
kJ Cultist Priest 6 245 


Recommended Loadout 
Weapon 


Shadow Hunter Bow Hardpoint Arrow 


Shadow Sharpshot Bow Precision Arrow 


Shadow Sling Fire Bomb 


them: the Cultists are using a Deathbringer to aid in their 
excavation near the entrance to the ruins. If you want to 
get inside, you'll need to kill them all first. 
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The Deathbringer's multiple weapon platforms are ex- 
tremely powerful, but this one is damaged so it can’t use 
all of its attacks. The enemies are still unaware of you, so 
take advantage of the situation by picking off some of the 
other enemies before engaging the Deathbringer. Quietly 
move north up the wooden ramp and continue along the 
walkway until you come to a large section of boards at 
Position A that you can use for cover. If you look to the 
west from here you'll see a Cultist Sniper nearby, and a 
second one on the opposite side of the area at Position 
B —take them out first [>0 2]. 


MAIN QUEST MAKER'S END 


The only other enemies that can hit you here are the 
Corrupted Watchers patrolling the area below, so make 
hose your next targets. One patrols the area close to 
you, while the other one patrols near the other side of 
he Deathbringer — use Lure Call to bring it closer for an 
easier shot. 


Most the remaining Cultists are positioned close to the 
Deathbringer, so you can either pick them off with Pre- 
cision Arrows, or launch Fire Bombs at the Deathbringer 
o start it burning, setting the Cultists ablaze too. Keep 
using Fire Bombs to ensure the Deathbringer is always 
burning, and use Hardpoint Arrows to take out the weap- 
on Components, especially the Repeater Cannons on 
either side [> 3]. Once the Deathbringer is down, the 
only enemies remaining should be Cultists near Position 
C, so move around the area as needed to pick them off 
with Precision Arrows. 


05/07 One of the Eclipse officers was wearing a Focus. the path around to the west through the remainder of the 
Once the area is clear, loot it from his body to floor and up the stairs at the end. 
see if it has any useful information. After the cut-scene, 
investigate the rubble blocking the entrance to the ruins and — eee 
you'll find a narrow crack just wide enough for you to Story Note 
squeeze through. Shortly after you pass through the large entrance hall with 


the Deathbringer statue, the unknown caller will upload four 
files to your Focus. These files contain bios about important 


08/09 Now that you're in the ruins you need to make it ae : 4 
3 Ith h Ted Faro’s offi D historical characters and information on the Faro corpora- 
all the way to the top, to Ted Faro's office. Drop tion, so it’s worth going into your Notebook and reading 
down the elevator shaft ahead of you, and then follow them. 
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MdKER'S END 


If you go east from the top of those stairs you'll be able 
to go through a small opening that leads to a room with a 
large supply cache, so grab that before continuing south 
through the caved-in area. Beyond the collapsed ceiling 
you'll see a walkway above the lobby you passed through 
earlier. Unfortunately, it will collapse straight away, forcing 
you to look for a less conventional route. 


Follow the walkway to the east and you'll find some orange 
blocks you can climb up, leading to a small platform. The 
orange blocks on the north wall of this platform lead you to 
a supply cache, and the ones on the southeast beam are 
the way forward; follow them around the room to reach 
the floor above [0 1]. The next elevator shaft you need to 
climb can be seen very close by as soon as you reach this 
floor, but before climbing it, take the time to explore the 
rest of the floor. Of particular note is the large holographic 
display room in which you can watch three displays about 
some familiar machines; watch the displays to the end and 
their entries will be added to your Notebook. 


Enter the elevator shaft when you're ready to continue, and 
use the series of broken ladders and handholds to climb 
your way up to another floor. On that floor the only place 
you can access is another elevator shaft. Halfway up this 
shaft you'll be able to either access open doorway, or con- 
tinue further up — both routes lead to the same location, so 
it doesn’t matter which way you go. 


FLOOR 03 


Take the path around the outside of the building and you'll 
find some yellow handholds that you can use to reach a 
higher floor. You'll then need to follow the path around 

and drop down through a hole in the floor, before jumping 
across a gap and eventually reaching another elevator shaft. 
In this shaft you'll again have the choice of going through 
an open doorway or continuing up. While they both lead to 
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the same place, going through the doorway will let you get 
some additional Resources. 


When you finally reach Ted Faro's office, 
start your investigation by examining an 
ancient mainframe. Some Holographic Datapoints are still 
intact and will be recovered one at a time, appearing on the 
nearby table for you to scan. After watching the third 
Hologram, the executive elevator will unlock and you'll have 
another encounter with your unknown caller. After this, the 
quest will be complete and you can take the quick route 


10-17 


down through the elevator shaft [>O 2]. 


MAIN QUEST MAKER'S END 


FLOOR 05 FLOOR 09 


FLOOR 06 FLOOR 10 


FLOOR 07 FLOOR 1 


FLOOR 08 FLOOR 12 
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Aloy delves the ruins of U.S. Robot Command 
to learn more about Project: Zero Dawn. If she 
can discover the weapons Elisabet Sobeck used 
to defeat the ancient robot plague, maybe she 
can wield them herself. 


Recommended Lvl. 


Prerequisites 


Main Quest ‘Maker's End’ (R321) 


Unlocks Main Quest ‘To Curse the Darkness’ (P334) 
Rewards 
+9000 +1 
Other - 
OBJECTIVES OVERVIEW 
ol ® Go to the Grave-Hoard 
With things escalating in the Main Quests, the ability to con- 
a trol even more powerful machines will be extrmeely useful. If 
you haven't already do so, it’s worth clearing Cauldron ZETA 
(R480) on your way to the Grave-Hoard. 
Brin, the Banuk Shaman, lives in a small hut nestled at the 
g back of a canyon along your path to the Grave-Hoard, and you 
can help him explore the mysterious proporties of machine 
blood in the ‘Acquired Taste’ (P388) Side Quest. 
The injured Hakurt can be found by the side of a path just 
g northwest of Free Heap, and if you speak to him you can pick 
up the Side Quest ‘Death from the Skies’ (R390). 
If you picked up the A Moments Peace’ Side Quest in Merid- 
g ian, now is the perfect opportunity to do it if you haven't yet. 
(P395) 
12 ® Explore the Grave-Hoard 
There are lots of Datapoints to be found within the Grave- 
¥Y Hoard that provide a wealth of information about the ancient 
war with the machines. For more on these, check the Region 
Guide chapter (P557) 
® Examine the Door 
04 ® Restore power to the Ancient Door 
05 ® Continue exploring the Grave-Hoard 
06 ® Kill the Eclipse in the Armory 
17 ® Continue exploring the Grave-Hoard 
You'll find another Power Cell for the Ancient Armory’ Side 
g Quest in the corner of the corridor leading into the armory 
room. (P372) 
08 ® Use the Console 
09 ® Continue exploring the Grave-Hoard 
10 ® Kill the Deathbringer and the Eclipse troops 
ll ® Search the War Room 
12 ® Climb up the Escape Elevator 


MAIN QUEST THE GRAVE-HOARD 


As you get close to the Grave-Hoard you'll start 
to see remnants of the ancient war machines 
— crouch down and start proceeding quietly, because there 
are Eclipse Cultists in the area. There are patches of tall 


Enemy Group 


Type Lvl. Page 
Se Corrupted Watcher 12 132 
yy Cultist Thug 6 248 
\) Cultist Dredger 6 245 


Recommended Loadout 


Weapon 


Shadow Hunter Bow 


Fire Arrow/Hardpoint Arrow 


Shadow Sharpshot Bow 


Precision Arrow 


grass to the west of the path that you can use to remain 
hidden while you continue. The first group of Cultists you'll 
encounter are gathered around a Corruptor carcass — there 
are three in total, along with a Corrupted Watcher. The best 
way to deal with them is to shoot a Fire Arrow into the 
Dredger's Blaze Canister when the other enemies are near 
him [30 1]. Timed well, that explosion can take out all 
three of the Cultists, leaving only the Watcher to deal with 
using either a Precision Arrow to the eye or a Silent Strike. 


fe 


Crouch down and move quietly as you make 
your way down the rubble into the Grave- 


Hoard, because there are Eclipse forces in the room below. 
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THE GRaVE-HOdRD 


A Dredger along with an Elite Punisher are crouched down 
near some machinery, while a Corrupted Watcher patrols 
the room. Move behind the carcass of a Corruptor directly 
ahead of you when you reach the room, and then shoot a 


Lvl. Page 
%e* Corrupted Watcher 12 132 
Elite Cultist Punisher 15 248 
Cultist Dredger 6 245 
Weapon 
Shadow Hunter Bow Fire Arrow/Hardpoint Arrow 
Shadow Sharpshot Bow Precision Arrow 


FLOOR O1 FLOOR 02 


Fire Arrow into the Blaze Canister of the Dredger when the 
Watcher gets close to him [90 1]. The blast should take 
out the Dredger and the Watcher, while leaving the Punisher 
close to death - quickly use Hardpoint Arrows to finish him 
off while he’s burning. Be sure to scan all the Datapoints in 
this room (and pick up the invaluable Stranded Necklace), 
and then ride the slip-line down to the next part of the com- 
plex. Here you'll find more Datapoints to scan, before taking 
another slip-line even deeper into the complex. 


03/04 There are three power lines connected to the 
ancient, inactive door here. Each power line is 
controlled by a set of Holo Locks that need to be aligned to 
restore the flow of power and open the door, and all of 
them flow into a large room nearby. After you enter, jump 
from the protruding beam to the north to reach the opposite 
side of the room, where there first set of locks are. Use 
your Focus to scan the area and you'll find the Code Nexus 
for this set just to the west of them, and you should input 
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the positions starting with the lock nearest to the nexus. 
Since this nexus is fully functional, the correct positions are 
clearly displayed [>D 2] 


> Code Sequence: Up, Down, Left, Right 


Once that set is aligned, drop down from the south end of 
this platform to reach another one below, where the second 
set of locks can be found. The Code Nexus for this set has 
been damaged, but if you look down beside it you'll find 

an audio log from one of the technicians. In it he details 

his method for remembering the positions, which should 

be inputted starting with the one furthest from the nexus 
[20 3). 


Proceed around the ring to the third set of locks, which has 
a partially-working Code Nexus next to them. The line giving 
you a clear indication of the lock position is missing, but 

if you look carefully at the ring you'll notice that there are 


ENCOUNTER MaP 


05/06 KID There is a large group of Cultists in this room, 
and a high risk of being detected. Before you 
engage them, it's worth putting down some Blast Wires 
on the ramp beside you at Position A to stop them 
getting too close if you are spotted. Move back into the 
doorway so that it's harder for the enemies below to see 
you, then wait for the patrolling Elite Punisher to come 


Enemy Group 


ee WEA | Bie Soe I TT OG A RIT PEG) + 


_ MAIN QUEST THE GRAVE-HOARD 


{ 


>a Code Sequence: Up, Right, Left, Down 


gaps where the line should be [90 4]. With the power re- 
stored, climb the nearby ladder and make your way through 
the now-open ancient door. 


Type Lvl. Page 

we Corrupted Scrapper 15 151 

Recommended Loadout 

@ Elite Cultist Punisher 15 248 Weapon Ammo ype 

i) Cultist Dredger 6 245 Shadow Hunter Bow Fire Arrow/Hardpoint Arrow 

iy Cultist Sniper 6 248 Shadow Sharpshot Bow Precision Arrow 

Y Cultist Thug 6 248 Shadow Tripcaster Blast Wire 

‘)] Cultist Heavy 15 251 Shadow War Bow Corruption Arrow 
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THE GRaVE-HOdRD 


into view and hit him with a Corruption Arrow [30 1]. 
The other enemies will turn on him, and the Scrapper will 
easily kill him. At the same time, the Heavy near Posi- 
tion B will usually come into view, and you can hit him 
with a Corruption Arrow, too. 


While the other enemies are focused on the Heavy, 
launch a Fire Arrow into a Dredger's Blaze Canister. The 
ensuing blast should severely damage the Scrapper 
and kill off some of the other enemies, tipping the odds 
greatly in your favor. 


If you don’t have Corruption Arrows, start the fight by 
taking out both Cultists on the rooftops near Position C 
with Precision Arrow headshots [>© 2]. After that, wait 
for the patrolling Punisher and Scrapper to get near the 
Dredgers, and then use Fire Arrows to detonate their 
Canisters. Finish off the remaining enemies with Hard- 
point Arrows, and if they start closing in on you, retreat 
through the doorway and let them run into your Blast 
Wires. 


07-09 ) At the eastern end of the armory room you'll 
~~ find an orange beam protruding out over the 

water. If you jump off the end of the beam you can reach a 
handhold and climb up to a ledge. From that ledge, jump 
across to another handhold in the cliff and shimmy along 
until you reach a pile of scrap metal. [>© 3]. Pull yourself up 
and follow the path along until you enter a large room. Next, 
activate the console to start a holographic display, before 
proceeding through the open door into the next room; once 
you enter this room you'll be unable to leave, so make sure 
you've explored everywhere you want to go first. 


yy 
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B encOUNTeR mar ee 


-t The Cultists in this room have unearthed a 
~— fully-functional Deathbringer, and you'll need to 
destroy it, and the Cultists, before you can continue 


Enemy Group 

Type Lvl. Page 
‘4 Deathbringer 18 234 
4) Cultist Dredger 6 245 


Recommended Loadout 


Weapon 


Shadow Hunter Bow Fire Arrow/Hardpoint Arrow 


Shadow Sharpshot Bow Precision Arrow 


Shadow Sling Fire Bomb 


exploring the area. The Deathbringer's attacks are extre- 
mely powerful — it only takes a few shots to collapse the 
walkway you're standing on — which means fighting it 
from up here is not a good idea. Before going down to 
face it, however, it's a good idea to deal with all the 
Cultists Dredgers — they can easily be taken out with 
Precision Arrow headshots from where you start [>O 4]. 


To get down to the area with the Deathbringer, there 
are Rappel Points at Positions A and B, both of which 
leave you on the roof of a small building. Even the walls 
of these buildings cannot stand up to the Deathbring- 
er’s assault, so you'll need to keep constantly moving 
around the area as each piece of cover gets destroyed. 
The debris and large rocks towards the north end of the 
room a Position C can provide cover and allow you to 
move around a large area. It’s best to begin your assault 
by rappelling down from Position B, because the room 
here provides a lot of protection, and there are stacks 
of munitions and staircase to use for additional cover 
[>0 5). 


Fire Bombs should be one of your main tools here, 
because the slow-moving Deathbringer will take con- 
stant damage from the pool of fire. While it’s burning, 
use Hardpoint Arrows and concentrate on the Gun Turret 
irst (So that you don't take as much fire while moving 
around), and then take out the Swarm Launcher. The 
Swarm Launcher is big enough that you can rapidly fire 
arrows at it from quite a distance, without worrying 
about drawing the bowstring for full accuracy. 


MAIN QUEST THE GRAVE-HOARD 


The main attack you need to watch for is the missile 
barrage, because that’s what causes all the cover destruc- 
tion and it has a large blast radius; whenever you hear 
missiles coming, make sure to roll well out of the way to 
avoid the splash damage. Keep the machine burning and 
destroy the Cooling Rods any time it Overheats, and it 
will eventually fall. 


Wiz “2 Once the Deathbringer has been defeated, a door 
to the south will open and you'll be able to enter 
the War Room; activate the console in this room to play 


another holographic presentation. Climb up the escape 
elevator shaft afterwards and you'll go over your findings 
with Sylens and complete this quest. 
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Aloy undertakes a dangerous mission to infil- 
trate a secret Eclipse base and crash the cult’s 
Focus network. 


Recommended Lvl. 
Prerequisites Main Quest ‘Revenge of the Nora’ (P300) & 

a Main Quest ‘The Grave Hoard’ (R328) 
Unlocks Main Quest ‘Deep Secrets of the Earth’ (R339) 


+10000 +1 
Other - 
OBJECTIVES OVERVIEW 

€ Go to the Location that Sylens indicated 
If you've yet to visit Brightmarket, now is the perfect time to 
do so. There you can speak to Fernund and help him acquire 
an ancient relic in the ‘A Curious Proposal’ Errand (P438), and 
Lahavis is looking for someone to help him find his missing 

g daughter in the ‘Sun and Shadow’ Side Quest (P412). That 

quest is also required if you're trying to recruit allies for the 
All possible allies joined’ Trophy (R599). Someone has also 
been stealing food from the local market, and Gulahni asks 
that you track down the culprit in the ‘Sun's Judgment’ Errand 
(R437). 

€& Climb the Escarpment 

} Rest at the Campfire 

€ Infiltrate the Eclipse Base 

Ko) Search for the derelict Tallneck 

© Crash the Eclipse Focus Network 

& Escape the Eclipse Base! 


Ol-03 


When you reach the coordinates given to you by 
Sylens, use the handholds to climb up the 


escarpment and then rest at the Campfire once you reach 


the top. 
through 


After the talk with Sylens you'll need to squeeze 
the nearby crevice and start your infiltration of the 


Eclipse Base [> 1). 


ENCOUNTER maP 


04 <p 


1st Encounter 
You'll emerge in some tall grass at Position A, 


with several corrupted machines ahead of you. The Cor 


rupted Longlegs pose the greatest threat — try to avoid 
Lvl. Page 
Se" Corrupted Redeye Watcher 7 132 
= Corrupted Longleg 20 156 


Weapon 


Shadow Hunter Bow 


Hardpoint Arrow 


Shadow Sharpshot Bow 


Precision Arrow 


Shadow War Bow 


Shock Arrow 


Preferred method of freezing 


MAIN QUEST TO CURSE THE DARKNESS 
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getting into open combat with them until you've cleared 
out some of the Watchers. One of the Watchers’ patrol 
route brings it very close to this tall grass, so stay where 


335 


TO CURSE THE DdRKMESS 


you are and use a Silent Strike on it. Next, head to another 
patch of grass at Position B and use Lure Call to bring the 
nearby Watcher to you for another Silent Strike [>O 1). 


Wait for the Longleg in the middle of the area to start 
heading east, and then move to the grass at Position C, 
where you'll be able to Lure Call another Watcher close to 
you for a Silent Strike. If you're intending on taking down 
the Longleg, now is the time — there’s only one Watcher 
left, and the other Longleg cannot reach you. Freeze it 
and take out the Concussion Sac with Hardpoint Arrows. 
If both machines ever get close together, it's worth using 
a Shock Arrow to hit the Power Cell, so that the explosion 
stuns both of them. 


If you don't want to fight it, wait for it to start moving 
east, and then quietly head to the grass at Position D, 


ENCOUNTER map 


04 <5 2nd Encounter 
The area ahead is filled with several Corrupted 
Scrappers, but the environment offers you a few ways to 
deal with them relatively safely. From the ridge you start 


Enemy Group 
Type Lvl. Page 


g@ Corrupted Scrapper 15 151 


Recommended Loadout 


Weapon 


Shadow Hunter Bow Hardpoint Arrow 


Shadow Sharpshot Bow Tearblast Arrow 
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and when it's clear again, continue to the grass next to 
the tree with the handholds at Position E. Now you just 
need to wait for it to face away, and then quickly climb up 
the tree to the platform above. From this platform you can 
quite easily kill the second Longleg if you wish, or cross 
the rope and use the slip-line to leave the area [9D 2]. 


Stealth Approach 


If you watch the machin routes, it’s possible to 


make it to the tree with the handholds while remaining 
undetected by carefully timing your movements through 
patches of tall grass. Once you're up the tree you can 
cross the rope and use the slip-line to reach the next 
encounter. You may want to consider this approach when 
playing on the higher difficulty settings where combat 
with the Longlegs is a lot more dangerous. 


on, it's possible to take out all of the Scrappers by using 
Tearblast Arrows to quickly remove components and 
disable their ranged attacks, followed by some Hardpoint 
Arrows to finish them off [>0 3]. 


Alternatively, if you drop down into the tall grass, and then 
move to another patch of tall grass beneath the remains 
of a Deathbringer at Position A, you can use Lure Call to 
bring the Scrappers to you for easy Silent Strike kills. 


A full stealth approach is also possible if you carefully 
watch the patrol routes of the Scrappers. The timing 
when moving between the patches of grass at Position 
B and C on either side of the river is quite tight, but 
because you're lower, you can make use of the riverbank 
and large rock to obscure you from sight even when 

not in the grass. Once you're at Position C, wait for the 


ENCOUNTER map 


After a chat with Sylens you'll land in a 
camp filled with Cultists and must find a 
way to the Tallneck that’s sending a strong signal to your 
Focus. Finding a way there will be a lot easier without 
the Cultists, so it's best to take care of them first. Two of 


05/06 <» 


Enemy Group 


Type Lvl. Page 
&) Cultist Thug 6 248 
4) Cultist Dredger 6 245 

@ Elite Cultist Archer 15 248 


Recommended Loadout 


Weapon 


Shadow Hunter Bow Hardpoint Arrow 


Shadow Sharpshot Bow Precision Arrow 


the Cultists pass very close to the tall grass you're in, so 
either take them out with Precision Arrow headshots, or 
lure them towards you for Silent Strikes. 


Move east to Position A and you'll see another Cultist 
standing atop a cliff; take him out with a headshot before 
moving into the tall grass near him [>O) 4]. From here 
you have a clear line of sight to the north, and two more 
Cultists; use Precision Arrow headshots to kill them both. 


MAIN QUEST TO CURSE THE DARKNESS 


Scrapper ahead to start walking towards the ledge you're 
trying to reach, then move along to Position D and wait 
for it to start walking away again, before jumping up to 
the ledge. 
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To reach the next target, start crossing the bridge, but 
crouch down when you near the end of it and go north to 
Position B. From there you'll see another Cultist near the 
edge of the cliff, so headshot him, too. The final enemy in 
the area, an Elite Cultist Archer, will usually see that body 
and run to investigate. Either use a Double/Triple Shot 
headshot, or sneak around behind him and use Spear 
attacks to keep him staggered until he dies [90 1]. 


Now that the camp has been cleared, you can freely 
explore. The first place you should check is the large tent 
nearby, as there are a number of Datapoints along with 
a mural and set of ceremonial armor inside. Once you've 


07 QQ When the cut-scene is over you'll be under attack 

from a Deathbringer and a large number of Cultists; 
your only option is to run. Because of the high likelihood of 
taking some damage from the Deathbringer, it's recom- 
mended to have Health Potions set and ready to go on your 
Too! Wheel. Quickly run along the narrow ledge, using the 
handholds in the cliff face to cross over the ravine [>D 2]. 
Shortly after crossing the ravine the path will end and you'll 
need to jump up to a handhold in the side of the cliff to 
continue [> 3]. 


You'll eventually reach a more open area, where Cultists 
will start running in to attack you. Keep moving past them, 
because if you stop to engage them you'll only take more 
damage from the Deathbringer. Using Rolls as often as 
possible instead of running can help significantly here. 

Use the slip-line to reach the camp again, and then weave 
through the Cultists to reach the bridge and rappel down to 
complete both your escape and this quest. 
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scanned everything, interact with the leaning tree trunk 
at Position C and you'll push it over. Follow the narrow 
trail until you reach the structure surrounding the Tallneck, 
and then climb it to start a cut-scene. 


“DEEP SECRET ARBEARTH 


Aloy explores the ancient ruins beneath the 
: 4 Citadel and unravels the unbelievable truth of 
Project: Zero Dawn. 


DEEP SECRETS OF THE EdRTH 


OBJECTIVES OVERVIEW 
ol & Go to Sunfall 


If you're heading to the Sunfall along the route indicated in 


Recommended Lvl. 


P isit Main Quest ‘To C the Dark ’ (R334) 
pee ely wee = ene ween aoe : J a the game, you'll have to go past the Rustwash Talineck so 
Unlocks Main Quest ‘The Terror of the Sun’ (P345) & take the time to scale it and uncover the surrounding area on 
Side Quest ‘Traitor’s Bounty’ (R415) the map. (R456) 
Rewards __, Just to the northwest of the Rustwash Tallneck is a Corrupted 
!& Zone filled with Corrupted Behemoths and Broadheads that 
+10500 (@) #1 needs clearing. (R456) 
Other 7 Among the refugee tents outside the Citadel you'll find a man 


named Abas, and you can help him track down a healer as 
part of the ‘Healer’s Oath’ (R436) Errand. 


g 
2 © Go to the Citadel Courtyard 
u® 


| Ae 
Enter the Citadel 


While you're attending an audience in the throne room, the 
mysterious Vanasha will approach you and ask that you meet 

g her out near the tents to begin the ‘Traitor's Bounty’ Side 
Quest (P415). Completing that quest and the one it leads to 
will gain you two additional allies towards the ‘All possible 
allies joined’ Trophy (R599). 


04 © Go to the Grand Balcony 
15 <€ Climb down 
06 © Use the Secret Entrance 
07 © Explore the Project: Zero Dawn facility 
06 ® Enter Viewing Room 
19 < Kill the Shadow Carja 
: 10 © Enter Viewing Room 
: ll ® Go to Processing 
5 7 12 ® Go to Central Projects 
D1-06 \) Proceed through the Citadel and you'll eventual- 
v ly see a cut-scene introducing the ‘true’ Sun 1] ® Restore Power toThe Door 
King, Itaman, while High Priest Bahavas issues today’s 4 S FUL CannInoeee 
bounties to the local mercenaries. A woman named 
Vanasha will approach you about one of the bounties and 15 © Kill the Eclipse 
asks that you meet with her. The Quest she takes you on 16 & Find the entrance to Sobeck’s Otfice 
will give you a lot of insight into the Shadow Carja, so it’s 
worth going to do that before continuing with this quest. 17 & Examine Elisabet Sobeck’s Terminal 


When you're ready, proceed out onto the balcony, and face 
east to see a gap in the parapet that you can drop through 
to land on a ledge below. From that ledge, you can either 
drop directly down using the outcroppings of rock to break 
your fall, or jump across the tall rocks to the cliff-face on 
the other side, and then use the handholds to climb down 
safely [>0 1]. Once you're back on solid ground, examine 
the boarded-up section of the base of the tower to reveal 
the entrance to the Zero Dawn facility. Sylens gives you a 
warning that once you enter the complex, you won't be able 
to leave until your investigation is complete, so make sure 
you're fully prepared before entering. 
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MAIN QUEST DEEP SECRETS OF THE EARTH 


07-09 \ at, Proceed through the facility until you 
a reach a large room and see a presenta- 
tion about the origins of Zero Dawn. Continue into the 
Enemy Group 
Type Lvl. Page 
) — Shadow Archer 8 248 
4) Shadow Soldier 10 245 
‘o)] Shadow Heavy 18 251 x i a 5 
see him move past, sneak up behind him and use a Silent 
Recommended Loadout Strike [>0 2]. 
Weapon 
Shadow Hunter Bow Hardpoint Arrow Remain crouched and go back to the east, where you'll 
see a Heavy moving through the room; a Triple Shot Pre- 


- E cision Arrow headshot will easily take him down. Pick up 
Firestriker his Firestriker and use it to kill the remaining enemy as 
he rounds the corner to the north. 


Shadow Sharpshot Bow Precision Arrow 


next room and four Shadow Carja will descend from the 
ceiling to find the source of the disturbance. While you 
can use the vents to sneak past them and continue 
through the bunker, doing so would deny you the chance 
to scan all of the Datapoints in this room. 


Those vents can give you a nice early advantage in the 
fight, however, so move into them at Position A, and 
continue along them until you near Position B, but stop 
before rounding the corner. One of the Shadow Carja 
soldiers will soon walk past that exit and he'll spot you 
if you don't wait. Peek around the corner, and when you 


10-12 When leaving, make 
ies sure to bring the 

Firestriker with you, because it will 
make an upcoming fight much easier. 
Proceed into the Viewing Room and 
after watching the playback, go 
Enemy Group 
Type Lvl. Page 


@ Shadow Heavy 18 251 


Recommended Loadout 
Weapon 


Firestriker 


through the processing area and enter 
Central Projects. Upon entering Central 
Projects, three Shadow Heavies will 
attack you from a doorway to the 
north, so open fire on them straight 
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DEEP SECRETS OF THE EdRTH 


away with your Firestriker while moving up to one of the 
small rooms, so that you can use the wall for cover if 
needed [>O 1]. 


wg % The power to the door at the north end of the 
~ room has been disrupted, so before you can 

continue, you'll need to find a way to restore it. Head east 
from the door and down a stairway to reach a room with 
two sets of Holo Locks. The set controlling the power to the 
door is missing a component, which means you need to 
gain entry to a nearby storage room where that component 
is housed. The door to the storage room is locked, but the 
locks that control it are operational, and if you scan the 
Code Nexus with your Focus, it will reveal the correct 
positions [>O 2]. 


DEEP SECRETS OFTHE EARTH 


Vy Code Sequence: Left, Up, Left, Down, Right 


To reach the component you require, you'll need to enter 
the storage room, climb the ladder, and then crawl through 
an.open vent — the emitter is sitting on a table directly 
ahead of you after you exit the vent. Bring the emitter back 
down and slot it into the array to make it functional again. 
Scan the Code Nexus to reveal the lock positions, but be- 
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fore you attempt to move them, scan and listen to the audio 
log beside the Code Nexus. 


It appears that shoddy workmanship has led to incorrect 
lock positions being displayed in the nexus, so whatever 
position you see there, the correct one is directly opposite. 
On top of that, the code is being displayed upside down, so 
you need to start from the bottom [>0 3]. With power now 


restored to the door, head back upstairs, and continue into 
the next room; a cutscene will trigger as soon as you enter 
and the door will close behind you, which unfortunately 
means that you won't be able to bring one of the Firestrik- 
ers with you. 


>a Code Sequence: Down, Left, Up, Right, Down 


Wh <5 As soon as you enter this room there will be 


three Eclipse Cultists ahead of you. Quickly move 
behind one of the nearby pillars for cover, and then start 
picking them off with Double/Triple Shot headshots while 
trying to remain undetected. Once that first group is 


Enemy Group 


Type Lvl. Page 
4) Cultist Thug 6 248 
4) Cultist Sniper 6 248 

@® Elite Cultist Punisher 15 248 
@ Elite Cultist Dredger 15 245 
@) Cultist Heavy 15 251 
\) Cultist Priest 12 245 


Recommended Loadout 
Weapon 


Shadow Hunter Bow Hardpoint Arrow 


Shadow Sharpshot Bow Precision Arrow 


Shadow Sling Fire Bombs / Shock Bombs 


defeated, a second, much larger group will descend into the 
area, so don’t stray far from cover. Among the second group 
are some archers up on the balcony; try to take them out 
first, and then switch to using Fire Bombs on the remaining 
enemies if they have grouped up nicely. 


The door on the east side of the room will open as soon 

as you defeat the last member of the second group, so try 
to have your sights trained in that direction. There are two 
Heavies in this last group armed with Deathbringer Guns, 
so taking them out should be your top priority. Since they're 
grouped up as they come through the door, Fire Bombs 
again are the quickest and easiest way to take them out. If 
you don't have Fire Bombs, consider using Shock Bombs 
instead as they will stun the group, allowing you to pick 
them off with Hardpoint Arrows. 


Take one of the Deathbringer Guns with you 
and proceed through the room from which 
the last group of enemies emerged. Use the stairs on the 
other side to reach a walkway that runs above the previous 


IBN? 


Enemy Group 


Type Lvl. Page 
4) Cultist Priest 12 245 
@ Elite Cultist Sniper 15 248 
4) — Cultist Punisher 6 248 
4) Cultist Dredger 6 245 
@© Cultist Heavy 15 251 


Recommended Loadout 
Weapon 


Deathbringer Gun 


areas. Continue along the walkway and eventually you can 
descend another set of stairs to reach the room full of 
Eclipse troops that you just passed via the walkway. 


The Deathbringer Gun you brought with you has more than 
enough ammo and power to take out all of these enemies 
[>D 4]. The rows of servers offer cover, and if you happen 
to run out of ammo for the Deathbringer Gun, Hardpoint 
Arrows will work well to finish them off. If there’s a group 
close to each other, a well-placed Fire Bomb can also deci- 
mate them. 


armen, | poemnrnennnnn 


Story Note 

As you walk through the next series of rooms, you'll pass 
holographic projectors that initiate playbacks from the Al- 
pha of each of GAIA’s sub-routines as you get close to them. 
If you watch them through to the end, you'll often get some 
additional dialogue between Aloy and Sylens about them. 


MAIN QUEST DEEP SECRETS OF THE EARTH 


[Foon 
FLOOR 01 — 


That was the final encounter, so you can now take your 
time exploring the facility and scanning all of the Datapoints 
to find out more about the members of Project: Zero Dawn. 
Eventually you'll reach the room where Elisabet worked on 
GAIA and at the south end of that room you can pry open a 
door to gain access to Elisabet'’s office; examine the termi- 
nal to unlock the data it contains and complete this quest. 
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Condemned by Helis to die in the Sun Ring, 
Aloy fights to survive against impossible odds. 


—4 


Recommended Lvl. 


Main Quest ‘Deep 
Secrets of the Earth’ 
(P339) 


Main Quest ‘The Heart 
of the Nora’ (R346) 


Prerequisites 


Unlocks 
Rewards 
©) +1000 D) 41 


Other - 


OBJECTIVES OVERVIEW 


Get Your Weapons Back 


© 


Lure the Behemoth into Ramming 
the Support Pillars 


Kill the Behemoth 


Escape the Sun Ring 


MAIN QUEST THE TERROR OF THE SUN 


ENCOUNTER map 


1-04 a> You awake in a cage suspended above the 
Sun-Ring. After exchanging ideologies with 

Helis, he threatens to attack the Nora homelands and 
drops you into the arena. There's a Corrupted Behemoth 
to deal with and to stand a chance, you'll first need to 
recover your gear. The Behemoth is at the far east of the 
ting, and your gear is on a platform hanging high above 
the center, suspended from four large support pillars at 
Positions A, B, C and D. There's no way to climb up the 
pillars, so you need to bring them down, and the only 
thing powerful enough to accomplish that is the Behe- 
moth. 


You only need to bring down two of the pillars, so run 
around behind one of them and bait the Behemoth into 
charging at you, then roll out of the way once you see it 
coming. The Behemoth will demolish the column it its 
attempt to hit you, after which you can run to a second 
column and repeat the process, causing the platform to 
come crashing down, and triggering a cut-scene during 
which you get your weapons back. 


The floor of the Sun-Ring is littered with the carcasses of 
machines, as well as medicinal herbs and other Resourc- 
es, so it's worth doing a quick lap to gather supplies before 
you engage the Behemoth. The first thing you need to do 
is take away some of the machine's offensive options, so 
fire some Tearblast Arrows or Sticky Bombs at it. Sticky 
Bombs will inflict more damage while removing the 
Components, but the Tearblast Arrows have the benefit 

of being able to knock the Behemoth down fairly quickly 
[>0 1]. 


After removing some of the more dangerous components 
such as the Force Loaders, switch to applying Freeze to 
the Behemoth, and then inflict as much damage as you 
can. An easy way to apply Freeze is to use a Freeze Arrow 
to hit the Freeze Canisters on its back after you knock it 
over. Freeze lasts a long time on Behemoths, so it's pos- 
sible to defeat it in only one or two applications of Freeze. 
Another cut-scene will play as soon as you're victorious, 
during which you'll escape the Sun-Ring and the quest will 
be complete. 


» 7 
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MAIN QUEST THE HEART OF THE NORA 


Recommended Lvl. 


Main Quest ‘The 
Prerequisites Terror of the Sun’ 
(P345) 


Main Quest ‘The 
Unlocks Mountain that Fell’ 
(P349) 
Rewards 
+12500 +1 


Other - 


OBJECTIVES OVERVIEW 
ol © Go to All-Mother 


2 
i] 


Defeat the Invaders 
Talk to Varl 


04 


Talk to Teersa 


If you missed it when you were here earlier, you now have a 
g second chance to grab one of the Power Cells you need for 


the ‘Ancient Armory’ Side Quest. (R372) 
05 


06 
7 


Search the Ruins beyond the Hatch 
Search the facility Control Room 


Exit the ancient Facility 


At the start of this quest you're unable to FastTravel to 
Campfires within The Embrace due to the area being under 
siege. The closest point you can Fast Travel to is a Campfire 
just to the east of the Main Embrace Gate. Sylens will have 
given you a Shadow Stalwart Light Outfit (which is the 
same outfit worn by the Shadow Carja Kestrels), and if you 
equip it, you can blend in with the other Kestrels in Sunfall 
and move around unnoticed. A new alternate entrance into 
the Zero Dawn Project Facility will also have opened at the 
north end of the Sun-Ring, just in case you wish to go back 
inside and explore or grab any Datapoints you may have 


Enemy Group 


falseeal ayns Lvl. Page 
‘@ Corrupted Thunderjaw 36 219 
O1-03 (\ When you get close to The Embrace you'll © Cultist Tug F 28 
= see that Helis was true to his word, and the 
area is under attack from a large number of Corruptors, Recommended Loadout 
Deathbringers, Corrupted machines and Cultists. Your goal Weapon 
is to reach All-Mother, so it’s best to run past any enemies Shadow Hunter Bow Hardpoint Arrow 
you come across. Using a Mount will get you through the 
Shadow Sharpshot Bow Tearblast Arrows 


area as quickly and safely as possible. A cut-scene will 
trigger once you get near All-Mother, after which you'll need Shadow Sling Freeze Bomb / Fire Bomb 
to face off against a Corrupted Thunderjaw and a large 
group of Cultist Thugs. 


Deathbringer Gun 
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THE HEdRT OF THE NORd 


The Thunderjaw can’t move very around much, because 
of the confines of the area, so Freeze Bombs are very 
effective at keeping it frozen. The Cultist Thugs also tend 
to group up, so if you see a few together, a well-placed 
Fire Bomb will deal a lot of damage and stop them from 
attacking for a while. 


There are two Deathbringer Guns already on the ground in 
the area, and they’re exactly what you need for taking down 
the Thunderjaw. The one in the middle of the area is out in 
the open and quite exposed, but the one to the north is be- 
hind a rock and can be acquired quite safely. Use that first 
Deathbringer Gun to try and destroy as many of the Thun- 
derjaw’s weapons as quickly as you can — this will make 
the fight much easier [>0) 1]. Once the weapons are off, 
keep pumping shots into it while trying to aim for the eyes, 
and if you run out of ammo, grab the second Deathbringer 
Gun and finish it off with that. Once all the fighting is over, 
you'll find Varl waiting to talk to you next to the entrance of 
All-Mother. 


04-07 Proceed though the ruins until you reach the 

large chamber where most of the Nora are 
aking refuge. Depending on which Side Quests and 
Errands you've done prior to this point, you might see 
several familiar faces in the room, and you can speak 
with many of them to get their feelings on the events 
hat just transpired. The High Matriarchs are also waiting 
or you just outside the hatch. Speak with them when 
you're ready to continue. 


Now that you're finally able to explore the facility behind 

he hatch, take the time to enter every room and scan all 

of the Datapoints to gather as much information as you 
can. Sometimes you'll come across locked doors, but since 
he Alpha Registry has been restored, you only need to 
initiate a scan to unlock them. Eventually you'll reach the 
facility control room, and once there you'll need to use your 
Focus to scan a small terminal in the middle of the room. 
This starts a holographic playback, after which the door 
eading out of the facility will function correctly. Once you're 
through the door, climb up the elevator shaft to the floor 
above, and then exit the facility to complete the quest. 


Story Note 

It's highly recommended that you speak with Teersa before 
leaving All-Mother, because she is finally ready to tell you 
the story of how Rost became an outcast. 
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FLOOR 02 


FLOOR O1 


Aloy journeys to the ruins of GAIA Prime in 
search of the Master Override — her only hope 
to defeat HADES. 


\ Hammer and Stee 
LG 
ee 


ae 


THE MOUNTAIN THAT FELL 


Recommended LvI. 
Main Quest ‘The 


Prerequisites Heart of the Nora’ 
(P346) 
Main Quest ‘The 
Unlocks Looming Shadow’ 
(P356) 


+14000 +1 


Other Sylens’ Lance 


OBJECTIVES OVERVIEW 


Go to the Bitter Climb 


If you pass through the Settlement of Free Heap on the 

way to the Bitter Climb you can talk to Petra and help her 
complete a weapon she is working on in the ‘Heap of Trouble’ 
Side Quest. (P385) Finish that Quet and you will then unlock 
the Errand ‘Hammer and Steel (P-439). 


Go to the Ruins of GAIA Prime 

Climb up the Outcrop 

Talk to Sylens 

Go to the Door 

Search the Ruins for the Master Override 
Examine the Shrine 

View the Hologram 

Talk to Sylens 

Search the Ruins for the Master Override 
Examine the Control Room 

View the Hologram 

Talk to Sylens 

Claim the Master Override 


Return to Sylens Workshop 


After riding the slip-line on your way back to the workshop, 
turn north instead of climbing straight up and you'll see an 
orange handhold. Climb up that series of handholds and 
continue north to reach a room containing the final Power Cell 
for the ‘Ancient Armory’ Side Quest. (R372) 


Attach the Master Override to the Lance 


fl \ As you get close to this first objective you'll reach a 
“Campfire near a tree with yellow strips of cloth 
hanging from it - that cloth lets you know that you'll need 
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_ MAIN QUEST THE MOUNTAIN THAT FELL 


to follow a Brave Trail up the side of the cliff in order to you're climbing, Sylens will warn you that the area ahead 
continue. Look to the west of the Campfire and you'll see is guarded by a lot of machines, so once you reach the first 
the first of the handholds you need to use [> 1-3]. While plateau, make sure to survey the area before rushing in. 


ECTCOUNTER MOP PI | Mele 2 TS FS TERT SER) 1 TE FEANTE ALAR Wh ST LORS CSE A | TER UTNE. 22 


12 <I> 1st Encounter 
The tell-tale Alarm Mines deployed by Stalkers are 
your first indication that there are enemies nearby; acti- 


Enemy Group 


Type Lvl. Page 
=e Stalker 18 182 
‘“\e@ Redeye Watcher 10 132 


Recommended Loadout 


Weapon 

Shadow Hunter Bow Hardpoint Arrow 
Shadow Sharpshot Bow Tearblast Arrows 
Shadow Rattler Metal Bolts 


Preferred method of applying Freeze 


vate your Focus and you'll find one on the side of a cliff 


at Position A, and another on some scrap at Position B. you can manage the situation so that you only need to 
There's a third one at the north end of the plateau at Posi- worry about one at a time [> 5]. The third one will 
tion C, but it's difficult to spot from here. If you intend to generally not join the fight as long as you keep to the 
fight the Stalkers, it's best to tag them before they spot southern end of the plateau. When the first two have 
you, so that you can better track their movements. been destroyed, move forward and take out the third. 


Try to take out both of their Stealth Generator Compo- 
nents before they have a chance to activate them. To pproz 

do that, go to Position C behind the large rock, load up Across the river fr patrolled by 
a Double or Triple Shot Tearblast Arrow and fire it at the Redeye Watchers. | ll grass at Position E 
Stalker at Position B. Quickly activate Concentration and watch their pal le to sneak through 


5 fi the area undetected. Since you're making use of tall grass 
after that and fire more Tearblast Arrows into the one at to evade the Watchers, there's nothing stopping you using 


Position A [30 4]. Silent Strikes as you go, for some extra XP and Resources. 
Due to all the Alarm Mines near the Stalkers, sneaking 
Once they can no longer Stealth, Freeze them, and then through on that side is almost impossible. If you're in a hur- 


ry, however, you can take advantage of the fact that it takes 
a bit of time for the Stalkers to jump down and just sprint 
through the area until you reach the handholds at the end. 


either use Hardpoint Arrows or Metal Bolts to finish them 
off, depending on their range. By circling around the rock, 
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On the second plateau, you'll have to face off 
against a group of Ravagers and Glinthawks on the 
eastern side of the river, with the western side again 


Enemy Group 


Type Lvl. Page 
ayy Ravager 20 197 
«~~ Glinthawk 18 188 
‘“\e Redeye Watcher 10 132 


Recommended Loadout 
Weapon 


Shadow Hunter Bow Hardpoint Arrow 


Shadow Sharpshot Bow Tearblast Arrows 


Shadow War Bow Shock Arrow / Corruption Arrow 


Preferred method of applying Freeze 


patrolled by Redeye Watchers. This can be a difficult 
fight, so it's recommended that you save at the nearby 
Campfire first. If you've completed Cauldron RHO, Over- 
riding the Ravagers can make the fight much easier. The 
best place to do that from is the tall grass at Position 

A [20 1]. The Glinthawks will usually team up on your 
Ravager and destroy it for you, at which point you should 
do the same thing to the second Ravager, although you'll 
need to use Lure Call to bring it close enough. 


Corruption Arrows can also work — use Double or Triple 
shots to ensure the status applies quickly. The battle can 


quickly get very chaotic if you're using Corruption Arrows, 


however, so you'll need to pay close attention to where 
the enemies are to ensure you're not detected. 


Another option is to use one of the Ravager Cannons. The 
best way to do that is to wait for one of the Ravagers to 
get close to the large piece of scrap the Glinthawks are 
using as a perch, and then use a Shock Arrow to detonate 
the Spark Canister on its back, stunning all of the nearby 
enemies. While they're incapacitated, use a Triple Shot 
Tearblast Arrow to remove the Cannon from the Ravager, 
and then quickly grab it and use it to start taking out the 
other machines [>D 2]. As long as you're accurate, one 
cannon is sufficient to deal with all of them. If you need 
to take cover from the Glinthawks, you can get inside the 
remains of an ancient metal machine at Position B. 


need to scale, remaining undetected. Running past them is 
also an option, but you'll need to take extra care because 
you'll have to evade the ranged attacks of the Ravagers. 
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attacks cover a large area; constantly using the different 
piles of metal as cover while moving around will make it 
much more difficult for the Stormbird to hit you [+O 3]. 


02 3rd Encounter The Canisters on the Stormbird can be very hard to hit 
The final obstacle standing between you and GAIA while it's flying, so any time it lands you should try to hit 
Prime is a fearsome Stormbird, and since it detects you them with the corresponding element to take advantage of 


the status effect application. While it’s flying, aim to Freeze 


Enemy Group P ” : 
it using Freeze Arrows, and then use Hardpoint Arrows to 


Type Lvl. Page 
= hit either the Lightning Gun in the chest, or the engines on 
“a” — Stormbird 27 226 a‘ ‘ 
a the wings, as both of those targets are quite big and allow 
Recommended Loadout you to deal good damage to the machine [9D 4]. 
Weapon 
Shadow Hunter Bow Hardpoint Arrow / Fire Arrow 03-05 wy, Another cut-scene will play once you get close 
~ to the facility, as Sylens lets you know that he’s 
Shadow Sharpshot Bow Tearblast Arrows prepared the path ahead for you. Follow the trail of yellow 
Shadow War Bow Freeze Arrow lights along the walkway and they'll lead you to a cliff with 
Shoda Rath fatal Balk handholds on it - use these to reach the entrance to GAIA 
gabiai laa eee Prime [>© 5]. Once you reach the top, enter the workshop 
and speak to the holographic Sylens. After the conversation, 
straight away, there’s no sneaking past it. You can, however, approach the door to enter the ruins. 


run straight past and into the facility if you want to. If you 
choose to stay and fight, make sure you have plenty of 
ammo, because Stormbirds have a lot of health and can be 
difficult to hit when flying. Making good use of the terrain is 
the key to this encounter, because many of the Stormbird’s 
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FLOOR 03 


There are no enemies to contend with inside the 
ruins, so you're free to explore and soak in the 
atmosphere. After dropping down the elevator shaft you'll 
emerge in a large area that was ripped open by the blast 
that destroyed the facility; keep going straight ahead and 
use the Rappel Point at the end of a metal beam to safely 
reach a lower section. When you land, head west to reach a 
makeshift bridge with a slip-line at the end of it that you can 
use to reach some handholds on the other side of a gap. 
[>0 1-3] 


06 Ls: i) 


Climb the handholds and cross the remainder of the bridge 
to reach an interior again, then enter an elevator shaft and 
climb the handholds inside to access an upper floor. Make 
your way through the living quarters, and in one of the 
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rooms near the end you'll find a hole in the floor that you 
can drop down into. Follow the tunnel and go up the stairs 
on the other side to reach Elisabet Sobeck’s room. 


—— tf Ow XV_—_«~« 
Story Note 

When you acquire Elisabet’s Journals they are corrupt- 

ed and you'll be unable to read them. Over time as you 
continue to play, however, your Focus will repair the files 

and make them readable. Every time a file is repaired you'll 
get a prompt on the screen letting you know that one is 
available to read. 


07-14 \\ Go through the hole in the wall after you've 
e scanned Sobeck’s journals, and then follow 
the narrow passage. You'll emerge in a room with a shrine 
of sorts — examine it and watch the hologram it displays. 
Once the display is over, some new Datapoints will appear 
on the table, as well as Sylens in holographic form. Before 
leaving this area, if you look to the west of the entrance 
you'll find a small vent that you can crawl through to reach 
two sets of doors. You can pry these open to gain entry to a 


FLOOR 02 


FLOOR O1 


small room with another Datapoint in it [>O 4]. If you exit 
the shrine room and follow the hallway you'll, reach an 
elevator shaft that you can climb. 


Follow the path around from the top of the elevator shaft 
and you'll end up back at the large open area you were in 
previously. Keep running along the path and you'll reach 
some handholds you can use to grasp a ledge, and from 
there, use a single handhold above a Datapoint to reach 

a smaller ledge. Look to the east and you'll see some 
handholds in the side of the cliff; jump up those handholds, 
and then follow the path onto the partially-destroyed metal 
staircase to finally reach the control room. Examine the ter 
minal in the control room and you'll get to witness another 
holographic display from the Old World, after which you'll 
need to talk to Sylens and pick up the Master Override. 


15/16 
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Exit the control room and follow the path to the 
west down the metal staircase until you reach a 
slip-line - use it to cross back over, landing close to where 
you first entered the ruins [> 5]. As soon as you land, the 


handholds you need to climb are right in front of you, and 
once you reach the top, make your way straight back into 
Sylens’ workshop. 


The man himself will be waiting for you in the workshop, 
and he'll finally reveal more about his past. Sylens will give 
you his Lance during the conversation - it's a great deal 
more powerful than the Spear you were using — and some 
new Datapoints are available in the workshop that provide 
even more insight about him. To turn the lance into the 
weapon you need to defeat HADES, go over to the work- 
bench and attach the Master Override to complete this 
quest. 


—_ <* ——-e 
Story Note 

If you want to have all possible optional allies present for 

the defense during the final battle, now is your last opportu- 
nity to go off and complete the necessary Side Quests and 
Errands. If you progress into ‘The Looming Shadow’ quest, 
you'll have to wait until after the final quest, whereupon the 
game will reset back to this point and you'll have another 
opportunity to recruit them. For more details on the ‘All 
possible allies joined’ Trophy, see P.356. 
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THE LOOMING SHADOW 


HADES intends to use the Spire to transmit a 

resurrection signal, calling millions of buried > Start 
war machines from their graves. When the 

t ¢ ust stand against the 


Recommended Lvl. 


Main Quest ‘The 
Sun Shall Fall’ (P318) 

Prerequisites & Main Quest ‘The 
Mountain that Fell’ 
(P349) 


Main Quest ‘The Face 
of Extinction’ (P359) 


Unlocks 


+17000 +1 


Other - 
OBJECTIVES OVERVIEW 
f Go to the Palace of the Sun 
Talk to Sun-King Avad 
Talk to Blameless Marad 


Visit both Defense Sites 


&©¢d > 


Rest Before the Final Battle 


1-04 Once you enter the Palace of the Sun, make 

“your way to the Solarium and speak with Avad 
to inform him of the imminent threat from Helis. After the 
conversation, go to the south end of the palace and talk to 
Blameless Marad about the defenses at two key locations: 
the Ridge, and the Spire. Marad tells you that the city 
scouts can give warning long before Helis arrives, so you 
can take this time to review the defenses at both positions, 
or finish off any other quests [>O 1]. 


Depending on which quests you've completed up to this 
point, you may see some familiar faces at the defensive 
positions; while not all of these people will fight on the 
frontlines, seeing them there and knowing they came for 
Aloy is enough. If you don’t want to review the defenses, 
then you can go straight to Olin’s house and rest up before 
the final battle to complete this quest [>D 2]. 


——_ Ct é $%ll_ 
Story Note 
As soon as you go to Olin’s house to rest you will be locked 
into continuing the chain events through to the end of the 
game. Upon completion of the game, however, the game 
world will be reset to before ‘The Looming Shadow’ Quest 
so that you can continue exploring and finish off any activi- 
ties you may have missed. 
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05 W Ridge Defenses 
Teb is standing next to a Supply Crate just outside 
the city gates. He lets you know that similar caches of Re- 
sources and medicines will be set up throughout the area 


Ally Prerequisite 

Teb Always Present 

Ulthid Side Quest , Traitor’s Bounty’ 

Vanasha Side Quest ‘Queen's Gambit’ 

Aluki Side Quest ‘A Moments Peace’ 

Petra Always present, but will have different dialogue if you 
have completed Side Quest ‘Heap of Trouble’ 

Janeva Side Quest ‘Sunstone Rock’ 

Nakoa Side Quest A Daughter's Vengeance’ 

Nil Side Quest ‘Cause for Concern — Farewell’ 

Elida Side Quest ‘Sun and Shadow’ 


under the same blue banner next to him. Once the fighting 
starts, keep an eye out for these banners if you ever run 
low on supplies [90 1]. 


If Nil is still alive, you'll find him ready for battle down near 
the riverbank. If you freed Nakoa she'll be standing ready 
on the southern-most cannon platform, along with Warden 
Janeva, providing you helped her track down the escaped 


criminals. Higher up the hill are two more cannon platforms, 


and both Uthid and Vanasha can be found standing on the 
southern one if you have completed the Queen's Gambit 
Side Quest. Finally, Elida and Aluki will be waiting in the 
northern of the upper platforms if you have completed their 
respective quests, and if you talk to Elida she will also give 
you three Antidotes. 


Petra can always be found standing on one of the lower 
platforms near the river. If you talk to her you'll be able 

to test out one of her Oseram Cannons on some of the 
Grazer dummies that have been set up in the field below 
you. During the battle you'll be able to use these cannons 
while standing in one of the four platforms around the 
area. The ammo supply for the cannons is bottomless, but 
you'll automatically drop the cannon when you step off the 
platform. It’s worth using this time to get accustomed to 
the range and angle at which the Oseram Cannon fires so 
that you'll have an easier time hitting enemies during the 
battle. Ideally you'll want to be hitting enemies before they 
cross the river, so focus on perfecting long range shots to 
the far bank. 
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Ally Prerequisite 

Erend 

Varl Always Present 

Sona 

Talanah Side Quest ‘Redmaw’ 


Namman Side Quest ‘Honor the Fallen’ 


05 QO Spire Defenses 

The bulk of the forces defending the Spire are made 
up of Erend and the Vanguard. You'll find them on the south 
side of the mesa where the Spire sits. Sona and some other 
Nora Braves are also here to fight, and they can be found 
towards the north, while Varl and another group of Nora are 
near the middle [>D) 2). Namman can be found praying 
near the base of the Spire, and if you successfully made it 
through all of the Hunters Lodge trials, you'll find Talanah 
halfway up the main path leading up to the Spire. 


Aloy and her allies must defeat HADE’s assault 
Z > on the spire — or the world will die. 


THE FaLe OF EXTINCTION 


Recommended Lvl. 


Main Quest ‘The 
Prerequisites Looming Shadow’ 
(P356) 


Unlocks - 


+18000 +1 


Other - 


OBJECTIVES OVERVIEW 


€ Talk to Avad 

& Kill Helis 

© Go to the Ridge 

€ Defend the Ridge 

& Follow the Trail of Destruction 
€ Go to the Spire and stop HADES! 


Z, Kill the Deathbringer that's 
\Y guarding HADES 


gs, Destroy HADES with the Master 
7 Override 


ENCOUNTER mar 


woz <5 A scout will awake you and you'll be brought 
~ to Avad to witness the beginning of the 
invasion. As soon as the cut-scene is over you'll be in 


Type Lvl. Page 
@Q telis 30 263 
@ Cultist Heavy 15 251 
@ Elite Cultist Punisher 15 248 
Q Elite Cultist Archer is 248 middle that you can jump across. At both the top and 
(J Cultist Dredger 6 245 bottom of those stairs there are slightly more open areas 


that give you a bit of room to maneuver, and from the top 


one you can also access a slip-line that takes you back 
Wiespan down to the bottom [2D 1]. Scattered around the area 
Shadow Hunter Bow Hardpoint Arrow / Fire Arrow you'll also find numerous Blaze Containers, so you need 
Blast Sling All to be careful if you're using any Fire-based weapons. 
Detonating Blast Traps While Helis is the biggest threat, your first priority should 
Deathbringer Gun be taking out the other Cultists so that you can focus on 

him alone. A few of the Cultists tend to congregate near 
a heated battle against Helis and a group of Eclipse Position A at the start of the fight, and among them is a 
Cultists. The area you're fighting in is comprised of two Heavy with a Deathbringer Gun; try to reach the Heavy 
large bridges that act as staircases with a gap in the as quickly as possible and use attacks with your Lance 
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to kill him quickly. Now you can pick up the Deathbringer 
Gun and use it to finish off all of the other Cultists and, if 
you have any ammo left over, put some shots into Helis. 


Pay close attention whenever you're shooting directly at 
Helis, because he will often raise his arm to block your 
shots — as soon as you see him do this, stop firing so that 
you conserve ammo. Your Lance is capable of inflicting 

a large amount of damage to Helis with attacks, but 
because Helis’ own melee attacks are so deadly, it’s 
generally best to stay away from him. You still need to be 
aware of your surroundings while keeping your distance, 
however, because Helis uses a Sling to lob Fire Bombs 
around the area that you need to evade, and you don't 
want to end up rolling into a wall and getting trapped. 


It's best to use indirect attacks that Helis cannot block, 
so while you're moving around the area keeping your 
distance, use Fire Arrows to blow up the Blaze Contain- 
ers as he gets close to them. Detonating Blast Traps are 
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also extremely effective — try to set some up near one of 
the Blaze Canisters and use the blast to spring your traps. 
The Blast Sling, however, is the weapon that truly shines 
in this fight, because you can fire the explosive payloads 
into the ground near Helis while you keep backing up 
[>0 2]. 


During the fight the area will start to come under bom- 
bardment from the Deathbringers below - the lower 
Helis’ health gets, the more intense the bombardment. 
When Aloy says that the bridges won't be able to take 
much more, Helis should generally be down to around 
half health. At this point you should try to stay in the 
area at the top of the stairs. The outer stairway will be 
destroyed, and by staying near the upper section you'll 
still be able to use either the inner stairs or the slip-line 
to escape if you need to. A cut-scene will automatically 
begin once Helis is defeated, during which you'll get to 
exchange some final words. 


ENCOUNTER map 


With Helis taken care of, you now need 
to turn your attention to fending off the 
orrent of Corrupted machines attacking from the west, 
near the ridge. Breach a door in the area where you faced 
Helis, and then use the slip-line on the other side to 
reach the ridge. You'll land right on one of the platforms 
with an Oseram Cannon, so pick it up and start using it to 
end off the machines. 


Listen to the Carja forces in the area, because they will 
ell you the direction that each wave of machines is 
approaching from. The two places you'll need to watch 
are to the west, near Position A, and to the south near 
Position B. When firing the cannon, remember that the 
projectile will start to drop after it has traveled for a while, 
so if you're aiming at anything on the other side of the 
river you may need to aim well above it if you want your 
shots to land. 
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Enemy Group 


Type Lvl. Page 

ve Corrupted Scrapper 15 151 
Corruptor 18 192 

Corrupted Longleg 20 156 
ed Corrupted Glinthawk 23 188 
@& Corrupted Fire Bellowback 23 177 
@ Corrupted Freeze Bellowback 23 177 
2 Corrupted Ravager 27 197 

I ‘8 Deathbringer 27 234 
S¥” ~—Corrupted Stormbird 40 226 

j S3 ~~ Stormbird - 226 


Recommended Loadout 
Weapon 


Oseram Cannon 


Try to pick off the smaller, faster machines first, or they 
can easily overwhelm your position and stop you from 
keeping up your bombardment. If you place your shots 
well, you can stop anything from ever crossing the river. 
When the Deathbringers start moving in, use the walls 
of the platform as cover from their missiles; you can 
even arc your shots over the wall to hit the Deathbringers 
while they are still far away [>O 1]. If all the walls at a 
platform get destroyed, it’s best to move to another one 
to ensure that you have cover available. 


After a few waves of machines there will be a break in 
the action and you'll have time to heal up and resupply 
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if needed. The next wave you'll face after the break has 
some fast-moving Longlegs and Ravagers at the start, so 
don’t stray too far from the cannons [30 2]. A Death- 
bringer will also be a part of that wave, and while you're 
fighting it a flock of Glinthawks will come flying in — kill 
them first, before they freeze the entire area. The next 
wave is the final one, and again there will be some fast 
machines to contend with at the start. Listen for the 
sounds of a Deathbringer’s missiles, but do not start 
firing on it, because it's not the biggest threat. 


A Corrupted Stormbird will come flying in shortly after 
the Deathbringer arrives, and you'll want to start landing 
shots on it as soon as possible — try to kill it before it uses 
its lightning attacks [>O 3]. If the Stormbird gets close 
to you, immediately run to a different platform to get a 
better firing angle. If it fires its Lightning Gun you'll need 
to move again, because the residual lightning lingers for 
quite a while. Once the final wave has been defeated a 
cut-scene will play, during which an overwhelming num- 
ber of Deathbringers will storm the city, rendering you 
unconscious in the process. 


MAIN QUEST THE FACE OF EXTINCTION 


O5/06 \\\) After awaking you'll be at 
~ extremely low health so 

heal up first, and then follow the trail 
of destruction towards the Spire in 
hopes of stopping the machines. You'll 
encounter some other machines 
along the way, but with HADES 
having such a strong head start, it’s 
best to ignore them and concentrate 
on your goal. The cliff-side trail leading 
up to the Spire has been devastated 
by the machine advance, so be careful 
on your way up — there will be 
sections that you'll now need to jump 
or use handholds to cross [9D 4]. 
When you near the Spire you'll meet 
up with the remnants of the defensive 
force, so take a moment to resupply 
with them, and then climb up the 
handholds when you're ready to face 
HADES. 


07/08 <5 HADES has already initiated the process of taking 
over the Spire, and you only have 12 minutes in 
which to put a stop to it. To make matters worse, it's being 


ny Group 
Lvl. Page 
‘S¥ Deathbringer 30 234 
% Corrupted Grazer 15 145 
AF Corrupted Ravager 27 197 
B@ Corrupted Scrapper 15 151 
@ Corrupted Fire Bellowback 23 177 
Corruptor 18 192 
Shadow Hunter Bow Hardpoint Arrow / Fire Arrow 
Shadow Precision Bow Tearblast Arrow 
Shadow Sling Fire Bomb / Freeze Bomb 
Shadow Rattler Metal Bolt 


guarded by a pristine Deathbringer [>O 5]. If the Death- 
bringer is still alive when the timer expires, HADES will 
have won, and you'll have to retry the fight from an earlier 
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THE FALE OF EXTINCTION 


checkpoint with 6 minutes on the clock. The area features 
two rings of walls that you can use for cover, but as with 
previous Deathbringers, the strength of their attacks will 
break down the wall you're hiding behind, forcing you to 
move. The outer walls of the area are higher, and thus offer 
better protection, so it’s recommended that you retreat 
behind them once the fight starts [>O 1]. 


While this Deathbringer has more health and packs a bit 
more of a punch than the previous ones you've faced, many 
of the same rules apply. You'll want to focus on keeping it 
burning at all times with liberal use of Fire Bombs, then 
while you're waiting for it to overheat, take off the Gun 
Turrets first. Once the Gun Turrets are off, switch to aiming 
for the Heavy Gun Turrets on top, since they offer a nice big 
target to hit. Any time it Overheats, be sure to destroy the 
Cooling Rods to speed up the Overheating process. 


How you go about removing the Gun turrets is down to 

your playstyle; using Hardpoint Arrows will allow you to deal 
more direct damage while staying further back, but if you 
use Tearblast Arrows you'll have a Deathbringer Gun that you 
could use — if you get close enough to pick it up [> 2]. 
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As you start bringing down the Deathbringer’s health, 
groups of Corrupted machines will join in the fight. The first 
group appears after you've taken off roughly a third of the 
Deathbringer’s health, and a second group comes at just 
under half health. Whenever possible, these other ma- 
chines are best left to your allies in the area — you may need 
to run around to break their line of sight, that so they focus 
on the allies. An exception comes during the first enemy 
group, which happens to include a Ravager. If you can, use 
Tearblast Arrows to remove the Ravager’s Cannon, giving 
you a very potent weapon. With careful aiming it’s possible 
to take off both Heavy Gun Turrets and a large portion of the 
Deathbringer’s health [90 3]. 


The second group of enemies has a Corrupted Fire Bellow- 
back, a Corruptor, and a few other machines, so it's far more 
problematic than the first group. If you do manage to get 
them to focus on your allies, you should try to finish off the 
Deathbringer as quickly as possible. It's worth leaving one 
of the Heavy Gun Turrets intact until after the second group 
of enemies appears, so that you have an easy target to hit. 
Saving the Ravager Cannon for this point in the fight can 
also work, but because of your reduced movement speed, 
it can be a risk with the other machines around. 


Once the Deathbringer’s health starts to get very low, make 
your way around to the western side of the area, because 
as soon as it’s defeated you'll need to get close to HADES 
to use the Master Override. If there are still other machines 
around, the less distance you have to cover at that point 
the better. With the Master Override deployed, HADES will 
be purged and you will have stopped the machines from 
rising... for now. 
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If] HER MOTHER'S FOOTSTEPS 


OBJECTIVES DVERVIEW 
ee ae STEAL PL TEE TT LE LTA ES > 1 SMT RET EA, 
il Find Arana q 
2 Kill the Watchers Recommended Lv —— 
Prerequisites - cop 
15] Talk to Arana Unlocks = 3G) + D) - 
04 aie eee Quest Giver Thok Other Spear Damage boost 


05 
06 
7 


Follow the Scrapper’s Tracks 
Recover Arana’s Spear 


Return toThok 


© OOOO OS 


Spear Upgrade 

Completing this quest will grant 

you the only damage boost for your 
spear in the game, so the earlier you 
complete it, the longer you can take 
advantage of the extra damage! 


BNCOUNTER MP 


A wounded hunter asks Aloy to find his daughter, who 
went after a dangerous machine to retrieve a beloved 
family heirloom. 


fl-03 09) ab The injured Thok can be found lying by 
the side of a path in the Embrace, and if 

you speak to him he'll tell you his tale of woe [9D 1]. 
A Scrapper attacked them and a precious spear was 
impaled in it. His daughter, Arana, has gone off on her 
own to try to retrieve the spear. If you head south across 
the river, you'll find Arana trapped on a wooden platform 
high above the ground, with a group of Watchers circling 
below her [> 2]. 


Enemy Group 


Type Lvl. Page r 
: There are four Watchers patrolling the area around Arana, 
Swe iWetener i hi and you need to kill all of them to rescue her. If you 
Recommended Loadout crouch down and move quietly you can easily reach the 
Wapntsti‘é‘éllllllv.—O tall grass at Positon A. With the Silent Strike and Lure 
Caija Hunter Baw Ficnter anne Call Skills, you can lure all of them to you one at a time 


and take them out unnoticed. 
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SIDE QUEST IN HER MOTHER'S FOOTSTEPS 


Without those Skills, you can still use Rocks to draw the D4/05 © 9 To find the Scrapper that has the spear 
Watchers one at a time back down towards the river, you'll need to activate your Focus so 
where you can use an [R24 with your spear to knock them that you can see Arana’s tracks, and then follow them 
down, followed by a second one to kill them. If you're back to where she saw the Scrapper, which is just west 
feeling confident in your shooting skills, however, it’s pos- of Mother's Cradle. After reaching that location, you'll 
sible to kill the Watchers with a single Hunter Arrow to need to use your Focus again to find the tracks left behind 
the eye, which you can also do from within the tall grass by the Scrapper, and then follow those back to its lair 
[60 3]. Arana will climb down once the area is safe, and [>0 4]. 


if you talk to her she'll say that she still wants to continue 
the search for the spear. Fearful as to what might happen 
if the child goes off on her own again, it's up to you to 
reclaim the spear in her stead. 


i 
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i 06/07 ab As you get close to the lair you'll see the 
~ Scrapper you're after standing atop a ridge 
briefly, before it retreats further back into the area [> 5). 


Enemy Group 


Type Lvl. Page 
Sy Watcher 5 132 
%& Scrapper 8 151 


Recommended Loadout 


Weapon 
Carja Hunter Bow Hunter Arrow 
Tripcaster Shock Wire 
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You should resist the urge to run straight up after it, 
because there are a lot of machines up there, and getting 
into open combat with them can be very dangerous. The 
best approach into the Scrapper den is via the ladder at 
Position A, which leads to a narrow ledge. Once there, 
after making sure the way ahead is clear, move to the tall 
grass at Position B [30 1]. 


There are three Scrappers along with some Watchers 

in the area, and while the Scrappers do not move, the 
Watchers will patrol around the area, so taking them out 
irst will make things much easier for you. There are two 
simple ways to do that: use Lure Call to bring them to the 
all grass you're hiding in, and then Silent Strike them, or 
shoot them in the eye with a Hunter Arrow when you get 
a clear shot. Silent Strike will again make dealing with the 
Scrappers much easier, because you can just sneak up on 
hem and take them out, without them ever spotting you. 


Because the Scrappers are facing in different directions, 
you'll want to circle back around to the north a bit, so that 
you can take out the one with the objective marker first, 
and then go back around to the tall grass at Position B 
and take out the one there [>©) 2]. When both of them 
are down, you can easily sneak up behind the final one 
to the west of the area. 


Without that Skill, you may want to set up some Shock 
Wire traps in front of the tall grass, so that after you start 
fighting the Scrappers, you can drop back and have them 
trigger the traps to create an opening for you to attack. 
Since you can still get close to the nearest of the Scrap- 
ers, it’s worth opening with (RJ attacks from your Spear 
- you'll have that first one almost dead by the time the 
others are aware of you. 


An alternate method would be to go back towards 
Position A, and then use another ladder at Position C 
to reach a higher part of the ridge. From that location, 
you can use Hunter Arrows and focus on knocking off 
the Scrapper’s Components from range to inflict a lot 

of damage. If they do get close, you can easily create 
space by dropping back down [>© 3]. When the area is 
clear, loot the carcass of the marked Scrapper to recover 
Arana's spear, and then take it back to them to receive 
your reward. 
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SIDE QUEST THE FORGOTTEN 


©> THE FORGOTTEN 


Recommended Lvl. Rewards Olara’s brother Brom was supposed to come home after 
Prerequisites = Pica e ten years of exile, but he has vanished, leaving behind a 
Unlocks - blood-soaked camp. 
Quest Giver Olara Other +1 Remarkable Reward Box 

M02 \ « Brom was meant to return to the tribe after 


wy a ten-year exile, but his sister Olara has 


been searching for him every day to no avail, and the camp 
he was staying at is covered in blood. With no one else to 


Enemy Group 
Type Lvl. Page 


\g* Watcher 5 132 


Recommended Loadout 
Weapon Ammo Type 


Carja Hunter Bow Hunter Arrow 


turn to, Olara asks that you help her by investigating the 


camp and finding out what happened to her brother 
[2D 4]. Crouch down and start to move quietly as you 
: : approach the camp, because there are two Watchers 
currently occupying it. One of them patrols close to the top 
1 €& Goto Brom’s Camp of the hill leading to the camp, and the other is further to 
12 & Kill the Watchers the north. If you watch their patrol routes you can sneak up 
behind them one at a time and Silent Strike them. 
it] ® Investigate Brom’s Camp 
04 Search the Camp for the Blood Trail If you want to take a more ranged approach, look at the cliff 
to the south of the camp and you'll see some handholds 
05 € Follow the BloodTrail 


that let you access a ledge, from which you can reach and 
climb a guard tower. The guard tower gives you an excellent 
view of the camp and allows for unobstructed shots on the 
Watchers. 
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OBJECTIVES OVERVIEW 


©6666 


© 


© OL 


Examine the Knife 
Follow the Blood Trail 
Examine the Bucket 
Follow the tracks 
Examine the Shrine 
Follow the Tracks 


Kill the Scrappers 


Examine the Destroyed 
Watcher 


Follow the Tracks 
Examine the Supply Cache 
Follow the Tracks 


Talk to Brom 


Enter the camp after dealing with the Watchers and you'll see a 
large amount of blood originating on a bench near the fire, but 
there's no body to be found. Examining the blood indicates that there may be a 
trail leading away from the camp, so activate your Focus, find the trail and then 
highlight it to make it easier to follow. The blood trail leads you along a narrow 
pass, where you'll first find a bloody knife to examine, after which you'll need to 
use your Focus again to find and highlight the blood trail leading away from the 
knife [>© 1]. That trail leads you to a bucket on the ground, and a quick examina- 
tion of that reveals that it may have been used to transport the blood to the 
camp. 


03-08 & W 


The bucket marks the end of the blood trail, but because of the 
weight of it, the person that was carrying it left behind some 
tracks, so once again activate your Focus to find and follow the tracks. They'll lead 
you along the bank of a river and through a copse of trees to a shrine, where a 
boar has been sacrificed [>0) 2]. Examine the shrine to gather more evidence, 
and then use your Focus to highlight the tracks leading away from it and follow 
them. 


05-1 


370° =HORIZON ZERO DAWN COLLECTOR'S EDITION GUIDE 


ENCOUNTER Map 


{ 12/13 ab & The tracks lead you to a pair of Scrappers 
: that are trying to salvage something, and 

in order to find out if it's related to your investigation, 
you'll need to kill them. One of the Scrappers will remain 
stationary, while the second one patrols around the area 
— taking out the patrolling one first will make things much 
easier for you. There is a patch of tall grass at Position A, 
and from there you can use Lure Call on the Scrapper and 
bring it close to you for a Silent Strike kill [> 3]. Then all 
you need to do is circle around to the north, so that you 
can approach the second Scrapper from behind and Silent 
Strike it. 


Enemy Group 
Type Lvl. Page 
ie Scrapper 8 151 


Recommended Loadout 
Weapon 


Carja Hunter Bow Hunter Arrow 


Alternatively, you can sneak up behind the stationary one 
first while the patrolling one is at its furthest point away, 
and then use [RQ attacks with your spear to take it out 
before the patrolling one can close in. When the area is 
clear, examine the destroyed Watcher that the Scrappers 
were trying to salvage. It was likely killed by the person 
you're tracking, and they clearly know how to fight. 


i Wi 
eee CL EP 2 a TS” d 


14-17 ‘2 (9 Use your Focus near the destroyed Watcher Olara will turn up, and then depending on how you choose 
and you'll find another set of tracks leading to continue with the conversation, Brom will either go off 
away from it; highlight the tracks and continue your pursuit. on his own, or with Olara. There are no direct gameplay 
Those tracks lead you to a large rock, at the top of which consequences to your choice, so you can just do whatever 
you'll find a supply cache that has been recently looted. you feel is right to resolve the situation. 


After a quick examination of the supply cache, activate your 
Focus and locate the tracks leading away to the east, and 
then drop down and follow them. After a short distance 
you'll find the contents of the supply cache dropped on the 
path — feel free to put them to good use. Continue following 
the tracks across the nearby bridge and you'll hear shouting 
coming from the top of a large rocky outcropping. If you 
climb up there you'll finally come face-to-face with Brom 
[20 4]. 


Fearful of what the spirits of the Forgotten are telling him 
to do, Brom was considering a drastic course of action, 
so you'll need to talk him down. During the conversation 
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INK 


ANCIENT ARMORY <> 


Recommended Lvl. 
Prerequisites - 
Unlocks - 


Quest Giver - +1 Shield-Weaver 
Other outfit Box 
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& Find a Use for the Power Cell 

& Restore Power to the Bunker Door 
& Investigate the Bunker 

& Restore Power to the Mechanism 
o7 Retrieve the Ancient Armor 


SIDE QUEST ANCIENT ARMORY 


An ancient suit of armor lies in a ruin of the Old Ones, 
visible but out of reach. 


Ol While the individual steps of this quest are not very 
long, there will be long periods where you can’t 

progress within it until you complete more of the Main 
Quests. Inside these ruins lies an ancient and powerful 
armor that is locked away behind a series of doors. There are 
five Power Cells in total that you need to acquire to power 
the Holo Locks that seal the armor away, and the quest will 
automatically begin as soon as you pick up your first one or 
enter the Bunker [+O 1]. Since you can't active the final 
locks until you have all five Power Cells, however, you don't 
actually need to go into the Bunker until you have them all. 


The first Power Cell you can find is located in the ruins you 
POWER CELL Ol fall into as a small child. Since you need a spear to break 
through the stalactites blocking the way into the room, you 
can’t get it until you're an adult. As soon as you start the 
quest ‘The Point of the Spear’ you'll be able to descend into 
those ruins once again and claim the Power Cell. 


The next Power Cell can first be obtained during the quest 

POWER CELL 2 ‘The Womb of the Mountain’. While you're inside the facility 
you'll come across a small room with a partly open door, and 
if you look through the opening you'll see the Power Cell on 
the other side. To reach the Power Cell, crouch down and use 
the vent near the door to reach the room on the other side. If 
you miss the Power Cell, you can also get later in the game, 
after the quest ‘The Heart of the Nora’. 
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POWER CELL 03 


When you reach the office at the top of the tower as part of 
the ‘Maker's End’ Main Quest there are a series of handholds 
on the wall just before dropping down into that office; if you 
climb them you'll find the third Power Cell at the top. 


POWER CELL 04 


During your exploration as part of the Main Quest ‘The 
Grave-Hoard’ you'll come across a large armory room and 
this Power Cell can be found in three different locations in 
and around that room. The first place is between a Supply 
Crate and a Medicinal Plant in the corridor just before the 
armory, and the second place is at the end of the fissure you 
have to jump across to leave that room. The final place you 
can find it is in a small supply room just after the holographic 
display room. Although this Power Cell is in three locations, 
as soon as you pick it up at any one of them, the other two 
will disappear. 
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SIDE QUEST ANCIENT ARMORY 


Shortly after entering the GAIA Prime facility you will reach 
POWER CELL 05 the epicenter of the blast and need to rappel down. Instead 
of going west as normal, go north and you'll find a small 
handhold that you can jump to. Climb up the subsequent 
handholds and follow the path north to a small room, where 
you'll find the final Power Cell. 


02 Once you have all of the Power Cells, go to the 
Bunker and replace the two missing ones near the 
outer door to restore power to that set of Holo Locks. If you 
use your Focus to scan the nearby Code Nexus it will reveal a 
series of times based on a 24hr clock; each of those times 
corresponds to the correct position for one of the locks, 
starting with the one furthest from the nexus. [>0 1] 


\ Code Sequence: Up, Right, Down, Left, Up. 


03-05 With the outer door open you're one step closer 
to obtaining the ancient armor. Unfortunately, 
even though you can touch it, clamps are holding it in place, 
so you need to find a way to release them. Adjacent to the 
doorway you used to enter the room is another doorway that 
leads to a small room with another set of Holo Locks - use 


a Code Sequence: Right, Left, Up, Right, Left. 


your remaining three Power Cells to restore power to them. each 90-degree value being worth one clockwise turn of the 
Scanning the Code Nexus here will show you the positions lock. Once you've input the correct sequence the clamps will 
for the locks in degrees, based on segments of a circle, with be released and you can finally obtain the Shield-Weaver 


Outfit. [>0 2] 
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CaUSE FOR CONCERN - FAREWELL <> 


Ay Shattered Kiln} A 


w 


OBJECTIVES OVERVIEW 
Recommended Lvl. & Talk to Nil 
Prerequisites Completion of all 6 Bandit Camps 
+5000 = - ; 
Unlocks = Kill Nil 
Quest Giver Nil Other - 5 
<& Talk to Nil 


Nil, a mysterious outlander, invites Aloy to raid Bandit 
Camps with him when their paths cross. 


ee  —<“i‘“‘iéSC‘SN ————!S:SC:C*t~CS~*~CS 


Story Note 

Shortly after you exit the Embrace you'll have the oppor If you talk to him outside any of those three camps you'll be 
tunity to cross paths with the mysterious Nil, an outlander able to choose to either bring him with you on your raid, or 
with a thirst for killing Bandits. Killing Bandits is Nil’s sole have him stay behind. There is no downside to bringing him 
purpose, and he travels the world looking for new places to with you, because he won't attack unless you are detected, 
ply his trade, either alone or with a partner. Of the six Bandit and he very rarely gets detected by enemies. Once you've 
Camps, you can find Nil near three of them: Devil's Thirst completed any of those three camps, as long as you spoke 
(P.516), Gatelands (P.525), and Shattered Kiln (P.449). to him beforehand, you'll be able to speak to him afterwards 


for some additional dialogue, regardless of whether or not 
you brought him with you. 
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SIDE QUEST CAUSE FOR CONCERN - FAREWELL 


ol-03 (9 <6 Upon completing the sixth Bandit Camp 
ss you'll automatically acquire this quest, and 

the objective marker will point you to a location just outside 
of the camp, where Nil will be waiting for you. You needn't 
have completed the camps in any specific order, and you 
don't even need to have spoken to Nil before — he will 
always appear no matter what [© 1]. With all the Bandits 
gone, Nil starts to feel lost and arranges a meeting with you 
on top of a mesa just south of Meridian to continue his soul 
searching. 


Nil is looking to savor the thrill of battle one last time, and 
proposes that you both fight a duel to the death [>D 2]. 
Accepting the duel will initiate the battle straight away and 
you'll have to kill Nil. Decline the fight, and Nil will remain 
standing there, dejected. The choice is yours. If you're plan- 


Enemy Group 


ning on fighting Nil, it’s worth taking some time to set up 


Type Lvl. Page c . 4 ; : 
some traps in the area before talking to him. Fire Wires are 
Nil 1 262 i : A 
an especially good option, due to their good damage and 
Recommended Loadout guaranteed application of Burn. 
Weapon 
Shadow Hunter Bow Hunter Arrow / Fire Arrow “] a 


Trophy Note 

Shadow Sling Fire Bomb If you decide not to fight Nil, he will show up during the 
Main Quest ‘The Looming Shadow’. If you decide to kill him, 
you can still unlock the ‘All possible allies joined’ Trophy, 
Shadow Tripcaster Fire Wire despite his absense in ‘The Looming Shadow’. 


Shadow Rattler Shock Bolt 


Once the fight begins, your aim should be to keep Nil 
burning as much as possible, to prevent him from attack- 
ing while whittling down his health. Fire Bombs are your 
best option for this — not only do they create a large area 
of effect (so you'll often hit him even if he’s evading), but 
they deal a good amount of damage and last a long time, 
allowing you to reposition if needed. 


Nil’s primary offensive tools are a sling with flash bombs, a 
bow for ranged attacks and a sword for melee. You can see 
him switch to each weapon before he uses it — pay close 
attention to his hands so that you have plenty of time to 
react. The flash bomb from the sling has a very large radius, 
so if you see him pull the sling out it’s best to retreat behind 
one of the rocks in the area to break line of sight. Ducking 
in and out from behind cover while lobbing Fire Bombs is 
he best option when he has the bow out. 


When he uses the sword, however, he will attempt to rush 
owards you, so that’s the best time to lure him into one of 
your traps, or alternatively, shoot him with Shock Bolts from 
he Rattler to stun him. You can't use Strike attacks on him 
while he’s stunned, but you can keep shooting him until he 
retreats. After you've defeated him you'll be able to speak 
‘o him once again to hear his final words. 
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INSULT TO INJURY <? 


OBJECTIVES OVERVIEW 


Search BraveTrails for 
Dreamwillow Caches 


© 


Talk to Fia 

Find Jun 

Investigate the Lodge 
Unblock the door 

Search the Area for Tracks 


Follow the Tracks 


oO OO CLO 


Kill the Machines 


Talk to the leader of the 
Outcasts 


Return to Jun 


©} 


The wounded braves of the Nora 
need Dreamwillow to ease their 
pain, but supplies have run dry. 


Ol \ The healers of the Nora tribe 
are in desperate need of 
Dreamwillow, so that they may ease 
the suffering of the Braves that were 
injured during the attack on the War 
Party. Regardless of whom you 


Recommended Lvl. Rewards 
Prerequisites - 

2f= +2330 
Unlocks = 
Quest Giver Enara/Fia Other 


accepted the quest from, your first goal will still be to search 
nearby supply caches for some Dreamwillow. The first 


potential cache can be found on a wooden platform to the 
east of Mother's Crown, but to reach it you'll need to scale a 
large rocky outcropping to the east of the platform, and then 
use the slip-line that is strung between them. 


The first cache is empty, however, so you'll need to contin- 
ue your search at the second one, which is at the eastern 
edge of the Nora Hunting Grounds, across the river. To 
reach this cache you'll need to follow a Brave Trail to reach 
an elevated platform, and it starts on a rock just south of 
that platform. From that rock, jump across a pair of poles to 
he cliff, and then jump 


reach a wooden pole sticking out of 
from there across to the platform [> 
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+1 Remarkable Reward Box 
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02-05 QO A quick search of the second cache reveals that 
it only contains some Metal Shards and no 

Dreamwillow, so return to Mother's Rise and tell Fia the 
bad news. She tells you of a reclusive man named Jun that 
picks herbs for the tribe, and there is a small chance that he 
may have some Dreamwiillow. Follow the trail towards Jun’s 
lodge, high in the mountains to the north — you'll hear him 
calling for help as you get close. It appears that someone 
has locked Jun inside his own lodge, but if you go around to 
the north side of it you'll be able to breach the door and free 
him [90 2]. 


06/07 ‘2 9) 4, Jun tells you that he was set upon by 

a gang of outcasts that stole all of his 
Dreamwillow. Since the incident only just happened, you 
should still be able to track them. Activate your Focus and 
you'll find a set of tracks leading north, away from the cabin 
— highlight them and start chasing after the thieves. The 
tracks lead you to the top of a ridge, from where you'll see 
that the thieves have run into the one of the Sawtooths you 
were told was in the area, along with a pair of Watchers. 
With very little ammo left, the thieves have climbed up to a 
small ledge, while the machines circle the area below them 
[90 3]. 


F sine QUEST INSULT TO INJURY J 


The machines are in a very open area with little in 
the way of cover, so your best approach is to stay 
high on the mountain and work your way around to the 
ledge that the thieves are on, without alerting the ma- 


08 <> 


Enemy Group 

Type Lvl. Page 
Se Watcher 5 132 
X& Sawtooth 15 167 


Recommended Loadout 
Weapon 


Carja Hunter Bow Hunter Arrow 


Carja Sling Freeze Bomb 


Carja Tripcaster Blast Wire 


chines. None of the machines can reach you on this ledge, 
so it's relatively safe and you can concentrate on killing 
them. The only attack that can hit you is the ranged attack 
from the Watchers, so you should concentrate on killing 
them first with Hunter Arrows to their eyes. 


If the Sawtooth is quite close to the ledge, Blast Wires with 
the Carja Tripcaster can make short work it, because you 
can keep placing each bolt of the wire on either side of it 
while it staggers from the blast [>O 4]. Alternatively, freez- 
ing it with Freeze Bombs, and then using Hunter Arrows for 
damage can be just as effective if it's moving around a lot. 


05/10 Q9 When the area is clear, Kurnst, the leader of the 

outcasts will jump down and you'll be able to talk 
to him. It seems that the outcasts are not quite the vicious 
bandits that Jun proclaimed them to be, and after a brief 
discussion, they'll hand over the Dreamwillow. Make the 
trek back across the mountain and hand over the Dreamwil- 
low to Jun so that he can take it to Fia, and the quest will 
be complete. 
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A DaUGHTER'S VENGEANCE ® 


5, OBJECTIVES OVERVIEW 
Recommended Lvl. Rewards : 
= Go to Mother's Crown 
Prerequisites - 
+5000 - = 
Unlocks = 2 Talk to Solai 
Quest Giver Yan Other - 


Go to Daytower 


Find the Outpost Commander 
Yan, a young Nora, is worried about his sister Nakoa, who left the Sacred : 
Lands to find their father’s killer. Talktoicald 
Go to Lonesome rock 
O02 \\) To the north end of Mother's Rise, you'll find a man named Yan who 
~ has need of the services only a Seeker can provide. Yan asks you 
to track down his sister, Nakoa, who has gone in search of the Carja man that 
killed their father. The first step in your search is talking to Solai, who resides in 
Mother's Crown. You'll find Solai toward the north end of the settlement, and in 
talking to her you learn that Nakoa did indeed pass through Mother's Crown, on 


her way to another settlement called Daytower. 


Explore Lonesome Rock 
Examine the Cart 
Follow the Cart Tracks 
Explore the Compound 


Kill the Guards 


Before you can enter Daytower you will need to clear two Corrupted Zones as Explore the Compound 


part of the Main Quest A Seeker at the Gates’. Talk to Nakoa 


03-05 \\) Upon reaching Daytower you'll need to track down the outpost Escape the Compound 


commander, a man named Balahn, and you can find him near the c 
western edge of the outpost overlooking the valley below. Start up a conversation 
with him, and then enquire about Nakoa when given the option to get more 
details about ‘the incident when she arrived’, and you'll find out that Zaid, the 
man Nakoa was hunting for, is currently in the outpost. 


Kill Zaid and his Soldiers 


Talk to Nakoa 


oO OOOO OOO OC OCC OOO 
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SIDE QUEST A DAUGHTER'S VENGEANCE 


Zaid can be found up the stairs to the east of the outpost, 
and if you talk to him you'll find out that he was attacked by 
Nakoa [>© 1]. She was released safely after the encoun- 
ter, but if the reports he heard are true, she may have been 
captured by Bandits near Lonesome Rock, far to the west. 


06-09 Q9 Y <b When you reach Lonesome Rock 
you'll need to search the area for any 
clues relating to Nakoa. If you activate your Focus straight 
away, you'll be able to identify a suspicious cart. Approach 
the cart, and the leader of the local garrison will stop you 
and ask what you're doing in the area — you have the choice 
to either lie or tell the truth. 


If you tell the truth, the garrison will immediately attack the cart, the garrison will leave you alone. That means you 
you, but if you lie they'll let you go on your way. Lying is a can take the time to set up some tripwires or other traps 
better option, because as long as you don't try to examine near them, so that when you do examine the cart, they will 


activate straight away and kill the troops. Examine the cart 
once the area is clear and you'll discover that it was used 


Enemy Group 


Type Lvl. Page : : ° s 
) Gaas = su8 for moving prisoners; activate your Focus to find the cart 
‘e, ara earman e . 
uy sa tracks, and then highlight and follow them to the north. 
4) Bandit Thug 15 248 
2 


i 


lo <5 If you approach the main gate of the compound 
you'll overhear the Carja soldiers inside talking 
about a Nora brave, confirming that this is where Nakoa 
is being held. The only way to free her is by killing all of 


Enemy Group 
Type Lvl. Page 


¢) Carja Outlander 15/17 245 


Recommended Loadout 


Weapon 

Shadow Hunter Bow Hardpoint Arrow 
Shadow Sharpshot Bow Precision Arrow 
Shadow War Bow Corruption Arrow 


her captors. Follow the exterior wall of the fort to the 
south a bit and you'll find a section of collapsed wall at 
Position A, giving you the perfect entry point [>D 2]. 
Climb up and over the rubble to reach a patch of tall grass 
on the other side, and from there, activate your Focus to 
scan and tag all of the Carja soldiers. 


The Shadow War Bow lets you handle the enemies in an 
unconventional manner; by using Corruption Arrows to 
infect some of the enemies, they will fight themselves 
while you wait safely in the grass. If you want to take a 
more traditional approach, directly east of the grass at 
Position B there's an enemy in a guard tower, and from 
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the back of the grass you can see just enough of him to 
get a headshot. Once he's down, look to the south slight- 
ly, where there's a gap between two buildings - when 
you see the patrolling enemy there, either headshot him 
or use Lure Call and Silent Strike him from the grass. 


The next enemy to go for is the one patrolling around 

the middle of the compound. Lure Calling him to your 
position in the tall grass is the best option, as this avoids 
other enemies spotting the corpse. When he's down, 
remain crouched and enter the small building just to the 
east of the grass, so that you can Silent Strike the enemy 
inside [>O 1]. From inside that building you have a nice 
angle on the two enemies to the north at Position C, - if 
you start with the rear of the two, you can headshot both 
of them during Concentration without being detected. 


There should only be two enemies left at the north end 
of the compound now, so follow the path up to the north, 
and then headshot the first one when he comes into 
view. Keep going up the hill and you'll come to a patch of 
tall grass at Position D. From there you can either sneak 
up behind the patrolling enemy, or use a Lure Call to bring 
him to you and Silent Strike him. 


| Hl 
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When that final enemy has been killed, loot 
his corpse to gain a set of keys. Now, if you 
activate your Focus you'll find a set of tracks near the tall 

grass that will lead you to a set of stairs, descending into a 


12-16 


Enemy Group 


Type Lvl. Page 
Q Carja Spearman 15 245 
Y Carja Archer 15 248 
Zaid 7 254 


Recommended Loadout 


Weapon 


Shadow Hunter Bow Hardpoint Arrow 


Shadow Sling Fire Bombs/Shock Bombs 


Carja Tripcaster Blast Wire 

cellar [> 2]. Nakoa is in the basement, but before going 
down there, it's worth taking a moment to set up some 
traps that will aid you in an upcoming encounter. A group of 
enemies will attempt to stop you from leaving after you 
rescue Nokoa, and they'll enter through the front gates of 
the compound. 


If you have some Blast Wires or Traps, set them up across 
the cart tracks, roughly in line with the middle of the nearby 
stables. Make your way back to the cellar and you'll find 

a shackled Nakoa near the back. Since you already have 
the keys, you can free her straight away and try to escape 
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the compound. Zaid and his men will turn up as soon as 
you exit the cellar, but depending on how liberal you were 
with your traps, there may not be many of them left. Shock 
bombs or Fire Bombs are your best option if there are a 
few left — both of those will stop the group of enemies from 
attacking for a while, allowing you to pick them off with 
Hardpoint or Precision Arrows. When all of the enemies 
have been defeated, Nakoa will have some final words with 
Zaid and her liberation will be complete. 


we 


Trophy Note 

Now free from her slavers, Nakoa will be able to join your 
forces in ‘The Looming Shadow’ Main Quest, and her stand- 
ing as one of your allies will count towards the ‘All possible 
allies joined’ Trophy. 


SIDE QUEST UNDEREQUIPPED 


“+ 


F ty i a 
Fe Say Underequipped| 


A caravan departed on a dangerous route without any 


Recommended Lvl. Rewards ees . a ia 
SS decent ammunition. Without help, the expedition is 
a ©) +2500 - doomed. 
Unlocks - 4 ~ 
7 Lubavad or +1 Remarkable e ~ 

Quest Giver Marzavid Other award Box You can acquire this quest either from the owner of the 
caravan, Lubavad, in the Settlement of Hunter’s Gather- 
ing, or by encountering the caravan directly and talking 
to Marzavid. Since Lubavad will give you the ammuni- 
tion that the caravan is missing, getting the quest from 

him will allow the caravan porters to help in the battles 
Ol Deliver the Ammunition to the Caravan and make things much easier for you. 
Talk to M id : pee 

12 & Talk to Marzavi pl-03 (\) <5 After talking to Lubavad he will give you the 

13 & _ Killthe Machines 7 ammunition that the caravan mistakenly left 

UL & Telkto Marzavid without, in hopes that you will deliver it to them before 
Enemy Group 

5 © Find Dirid ina Lv. Page 

15 & Killthe Stalker Sy Watcher 5 132 

17 @&  Talkto Dirid = Longleg 13 156 

08 ® Recover the Songcores 3 Scrapper 8 151 

09 Return to Marzavid Recommended Loadout 
Weapon 
Carja Hunter Bow Hunter Arrow 
Carja Tripcaster Shock Wire / Blast Wire 
Carja Sharpshot Bow Tearblast Arrows 


they're overrun by machines. Marzavid, the leader of the 
caravan will start calling out for assistance as you get close 
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to it, but you should wait before talking to him. During the 
conversation with Marzavid, a group of Watchers and a 
Longleg will attack the caravan. To make the fight easier 
you should first set up some traps around the area. 


The enemies approach from the north, so using the Trip- 
caster to set up Shock Wires either side of the caravan, 
and across the gap in the middle, can be very effective 
[20 1]. Place either Blast Wires, or Blast Traps and Deto- 
nating Blast Traps in conjunction with those Shock Wires, 
and you can often take out the whole group of machines 
before they get a chance to attack. Two or three of any 
combination of those on each of the Shock Wires should 
be more than sufficient. The Longleg is the main threat, so 
if it survives, focus on that first, using Tearblast Arrows to 
remove its Components before finishing it off with Hunter 
Arrows. 


When only one enemy in that first group remains, a second 
group of enemies will come charging in, this time comprised 
entirely of Scrappers. They approach from the north again, 
so stay to the south of the caravan to give yourself more 
room, If you still have any traps left, try to lure the Scrappers 
into them as they approach [>O 2]. Tearblast Arrows should 
be your first choice of weaponry against the Scrappers, 
because it only takes a couple of shots to remove all of their 
Components, depriving them of their ranged attacks. 


Talk to Marzavid again once the battle 
“is over, and it will become apparent 
that during the commotion a man named Dirid ran off with 

some of the cargo. Now it’s up to you to track him down. 


4-09 | (y) 


Enemy Group 


Type Lvl. Page 


=e Stalker 18 182 


Recommended Loadout 
Weapon 


Carja Sharpshot Bow Tearblast Arrows 


Carja Sling Freeze Bombs. 


Rattler Metal Bolts 


Activate your Focus, and scan the area to the east of the 
caravan to locate the tracks left behind by Dirid. Follow the 
tracks through the forest and around a large rocky outcrop- 
ping to find Dirid and talk to him. Karma has its way with 
Dirid — he'll be attacked by a Stalker during the conversa- 
tion. Unfortunately, that means that you need to deal with 
the machine. 


The Stalker's strength lies in its ability to camouflage itself 
by using its Stealth Generator. Taking away that ability 
should be your priority, and there is nothing better to do 
that with than Tearblast Arrows [3D 3]. If you look careful- 
ly, you can still see a slight shimmer in the environment as 
the Stalker moves around while the Stealth Generator is ac- 
tive, so don’t wait for it to de-stealth before trying to find it. 


Once the Components are off you mostly have to contend 
with melee attacks, which means that the Stalker will try to 
get close to you; take advantage of that by freezing it with 
Freeze Bombs, and then using the close-range power of a 
Rattler to finish it off. Talk to Dirid once the Stalker is dead 
to hear his final words, and then loot his corpse to recover 
the Songcores. Take them back to Marzavid now, so that 
the caravan may continue safely along its route. 
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©> HEAP OF TROUBLE 


y 


OBJECTIVES OVERVIEW 


ys RR AY cy EO | Pd YLT, LIM A HY ORI > + 


: k 1 Go to the Bandit Lair 
R ded Lvl. f Rewards 
ae fe Recover the Power Cells 
Prerequisites - ~ 
+4250 Ww - 
Unlocks - a Go to the Scrapper Den 
Quest Giver Petra Other - q 


Recover Weapon Parts 
Give Weapon Parts to Petra 


Protect Free Heap 


©o O84 


Talk to Petra 


The Oseram settlement of Free 
Heap is under attack by bandits 
and machines. Without help, their 
claim will be overrun. 


c HUT Mir ODE i TT TD TT Ae A GER)» 


n (Wy ae Petra and the other Oseram of Free Heap are 
~ being forced out of their scrap claim by a pack 
of Scrappers, and to make matters worse a group of 
Bandits have occupied the local foundry and turned it into 
Enemy Group 
Type Lvl. Page 


(Bandit Thug 3/6 248 


Recommended Loadout 


Weapon 
Carja Sharpshot Bow Precision Arrow 
Shadow Hunter Bow Hardpoint Arrow 


their lair. Petra is working on a weapon that will help 
reclaim their territory, but she needs the Power Cells 
from the foundry to get it working. It's best to stick to the 
higher ground as you approach the Bandit lair to the east. 
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Instead of going along the ravine straight towards it, go 
up the slope just to the south and follow it along to reach 
a bridge that crosses over the ravine [>O 1]. 


As you cross the bridge, two Bandit Thugs will be walking 
along the ravine blow — crouch down and keep moving 
across the bridge and onto the central ridge that runs 
between the two ravines. The two Bandits will eventually 
split up. Wait for them to get a reasonable distance apart, 
and then take them both out with headshots. If you look 
to the south, you'll see another Bandit patrolling along 
the opposite side of the ravine; headshot him as well. 
Continue along the ridge a short distance and you'll soon 
be able to get a clear shot on the Bandit standing on a 
wooden tower at Position A. 


At the end of this ridge there are some handholds that 
you can climb up to reach another bridge, and if you cross 
that you can run along a pair of crane jibs and jump up 
some rocks to Position B. Crouch down as soon as you 
reach this position, because there are a couple of Bandits 
to the east nearby, and you don’t want them to spot you 
[>D 2]. 


Nees 


Activate your Focus and use it to scan and tag all of the 
Bandits in the lair. Begin picking them off one at a time, 
starting with the two closest to you. Hardpoint Arrows 
deal sufficient damage to kill in one headshot, so if you 
can, use them on the closer enemies and switch to 


Precision Arrows for the ones further away, to save on 
crafting Resources. If you're having trouble getting a clear 
shot after killing the two closest to you, consider moving 
further east to Position C to get a bit closer. 


2 (¥ Once the camp is clear, you can get to work 
recovering the Power Cells. Drop down the 

ledges near Position C from the encounter — the first 
Power Cell can be found sitting in front of a pile of scrap 
at the bottom [90 3]. The second one is again out in the 
open, just to the south in front of a pile of ingots [>O 4]. 
Reaching the final Power Cell is not quite so easy, 
however, because it's on the roof of the foundry. Ap- 
proach the door to the foundry, and if you look to the 
southeast you'll see a narrow path that leads to some 
ledges in the cliff - use these to climb up to the roof and 
claim the Power Cell [>O 5]. 


| 
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ENCOUNTER MP 
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13/04 ae Now that you have recovered the Power Cells, 
* all that's needed to complete the weapon are 
some missing parts, and you can find them in the 
Scrapper den. Enter the Scrapper den from the south 


Enemy Group 
Type Lvl. Page 
®@ Scrapper 8 151 


Recommended Loadout 


Weapon 
Carja Sharpshot Bow Tearblast Arrow 
Shadow Hunter Bow Hardpoint Arrow Enemy Group 

Type Lvl. Page 
end and you'll find a patch of tall grass at Position A, & Bandit Thug 3 248 
from which you'll be able to see two Scrappers patrolling © Bandit Sniper A We 
the area to the north. Use Lure Call to bring those — 
Scrappers to you, one ata time, for easy Silent Strike {J Bandit Marksman 6 248 


kills [>0 6]. With those two out of the way, follow the Recomended losdact 
western wall of the ravine up towards the first Weapon 
Part at Position B, and then use a Silent Strike on the 
Scrapper standing with its back to you, before picking 
the part up. make good on his word by attacking the settlement with 
a large brigade of bandits. Petra’s weapon is ideally suited 
to handling such an encounter, so pick it up and stand 
ready, looking out towards the ravines to the east. 
Bandits will start to appear in groups of various sizes 
along both of the ravines to the east, and from the path 
to the north. 


Weapon 


Oseram Cannon 


The easiest way to defeat the groups is to fire full volleys 
at the middle of the group. Since you're on an elevated 
position you don't really have to worry about the shot 
drop-off and can just aim directly at the group [>D 7]. 
After defeating several groups, a final wave will start to 
mass under the bridge to the east, and Petra will tell you 


Move to the tall grass at Position C, - from here you to take out the bridge to destroy them; firing a barrage 
can use Lure Call on four Scrappers to the north to bring at each of the supports is the fastest way to take out the 
them in for Silent Strike kills. This side of the Scrapper bridge. Talk to Petra after the bridge collapse to complete 
den should be clear now, so run to Position D and pick the weapon test. 


up the second Weapon Part. Backtrack slightly to Posi- 
tion E and you'll be able to see the final Weapon Part 
being guarded by two Scrappers. If you remain crouched 
and hug the wall along the top of the scrap you can reach 
a patch of tall grass at Position F, and then Lure Call 
them in one at a time for Silent Strikes. When it’s safe to 
do so, grab the final Weapon Part. 


05-07 9 a Now that you have everything you 
"need, return to Petra in Free Heap so 

that she can begin assembly of the weapon. The Bandit 

leader who swore revenge on the Settlement is about to 


| j 
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se 


ACQUIRED TASTE <> 


OBJECTIVES OVERVIEW 


Gather Sawtooth Blood 
Deliver the Blood to Brin 
Gather Corruptor Blood 
Deliver the Blood to Brin 
Gather Stalker Blood 
Deliver the Blood to Brin 
Gather Thunderjaw Blood 
Deliver the Blood to Brin 


Gather Stormbird Blood 


©OoO°0°OO°C CO 4 


Deliver the Blood to Brin 


Brin, a Banuk Shaman with a thirst for machine blood, 
needs new samples to fuel his mind-bending visions. 


lz \y) < The Banuk Shaman, Brin, needs to drink 
“the blood of different machines to induce 
visions of both the ancient world, and of things to come. 


Type Lvl. Page 
ix Sawtooth 15 167 
Recomme 

Weapon 

Shadow Sling Freeze Bomb 

Shadow Hunter Bow Hardpoint Arrow 

Shadow Rattler Metal Bolts 


While out on a hunt he was injured and can no longer 
collect the blood he needs for his visions, so he proposes 
a trade: blood for knowledge [+0 1]. While you're inside 
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Recommended Lvl. Rewards 

Prerequisites - . 

U — © +5000 +1 
nlocks sy 


| Quest Giver Brin Other - 


) 
4 02/04/06/08/10 


: == 


Brin’s cabin, make sure to loot all the Supply Crates, 
because they contain a large number of valuable Resourc- 
es. For starters, Brin asks that you bring him the blood from 
a Sawtooth, and while you're pointed to a nearby Sawtooth 
site, you can collect the blood from any Sawtooth. With the 
flask of Sawtooth blood in hand, return to Brin so that he 
may partake of it and recount the experience of the vision 
for you. 


03/04 Ww ab Not content with the Sawtooth blood, Brin 
now seeks Corruptor blood, and as before, 
you can gather the blood from any Corruptor you like. The 
location of the objective marker points you to an area with a 


Enemy Group 


Type Lvl. Page 
&=  Glinthawk 18 188 
%& Scrapper 8 151 


Recommended Loadout 


SIDE QUEST ACQUIRED TASTE 


Spurflints Hunting Grounds to the east of that marker, 
where you can take on a single one during any of the trials. 
Once you have the blood, take it back to Brin again and try 
to unravel the meaning behind his latest vision. 


Continuing with his thirst for blood from 
evermore dangerous machines, the next 
blood Brin asks you to get from him comes from the 
uncontested King of the plains, a Thunderjaw. The objective 
marker leads you to an area teeming with Thunderjaws, but 
taking on more than one at a time can be extremely 


07/08 \\) <> 


Weapon 
Shadow Sharpshot Bow Tearblast Arrows 
Shadow Hunter Bow Hardpoint Arrow 


Shadow War Bow 


Freeze Arrows 


Corruptor carcass that you can loot the required blood from, 
saving you from actually having to fight one of them. That's 
not to say that you are the only one interested in those 
carcasses, however, because there are a few Scrappers and 
Glinthawks in the area that you'll need to fend off first 

[+O 2]. Deliver the blood back to Brin once you have it, so 


Enemy Group 


Type Lvl. Page 
“&  Thunderjaw 27 219 


Recommended Loadout 


Weapon 


Shadow Sharpshot Bow 


Tearblast Arrows 


Shadow Hunter Bow 


Hardpoint Arrow 


Shadow Rattler 


Metal Bolts 


Shadow Sling 


Freeze Bombs 


that he can experience another vision. 


05/06 QW t The blood of an elusive Stalker is required 
to take Brin on the next part of his journey, 
which means a trip into the dense jungles south of Meridi- 


Enemy Group 


dangerous, so you'd need to be very well prepared to 
attempt getting the blood there. As an alternative, if you go 
northeast from that marker you'll find another Thunderjaw 
site, and you'll only have to contend with one in that area. 
The blood of such a powerful creature must surely induce a 
powerful vision, so return it to Brin and find out. 


05/10 QQ 5 After having sampled blood from every 
machine that walks the ground, Brin now 
turns his sights to the skies, where the blood of a fearsome 
Stormbird is all that has yet to pass his lips. The Stormbird 
location you're directed towards is a good choice to obtain 
the blood from, because there are no other machines 


Enemy Group 
Type Lvl. Page 
Si ~— Stormbird 27 226 


Recommended Loadout 
Weapon 


Type Lvl. Page 
“ee Stalker 18 182 
Recommended Loadout 

Weapon 

Shadow Sharpshot Bow Tearblast Arrows 


Shadow Hunter Bow 


Hardpoint Arrow 


Shadow Rattler 


Metal Bolts 


Shadow War Bow 


Freeze Arrows 


an. The objective marker points you to an area where three 
Stalkers roam. Alternatively, you may want to go to the 


Shadow Sharpshot Bow 


Tearblast Arrow 


Shadow Hunter Bow 


Hardpoint Arrow 


Shadow Rattler 


Metal Bolt 


Shadow War Bow 


Freeze Arrow 


nearby, and there is plenty of room to move around. Time 
now to bring the blood back to Brin so that he may go on 
one final vision quest before bringing his story to an end. 
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DEATH FROM THE SKIES 


OBJECTIVES OVERVIEW 


fp PL 0 LD A EL TS RY. 5) | RRAOCKCY RPI AP 


Ol & _ Goto Pitchcliff 
12 ®_ Killthe Glinthawks Recommended Lv. Rewards 
Prerequisites - Z 
03 @_ Find the Leader of Pitchcliff Unlocks = weay +6250 py) +1 
04 ® Investigate Pitchcliff Quest Giver Hakurt Other +1 Extraordinary Reward Box 
05 © Go to the Campsite 
16 © Go to the Workshop 
17 @® Killthe Stormbird 
08 @_ Disable the Lures 
09 ® Investigate the Workshop 
10 ® Return to Ralert 


The border settlement of Pitchcliff 
is under attack by Glinthawks. 
What could have caused such an 
assault? 


ol/oz (y) <5 Lying beside the 
ad road either to the 

northwest of Free Heap, or further 
west along a path in the Dryrun 
canyon you can find an injured man 
named Hakurt. With his dying 
breath, he asks that you go to the 
Settlement of Pitchcliff and try to 
save the people there from an 
ongoing Glinthawk assault. As you 
approach the Settlement you'll see sg sf - 
the large flock of Glinthawks laying ‘ are 
siege to the area, while the local 
people try valiantly to fight back. 


Enemy Group ; : 
Wee S”tété‘(‘(«S;*‘;C;COS!*#*~< Hh””””C«Page! Lv. Page The Ropecaster can help a lot here, since it lets you pull 


enemies down and away from the flock one at a time, so 


Al rrr that you can finish them off [90 1]. Alternatively, if you 
Recommended Loadout use a Tearblast Arrow and hit the Freeze Sac on one of the 
Weapon machines in the middle of the flock, you can Freeze a few 
Shadow Sharpshot Bow Tablas Arens of them at once and take them out quickly with Hardpoint 

Arrows. 
Shadow Hunter Bow Hardpoint Arrow 
Ropecaster Tie Rope 13/04 Wo % Once the immediate threat has been dealt 

——_——————— ~ with, make your way into the Settlement 

There are a lot of Glinthawks, but they're focused on and speak to Ralert, the leader of Pitchcliff, to find out what 
attacking the Settlement, so as long as you keep your might have caused the Glinthawks to attack. Unfortunately, 
distance you can generally pick them off one at a time he has no real idea what first attracted the Glinthawks, so 

without alerting the rest of the flock. you'll have to begin an investigation of your own. If you 
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- 
SIDE QUEST DEATH FROM THE SKIES { 
tt 


activate your Focus and look to the north, you'll see that reach the end of it, jump across to the handholds on the 
there's an unknown device emitting a signal [>0) 2]. Jump other side of the gorge [>O0 3]. Keep jumping between the 
down from where you were with Ralert, and then go around handholds and you'll eventually reach some solid ground 

to where the device is located and you'll find a man named with a Supply Crate. From there you can jump to another 
Shahavad desperately trying to turn the device off. It turns series of handholds on the north face of the gorge - use 
out that he scrounged the device from a nearby workshop, these to reach the top. 


but has no idea as to how it works, and was unaware that it 
would lure the Glinthawks in until it was too late. 


Two Longlegs patrol the area around the top of the gorge, 
and with little in the way of cover it’s best to fight them 
here rather try to run past them. Try to quickly Freeze them, 
and then use Hardpoint Arrows to hit the Concussion Sac 
until it is destroyed, and then aim for the Wings. Continue 
along the trail and you'll reach a ridge overlooking a pla- 
teau, where a Freeze Bellowback can be seen patrolling, 
and if you look off to the west you'll also see two Redeye 
Watchers. 


5/06 (QO <6 After ‘turning off’ the device for him, you'll 
i need to go to the campsite he was using 
Enemy Group 
Type Lvl. Page 
<= _Longleg 13 156 
“gz Redeye Watcher 10 132 
<= Freeze Bellowback 18 177 


While you can sneak past those enemies, it’s much safer in 
the long run to kill them, so they don't get dragged into an 
upcoming battle. From the top of the ridge you can fire at 
the Bellowback in relative safely. Use Fire Arrows to keep it 
Shadow Hunter Bow Hardpoint Arrow / Fire Arrow ablaze, and Hardpoint Arrows to hit the Cargo Sac while it’s 


Recommended Loadout 
Weapon 


Shadow Sharpshot Bow Precision Arrow 


burning [30 4]. The two Redeye Watchers will join the fight 
once you attack the Bellowback, and the best way to take 
them out is with a Double Shot Precision Arrow to the Eye. 


Preferred method of applying Freeze 


and see if you can find a way to reach the workshop. Follow 
the trail leading east away from the campsite and when you 
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F 07/08 <> FA Continue towards the workshop and 


you'll discover that there are three lures 
in the area, and that they have managed to attract a 


Enemy Group 

Type Lvl. Page 
Sa — Stormbird 27 226 
Recommended Loadout 

Weapon 

Shadow Sharpshot Bow Tearblast Arrow 

Shadow Hunter Bow Hardpoint Arrow 


Shadow War Bow Freeze Arrow 


deadly Stormbird. You have the choice of fighting the 
Stormbird, or finding and deactivating the three lures so 
that it leaves on its own. Tracking down and deactivating 
he lures is quite dangerous with the Stormbird flying 
around, because it's quite easy to get hit by attacks when 
you're not giving the machine your full attention. 


The lures do give off a sound that gets louder the closer 
you get to one, but hearing that over the sound of combat 
with the Stormbird is also quite difficult. If you want to 

ry regardless, it's recommended that you use a Resist 
Shock Potion to mitigate most of that damage. The first 
emitter can be found buried in some snow at Position A, 
he second is to the west of a large rock at Position B, and 
he third one is just in front of the workshop at Position C. 


It takes a while for the effect of the lures to wear off, so 
you may want to drop into the trench at Position D, where 
you can get some cover and out of the Stormbird’s sight 
until it flies away. This trench is also worth noting if you 
chose to fight the Stormbird, because you're relatively safe 
from its attacks there [>O 1]. The rock near Position B is 
another good place to fight the Stormbird, because you 
can keep circling around it during the fight, using the rock 
to block some of its attacks [>D 2]. 


Try to keep it frozen as much as possible and focus on 
taking out the Lightning Gun first — so that you take away 
its ranged attacks while inflicting a large amount of dam- 
age — then aim for the Engines. Once you've destroyed 
the machine, you'll still need to disable the lures before 
you can continue your investigation of the workshop. 


D9/10 9 Look towards the workshop, activate your 

Focus and you'll see that there are some 
notes on a table that you can examine. Doing so reveals 
that the workshop belonged to Dervahl, but he has long 
since fled. Take this new-found information back to Ralert 
in Pitchcliff and let him know that the Settlement should 
be safe from now on. 


ae eng | STE BS > Oe UT 
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FEEL SME 24 VII ELA 
fl ® Talk to the Quarry Foreman r 
f 
fz © Investigate the Quarry EESTI SAL 
Prerequisites 
13 &_ Killthe Rockbreaker Unlocks 
04 © Return to the Quarry Foreman (etme (els 


Five guards were murdered in the 
night at in the quarry outside Meridian. 
Who, or what, could have killed them? 


When you enter the 
Settlement of Cut-Cliffs, 
you'll be able to speak to the Quarry 
foreman about an incident that occurred 
there. By going through all of the 
foreman’s dialogue options you'll be able 
to gain clues about the incident, including 
that they were recently using explosives 
and that a mysterious mound of rocks has 
appeared. A slight change in your final 
dialogue will take place if you have 


M-04 % <5 


Enemy Group 
Type Lvl. Page 


Sze Rockbreaker 23 208 


Recommended Loadout 


Weapon 

Shadow Rattler Metal Bolt 
Shadow Hunter Bow Hardpoint Arrow 
Shadow Sling Freeze Bomb 


previously encountered a Rock breaker, since the clues give 
away that one of them was behind the deaths. The out- 
come will always be the same, however: you must make 
your way into the quarry and investigate the site. 


After descending into the quarry you'll hear tremors from 
beneath the ground. Regardless of which point of interest 
you head towards, the Rockbreaker will emerge when you 
get close to it. An additional, brief cut-scene will play if you 
go towards the mound, however. 


The Rockbreaker is quite fast for a machine of its size, and 
many of its attacks involve it breaching the surface from 
beneath the ground, so they can be difficult to see coming. 
Your best course of action is to quickly retreat to the path 
that leads down into the quarry, because the Rockbreaker 
cannot follow you there. Once you're on the path, the only 


/ SIDE QUEST BLOOD ON STONE { 


ALOOO of STONE 


+6000 


Quarry Foreman Other 


val 


Me eo) 
Blood on Stone | 
Arey 


thing you have to worry about is the Rockbreaker's ranged 
attack — crouch down behind the rocks that line the path 
to evade it. Because of their size and weakness to Freeze, 
Frost Bombs are very effective against Rockbreakers, and 
the large Exhaust Ports on their backs make excellent 
targets for your Hardpoint Arrows or Metal Bolts after it’s 
frozen [>D 3]. 


Since the Rockbreaker cannot track your movements while 
you're on the path, it will sometimes lose track of you, and 
if that happens you'll need to go back down into the quarry 
and get its attention again. Return to the foreman after the 
fight and he'll reward you for dealing with the threat. 
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WEdPOMS OF THE LODGE <? 


Recommended LvI. 
Prerequisites 
Unlocks = 
Aidaba 


Quest Giver 


The Hunters Lodge bestows rewards on those who 
complete theirTrials. 


Once you've obtained at least three Half Suns 
and become a fledgling at the Hunters Lodge 
you'll be able to talk to Aidaba behind the counter near the 


 Q 


Hun Ground 


Hunting Ground Page 
Nora Hunting Grounds 458 
Valleymeet Hunting Grounds 460 
Greatrun Hunting Grounds 464 
Sun Furrows Hunting Grounds 466 
Spurflints Hunting Grounds 462 


entrance of the lodge to start this quest. The Hunters Lodge 
rewards its members by offering powerful weapons to 
those who perform well at the Hunting Grounds; obtain at 
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Obtain at least 3 Half Sun Medals from Hunting Grounds 


Rewards 
15 Half Suns +1 Lodge Blast Sling Weapon Box 
15 Full Suns +1 Lodge Ropecaster Weapon Box 


15 Blazing Suns +1 Lodge War Bow Weapon Box 


OBJECTIVES OVERVIEW 


\{) Gather all Hunting Ground Rewards 


least a Half Sun Medal in every trial across all Hunting 
Grounds and you'll be eligible for a reward. Higher tiers of 
medals also unlock the rewards for lower tiers, so if you get 
all Blazing Suns you'll receive all three weapons. 


Upon acquiring the last medal to complete a set of 15, the 
Keeper of the Hunting Ground you received it at will let 
you know that you can claim a special reward from Aidaba. 
Speak to her after returning to the Hunters Lodge in Merid- 
ian and choose ‘Claim Reward’ from the dialogue choices 
to receive the Treasure Box containing your weapon. The 
Lodge weapons are essentially slightly improved versions 
of their Shadow equivalents, with the Lodge War Bow 
standing out as the best of them. 


tie 


Recommended Lvl. Rewards 
Prerequisites - 

2s) +3000 
Unlocks = 
Quest Giver Vilgund Other 


01-03 \\) Aman named Vilgund has heard a rumor that 
“there's a Banuk camp where machines and 

people live together harmoniously, and the knowledge of 
how they do so could be very valuable to him. Having sent 
one party to investigate already, and with no word back 
from them, you must now travel to the camp and try to 
unravel the mystery behind the machine's behavior and find 
out what happened to the previous group. The camp can be 
found in the far northeast of the map, and it doesn’t take 


+1 Extraordinary Reward Box 


SIDE QUEST WEAPONS OF THE LODGE | A MOMENT’S PEACE 


A MOMENTS PEACE 


OBJECTIVES OVERVIEW 


fl © Search for the Banuk Camp 
fe 
5 


Find the Oseram Explorers 


Investigate the Banuk Camp 


Search for a Path up the 
Mountain 


04 
Go to the Source of the Signal 
Investigate the Voices 
Confront the Oseram 
Examine the Artifact 

Return to the Banuk Camp 


Kill the Machines 


Speak to Tikuk 


©O OOOO OO © OO 


Return to Vilgund 


A remote Banuk camp is sur- 
rounded by docile machines. What 
could be causing their strange 
behavior? 


long after reaching it for you to find out that the rumors were 
indeed true [>O 1]. 


Once you're in the camp, talk with some of the local resi- 
dents to start gathering information about the mercenaries 
and the machines. The stories from the Banuk seem to point 
towards something in the area giving off a signal that is caus- 
ing the strange machine behavior; activate your Focus and 
look towards the mountains in the north, where you'll find an 
unidentified signal [>O 2]. 
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04-08 Ne) The path up the mountain starts off easy — just 
head up some stairs at the north end of the 

village — but you'll soon need to start making use of 
handholds and ledges along a Brave Trail to reach the top 
[20 1]. The sounds of voices arguing will start to fill the air 
as you get close to the signal’s source, and you'll eventually 
come across two of the mercenaries tied up near a tree. 
They tell you that the rest of the group is attempting to dig 
up the source of the signal and remove it, which would 
cause the machines in the area to turn hostile again. Only 
direct confrontation with the Oseram mercenaries has a 
hope of stopping them from what they're doing, so 
continue north towards the device to find them. In their 
attempts to unearth the artifact it appears that they may 
have damaged it; activate it your Focus and scan it to 
uncover the truth [>O 2]. 


The signal being generated by the artifact 
has been steadily decaying for the last 20 
years, and appears to have finally stopped transmitting. 


na-l2 (y) <b 


Enemy Group 


Type Lvl. Page 
%& Scrapper 8 151 
ayy Ravager 20 197 


Recommended Loadout 
Weapon 


Shadow Sharpshot Bow Tearblast Arrow 


Shadow Hunter Bow Hardpoint Arrow 


Shadow War Bow Shock Arrow 


Ravager Cannon 


Without the signal to calm the machines, the Banuk in the 
camp below are in extreme danger; quickly make your way 
back down via the Rappel Point to the south to try to warn 
them. After rappelling down you'll see that it’s already too 
late. The camp is under attack; the only thing you can do 
now is help the Banuk kill the machines. 
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Take the Slip-Line down into the camp and you'll find some 
Banuk warriors fighting a Scrapper. If you're careful, you 
can usually take advantage of the chaos and get behind the 
Scrapper for a Silent Strike. If you can’t get around behind 
it, use an J with your spear to knock it down, and then 
use a Critical Hit. 


Further to the south is another Scrapper along with a 
Ravager, and since the Ravager is by far the bigger threat, 
it's best to focus on that first. While the Ravager is fighting 
the Banuk, use a Tearblast Arrow to knock its Cannon off, 
and then quickly pick it up and use it to kill both the Ravager 
and the Scrapper [30 3]. Depending on who the Ravager 
is after, finding an opening to get the Cannon can some- 
times be difficult. If that's the case you may want to use a 
Shock Arrow to detonate the Power Cell on it first, to create 
an opening to grab the Cannon. When the fighting is over, 
speak to the Shaman Tikuk near the Thunderjaw carcass 

to let him know what happened, and then travel back to 
Meridian and do the same for Vilgund. 
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Trophy Note 

Glad that the machines turned hostile once again, the 
fearsome Banuk Warrior, Aluki will gladly join you as an 
ally during the Main Quest ‘The Looming Shadow’ and 
as part of the ‘All possible allies joined’ Trophy. 


il © Talk to Mournful Namman 

fle ® Go to the Shrine of Kings Recommended ill 
Prerequisites 

1 & Talk to the Oseram Pilgrim Unlocks 

04 ® Talk to the Sun Priest (MESH ECs 

05 ® Talk to the Oseram Pilgrim 

06 € Goto the Sun's Climb 

07 ® Go to the top of the Sun's Climb 

8 Kill the Glinthawks 

09 © Talk to the Banuk Pilgrim 

i ® Go to the Lake Shrine 

ll & Kill the Snapmaws 

l2 & Talk to the Utaru Pilgrim 

iE) & Return to Mournful Namman 


Sun-Priest Namman wants to 
usher in a new era of reconciliation oe 
between tribes by helping three pil- 
grims. Each wishes to mourn loved 
ones lost during the Red Raids, but 
obstacles stand in the way. 


Ol \ In the center of Meridian you'll find the priest, 
~~ Namman helping refugees from different tribes 

honor their deceased loved ones [+O 4]. There are some 
cases, however, that have proven too difficult or dangerous 
for him to deal with, so he asks that you aid three specific 
people. The first person is an Oseram pilgrim attempting to 
pay his respects at an Oseram shrine nearby, but a Carja 
Priest is blocking access to all Outlanders. 


SIDE QUEST HONOR THE FALLEN 


HONOR THE FaLLen 


Rewards 


+5330 - 


Namman Other +1 Remarkable Reward Box 


C387 Honor the Fallen 
we 


The second is an Utaru warrior who lost her companion 
near a pool of water where Snapmaws now gather. Finally, 
a Banuk wants to paint a mark high on some rocks to call 
to the machine spirits, but a flock of Glinthawks makes it 
unsafe to attempt. You can deal with them in any order you 
want, so if you're tackling this quest at the same time as 
others, you may want to rearrange the order to match other 
objectives in the area. 


12-05 \\) Start your journey to help the pilgrims by 

~ traveling north to the Shrine of Kings, where 
you'll find an angry mob of Oseram workers shouting at a 
Carja Priest and his guards. Brageld, the Oseram pilgrim 
you're looking for is standing just outside the gates leading 
into the shrine. If you talk to him he'll recount the tale of his 
lost loved one, along with his reasons for wanting to visit 
the shrine. Continue towards the shrine after the conversa- 
tion and you'll be able to confront the cause of his frustra- 
tions, the Carja Sun-Priest, Jahamin. 
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Through the course of talking to Jahamin you can try to rea- 
son with him, but in the end his views still won't be swayed 
and you'll need to make a choice as to how he should be 
‘encouraged’ to leave the area. As soon as Jahamin is out 
of the way, Brageld and the other Oseram workers will run 
to the shrine and you'll be able to talk to him once more to 
hear his thoughts at the end of his journey. 


6-09 QW Head southeast from the shrine and you'll 
: eventually reach the base of Sun's Climb. If 
you go around to the south side of it you'll find a trail that 


Enemy Group 
Type Lvl. Page 


S=  Glinthawk 18 188 


Recommended Loadout 


Weapon 


Shadow Sharpshot Bow Tearblast Arrow 


Shadow Hunter Bow Hardpoint Arrow 


Shadow Ropecaster Tie Rope Heavy 


you can follow to reach the top. A flock of Glinthawks have 
occupied the summit, so before the Banuk pilgrim can paint 
his mural, you'll need to take care of them. Be mindful of 
your positioning while fighting the Glinthawks here; try to 
stay away from the edges at all times to avoid getting 
knocked off. 


During the fight, it’s also quite likely that the top of the area 
will become covered in ice from the Glinthawks, so if you're 
running out of room to move around in safely, retreat back 
down the path until you find some safe ground. A Tearblast 
Arrow to the Freeze Sac of a Glinthawk, and then Hardpoint 
Arrows to finish it off is the quickest way to take a Glint- 
hawk out, but if you're having trouble with them, consider 
using the Ropecaster to tie all three down first [>0 1]. 
Kimik, the Banuk pilgrim, will be waiting for you at the top 
of the path as soon as the final Glinthawk has been killed, 
and by speaking to him you'll learn the story of the mark he 
wants to leave. 
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10-12 Ww el The Lake Shrine that the Utaru pilgrim 


wishes to mourn at is just to the southeast 
of the Sun's Climb. Before she can say her goodbyes, you'll 
need to defeat the pair of Snapmaws that have taken up 


Enemy Group 
Type Lvl. Page 
<= Snapmaw 20 203 


Recommended Loadout 
Weapon 


Shadow Hunter Bow Fire Arrow / Hardpoint Arrow 


Shadow Tripcaster Shock Wire 


residence in the lake. You can usually spot the Snapmaws 
sunning themselves in or around the lake long before you 
reach the shrine, so take advantage of that distance by 
using Fire Arrows to detonate the Blaze Canisters on their 
back. Since the Snapmaws are fairly stationary outside of 
combat, hitting the Canisters is much easier from this 
distance [9D 2]. 


The blast damage (in conjunction with the ensuing burn 
damage) is enough to take off half of the Snapmaws’ 
health, and if you were far enough away it’s likely that they 


will still be unaware of your location. If that’s the case, sim- 
ply repeat the process again to kill them. If you're detected, 
the bridge to the northwest of the shrine is a good place 

to funnel them towards, because you can lay down Shock 
Wires across it to stun them as they try to close in. When 
the area has been made safe, you'll find Rea the Utaru pil- 
grim kneeling beside the lake near the shrine; listen to her 
story, and then return to Namman in Meridian and let him 
know that the pilgrims have all completed their journeys. 


coe tf aerate emcee 


Trophy Note 

Because you helped Namman during this quest, he will 
join you for the Main Quest ‘The Looming Shadow’ to offer 
some spiritual advice. 


SIDE QUEST ROBBING THE RICH 


We 


y 
,( & . . 
©? ROBBING THE RICH 
Talk to the noble 
Rewards 
Recommended LvI: Talk to the Steward 
Prerequisites - 
+3000 = a : 
Unlocks - Investigate the Crime Scene 
Quest Giver Ravan Other +1 Remarkable Reward Box 


Follow the Blood Trail 

Talk to a Witness 

Go to the base of the Stairs 
Continue Forward 

Talk to a Witness 

Return to the Merchant 

Go to the Watermill 

Talk to Kindiv 

Go to the fork in the Road 
Investigate the Camp 
Follow the Tracks 

Find Nasan in the Outpost 
Kill the Shadow Carja Soldiers 
Free Nasan 

Follow Nasan 


Talk to Nasan 


COMO MO MO MOM OMO MOM OM ONO MOM OM O MOM OM OME OME OaEO, 


Return to Ravan 


A brazen robbery in broad daylight deprives a noble of 
a precious heirloom. How was he targeted, and why? 


pi-n4  (Qy Just south of the main entrance to Meridi- 
~ an you'll find one of the local nobles, a man 

named Ravan, who has recently suffered a great loss. A 
thief has broken into his house and stolen a precious family 
heirloom, so Ravan needs an expert tracker to locate the 
thief and recover the item. Start your search by talking to 
Ravan’s steward, Juwan, whom you can find sweeping up 
after the robbery nearby. Activate your Focus, and then scan 
the broken window that Juwan told you about and you'll 
discover a blood trail leading away from the house; highlight 
it and start tracking the thief. 


05-09 (\) ‘2 The trail leads you to a market stall, at 
© which point you'll need to talk to one of 

the nearby vendors, a woman named Keadi, to find out 
more information. She tells you that the thief used some 
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of her expensive linen as a makeshift bandage and went 
running towards the stairs to the south, so continue the 
investigation there. 


Follow the path along until you need to find another witness 
to get information from, and then look for a woman named 
Rokasha near a pagoda overlooking the cliff [> 1]. She 
lets you know that the thief did pass through here on his 
way to the elevator, which means you won't be able to 
catch him now. She also says that he wasn’t holding a 
sword — meaning he stashed it somewhere along the way. 
The market stall is a good place to start looking, so head 
back there and talk to Keadi again. 


10-12 Q9 Keadi comes clean about having taken posses- 
sion of the sword, but insists that the profits 
from its sale are going to be used to help the poor and 
needy. In an attempt to prove that she is telling you the 
truth, she asks that you visit her friends in the Watermill. 


ENCOUNTER Map 


! 15 QW ae The tracks lead to a Shadow Carja outpost, 
~ and they've set up sentries to guard against 
unwanted visitors. There's some tall grass to the side of 
Enemy Group 
Type Lvl. Page 


9 Shadow Archer 8 248 


Recommended Loadout 
Weapon 


Shadow Sharpshot Bow Precision Arrow 


the path at Position A that you can use to mask your 
approach. Once you're in position, you should be able to 
take out all six of the archers guarding the front of the 
outpost using Precision Arrow headshots. 


Start with the two nearest to you in the small guard tow- 
ers either side of the path, and then look to Position B 
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The quickest way to the Watermill area is to descend via the 
large elevator at the eastern side of the city, and then swim 
directly across the lake. 


Talk to Kindiv inside the watermill and, after explaining the 
situation, he'll offer up a trade: in exchange for returning 
the sword to Ravan, Kindiv asks that you investigate the 
disappearance of his partner, Nasan, who was meant to be 
making a food delivery to those in need. Start your search 
for him at fork in the road far to the north. 


Upon reaching the crossroads, you'll need to 
investigate a nearby camp to learn what hap- 


pened to Nasan — a cart next to a rock behind the campfire 
seems suspiciously out of place. Examining the scraps of 
cloth in front of the cart lead to the conclusion that there 
was recently a struggle here, and that somebody was 
dragged away; activate your Focus to reveal a set of tracks 
leading off to the west [>D 2]. 


a Bs * PSE CT 
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on the path, where you'll find two more archers. Wait for 
one of them to patrol along the path towards the guard 
towers, and then headshot the one that stayed behind, 
before doing the same to the patrolling one [>D 3). 

The final two archers are located on the battlements, so 
if you're having trouble lining up a headshot, use your 
Focus to position your crosshairs on their heads first. 


Instead of following the main path, circle around to 
Position C quietly and you'll find an archer close enough 
to some tall grass that you can Silent Strike him easily. 
You should also be able to headshot another archer on the 
battlements nearby from here, as well as a second one 
further to the south of the outpost. Continue quietly to 
Position D, where you can Silent Strike an archer stand- 
ing with his back to you. Move to the tall grass at Posi- 
tion E after that, and you can take out two more archers 
on the eastern side of the outpost (allowing you to access 
the Campfire if you want to save). When you're ready, use 
the handholds on the rocks to the south of Position E to 
cross over to the wall of the main outpost, where you'll 
be able to overhear the guards talking about Nasan. 


16-19 <6 To free Nasan you need to gain entry to the 
outpost and kill all of the Shadow Carja 
Soldiers in the courtyard in front of his cell. Start by using 
the handholds on the exterior wall to reach the top of the 


Enemy Group 


Type Lvl. Page 
4) Bandit Thug 6 248 
(Bandit Fighter 1 245 
& Elite Shadow Heavy 22 251 
“Watcher - 132 


Recommended Loadout 
Weapon 


Shadow Sharpshot Bow Precision Arrow 


Shadow Hunter Bow Hardpoint Arrow / Fire Arrow 


Shadow War Bow Corruption Arrow 


Shadow Sling Fire Bomb / Shock Bomb 


battlements, and then drop down quietly onto the 
walkway below and hide behind the nearby wood panel. 
From this position, you'll see that there are three soldiers 
standing directly outside his cell, along with one pa- 
trolling along the walkway on the opposite side, and two 
others in the courtyard. 


Your first target should be the enemy on the opposite 
walkway. Take him out with a headshot, and then if you 
have the Shadow War Bow, fire a Corruption Arrow at 
the ground between the group of three soldiers [>O 4]. 
Once corrupted, the Elite Shadow Heavy should be able 
to take out most of the remaining enemies on his own. 
When only he is left, use either a Fire Bomb or Fire ar 
rows to burn him, and then finish him off with Hardpoint 
Arrows. 
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SIDE QUEST ROBBING THE RICH 


If you don't have the Shadow War Bow, take out the two 
other enemies in the courtyard with headshots first, and 
then use Fire Bombs or Shock Bombs on the three near 
the cell. Go down to the cell and free Nasan once all the 
enemies have been killed, and then follow him out of 
the outpost and talk to him again. After the conversation, 
return to Ravan in Meridian to learn the result of the 
meeting with Nasan and complete the quest. 


eee 
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FaTaL INHERITANCE <> 


OBJECTIVES OVERVIEW 


Go to Ranaman’s Family Estate 
Kill the Machines Recommended Lvl 
Prerequisites - 
< +3750 - 
Find the Source of the Shouting Unlocks = 
Quest Giver Ranaman Other +1 Remarkable Reward Box 


Unlock the Door 
Investigate the Estate 
Enter the Workshop 
Investigate the Workshop 
Return to Daradi 


Kill the Machines 


&©¢ $$ 6 & 6 6 © GS OS 


Talk to Daradi 


Ranaman, the son of a Carja noble, 
barely escaped his father’s estate 
when machines attacked. He needs a 
machine hunter to clear the place out 
and discover if his family survived. 


. | y A 
pi/o2 (y) <b 'n Meridian Village, a man oe Ong 
= named Ranaman can be - ) 
heard calling for assistance — his family's 4 


estate recently came under attack by 
machines. Although he managed to 
escape, he does not know what has 


up become of the rest of his family and needs an experienced 
Type Lvl. Page machine hunter to go and investigate. The estate in question 


Ener 


is just to the southeast of the village, and upon arrival you'll 
see that the machines are still in the area and need to be 
ays Ravager 20 197 cleared out before you can look for survivors. 


‘Ne Watcher 5 132 


ymmer 


Just outside the main building there’s a Ravager standing 
guard, along with two patrolling Watchers. Thankfully there’s 
a lot of tall grass to hide in while planning your attack. As 
Shadow Hunter Bow Hardpoint Arrow is often the case with Ravagers, getting its Cannon should 
be your primary goal, and doing that will be much easier 


Weapon 


Shadow Sharpshot Bow Tearblast Arrow 


Shadow War Bow Shock Arrow 
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without the Watchers getting in the way. From your location 
in the tall grass, use Lure Call on both of the Watchers and 
kill them with Silent Strikes. After using a Tearblast Arrow to 
remove the Cannon, quickly pick it up, and then enter the 
porch of the building. The Ravager won't be able to reach 
you in here, so you can fire on it safely [>0 1/2]. 


03-05 A voice will start calling out from within the 
house as soon as the final machine has been 

killed. Go inside and approach the larder door under the 
stairs - breach it and free Daradi, the daughter of the noble 
that owns the estate [>O) 3]. She agrees to wait inside the 
house while you go back outside and try to find out what 
caused the machines to attack. If you exit the house and go 
to the south, you'll find a corpse that you can loot in order 
to obtain the Workshop Key. Now, if you turn west and 
activate your Focus, you'll be able to find an unknown 
device in the large outbuilding ahead. 


O6-10 P, <p Head around to the side of the that building 
and use the key you obtained to open the 
door. Once inside, examine the device to deactivate it. 
Return to Daradi once it’s been deactivated and try to find 
out who may have been responsible for planting the device. 


Enemy Group 
Type Lvl. Page 


= Glinthawk 18 188 


Recommended Loadout 


Weapon 
Shadow Sharpshot Bow Tearblast Arrow 
Shadow Hunter Bow Hardpoint Arrow 


Ravager Cannon 


The only name that she can come up with, however, is her 
brother, Ranaman, and he just so happens to turn up with 
yet another device to attract more machines. 


Things don’t go so well for him this time, but you're still left 
with a flock of Glinthawks that need killing. If you managed 
to get the Ravager Cannon in the previous encounter it 
should still have plenty of ammo left in it, so use that to 
make short work of the Glinthawks [90 4]. Without the 
Cannon you'll need to rely on Tearblast Arrows to detonate 
their Freeze Sacs, and then Hardpoint Arrows to finish them 
off. Talk to Daradi when the fighting is over to complete the 
quest. 


SIDE QUEST FATAL INHERITANCE 
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Nise 


SUNSTONE ROCK <> 


OBJECTIVES OVERVIEW 


Talk to the Warden 


Recomm. Lvl. Find Ullia 

Prerequisites — oF 

Unlocks - i a Kill Ullia 

Quest Giver - Other +1 Extraordinary Reward Box 
Talk to Ullia 


Find Rasgund 

Capture Rasgrund 

Talk to Rasgrund 

Find Gavan 

Talk to the Innkeeper 

Search the Inn for Information about Gavan 
Follow Gavan’s Trail 

Kill the Smugglers 


Talk to Gavan 


COO MO MOM OM OM ONO MO MO MO MOM OMS, 


Return to Janeva 


A Behemoth attack has smashed a wall at the prison 
of Sunstone Rock, letting three dangerous fugitives 
escape. They must be stopped. 


Ol \ To begin this quest, you'll need to travel 
iad towards the prison of Sunstone Rock, far to the 
southwest of Meridian. When you get close you'll see that 


Type Lvl. Page 


{&& Behemoth 25 214 


Weapon 

Shadow Rattler Metal Bolt 
Shadow Sling Freeze Bomb 
Shadow War Bow Freeze Arrow 


it's under heavy attack from two Behemoths, and the 
guards are in desperate need of assistance. The guards do 
a good job of holding the attention of the Behemoths, so try 
to only attack one of them at a time, aiming to Freeze them. 
Depending on how each one is positioned you may want to 
use either a Freeze Arrow to detonate the Freeze Canister, 
or lob Freeze Bombs. Once the status takes effect, close in 
and fire Metal Bolts at the Force Loaders to finish them off 
quickly [>0 1]. 
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SIDE QUEST SUNSTONE ROCK 


With both Behemoths defeated, the quest will be acquired 
- enter the prison and speak to the warden. Warden needs 
his men at the prison to restore order, so he asks that you 
help track down three prisoners that escaped during the 
chaos. The first prisoner is an Oseram Tinker named Rasgr 
und, most likely to be found at his old bomb-testing ground 
on the Dusk Mesa. Second is Ullia of the Tenakth, and her 
close ties to Bandits means she'll probably try to reconnect 
with the local faction. Finally, there's the weapons smuggler 
Gavan — odds are that he'll be attempting to buy passage 
out of the area on a boat from the lakeside Settlement of 
Brightmarket. 


02-04 You can go after the fugitives in order you like, 
but since Ullia’s location is the closest, that’s a 
good place to start. She is hiding out in the Blackwing Snag 


Enemy Group 


Type Lvl. Page 


© Ullia 6 253 


Recommended Loadout 
Weapon 


Shadow Sharpshot Bow Precision Arrow 


Shadow Hunter Bow Hardpoint Arrow 


Shadow Sling Fire Bomb 


Shadow Tripcaster Shock Wire / Blast Wire 


Bandit Camp, and if you've already cleared the camp, 
dealing with her will be much easier. As soon as you enter 
the camp, activate your Focus and use it to find Ullia 
standing on a bridge near the middle of the camp —Tag her. 
She makes for a very aggressive and dangerous opponent 
up close, so try to inflict as much damage as you can from 
long range. 


To that end, initiate the fight with a Triple Shot Precision 
Arrow headshot - that will almost kill her, and a single 
follow-up shot will finish her off [>© 2]. If that’s not an 
option and she manages to close in on you, lay down some 
tripwires across the path to finish her off before she gets 
close enough to attack. The same approach can still be used 
if you haven't previously cleared the camp, but you should 
try to kill some of Bandits before dealing with Ullia, just to 
keep the fight manageable. Once you've taken her down, 
talk to her to hear her final words. 


Next on the agenda is Rasgrund. Travel to 
the north side of Dusk Mesa, where you'll 
find a narrow ravine you can enter. The ravine is filled with 
Rasgrund’s specialty proximity bombs that will explode 
when you get close to them; look for their distinct glowing 
green casing and use an arrow to detonate them from a 
safe distance [>D 3]. Near the end of the ravine there's a 
torch being used to light the area, and if you look at the cliff 
face opposite it you'll find a handhold that signifies the start 
of a Brave Trail leading up. Follow the trail as it crisscrosses 
back and forth along the ravine, all the while pursuing 
Rasgrund and destroying his bombs when you see them. 


15-07 \\) <> 
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You'll eventually come to the end of the path and stand 
overlooking a river. Before jumping down and continuing, 
make sure to take advantage of the elevated position to 
clear out some of the bombs ahead. Swim along the river 
until it starts to widen, and then climb up onto a narrow 
rocky path along the north wall, so that you can detonate 
some more of the bombs. You can also see Rasgrund from 
here, but unfortunately you cannot deal any damage to him. 


x 


Keep following the path around to the east and you'll find 
some handholds that you can climb up to reach a ledge 
directly opposite Rasgrund’s position [+O 1]. Destroy the 
bomb that’s on the ledge below Rasgrund, and then jump 
across the gap to confront him. During the conversation 
Rasgrund will reveal one last trick he has up his sleeve, but 
a slight mishap leads to an early conclusion. 


DB-ll QQ The final criminal you need to track down is 
~ Gavan. Head to the lakeside settlement of 
Brightmarket, north of Meridian, and go to the inn to pick up 
his trail. While the Innkeeper claims not to know of Gavan, 
he doesn’t seem especially trustworthy. Go back outside 
the inn and use your Focus to scan the area for clues. 
Among some rocks to the north of the inn you'll find some 
manacles that were used to restrain a prisoner. Use your 
Focus again to highlight the tracks left behind and follow the 
trail around to a building in a small cove, just to the west of 


Brightmarket [>O 2]. 
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12-14 (i) 


It seems that Gavan has met up with some 
of his former smuggling partners. They are 
none too happy with the rumors they've heard about his 
conduct in jail, so rather than aid him, they are out to kill 


Enemy Group 


Type Lvl. Page 
&) — Hashiv 15 257 
) Bandit Thug 3 248 


Recommended Loadout 


Weapon 


Shadow Sharpshot Bow Precision Arrow 


Shadow Hunter Bow Hardpoint Arrow 


Shadow Sling Fire Bomb 


him. To ensure that you get the final word with Gavan, you'll 
need to take the smugglers out first. Hashiv, the leader of 
the smugglers, doesn't move from his position in front of 
Gavan, and the other three Bandits will patrol around the 
building. 


Timed well, you can lob a Fire Bomb between a few of the 
enemies to inflict a lot of damage, and while Hashiv is burn- 
ing, the other Bandits will run to his aid, so keep throwing 
Fire Bombs as they appear [> 3]. If you don't have Fire 
bombs, consider using a Double or Triple Shot headshot on 
Hashiv with Precision Arrows, and then switch to Hardpoint 
Arrows for the Bandits. Talk to Gavan once the smugglers 
have been killed, and then travel back to Sunstone Rock and 
give your final report to the warden. 


nn, fp i 


Trophy Note 

So impressed was Janeva with how you handled the escap- 
ees that she will stand as one of your allies during the Main 
Quest ‘The Looming Shadow’, and count towards the ‘All 
possible allies joined’ Trophy. 


SIDE QUEST HUNTERS’ BLIND 


We 


©> HUNTERS’ BLIND 


OBJECTIVES OVERVIEW 


il Talk toTalanah 


Recomm. Lvl. Rewards 
Prerequisites Errand ‘Hunting for the Lodge’ (P.423) ; Renad = 
Unlocks Errand ‘Deadliest Game’ (R433) . ~ ui 
Quest Giver Ahsis Other +1 Tearblaster Weapon Box 


FollowTalanah 
Go to Lone Light 
Kill the Glinthawks 


Talk to Talanah and Isaldi 


©2266 


ne Find the Cause of the 
zs Glinthawk Attacks 


© 


Kill the Glinthawks 


ooo 


Investigate the Area 
Follow the Tracks 


Talk to the Hunters 


Gather a Snapmaw Heart / 
Kill the Hunters 


© 


Deliver the Heart to the 
Hunters 


© 


Talk toTalanah 


Return to the Hunters Lodge 


© ¢ 


Talanah has accepted a Hunters 
Lodge contract that Ahsis refused 
— helping a village under constant 
attack from machines. What could 
be causing the onslaught? 


0/02 QY As soon as you complete the Errand ‘Hunting for 
the Lodge’, Talanah will be pointed out as a 

potential sponsor for your admittance into the lodge, and 
you'll automatically acquire this quest. Talanah will first want 
to talk to you at the base of the stairs in the lodge, and then 
again outside the lodge [>O0 4]. A flock of Glinthawks are 
attacking the Settlement of Lone Light, and while Ahsis 
refused to help (because the payment was too low), Talanah 
is much more sympathetic. 
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03-05 9) <2, When you arrive at Lone Light, Talanah will 
* run towards you and warn that another 
flock of Glinthawks is closing in, so make sure you're ready 


Enemy Group 


Type Lvl. Page 
= Glinthawk 18 188 


Recommended Loadout 


Weapon 


Shadow Sharpshot Bow Tearblast Arrow 


Shadow Hunter Bow Hardpoint Arrow 


Shadow Ropecaster Tie Rope Heavy 


for them. Three Glinthawks will come flying in from the 
north, and once you've killed two of them, two more will 
come from the same direction. You only have a small area to 
move around in at Lone Light, and with that many Glint- 
hawks the ground can quickly become covered in ice; if that 
happens, seek shelter inside one of the buildings. 


Try to focus on taking down one Glinthawk at a time using 
Tearblast Arrows to detonate their Freeze Sacs and Hard- 
point Arrows to kill them afterwards. If you're fighting from 
inside one of the buildings, you may want to consider using 
a Ropecaster to tie one down just outside the building, so 
that you can hit it easily [>0 1]. Talk to Talanah and Isaldi 
once the Glinthawk assault has been dealt with [>O 2]. 
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DE-09 (\) <> ‘2! The Glinthawks seem to be coming 
from upriver, to the north, so while 

Talanah stays behind in Lone Light to defend the Settlement, 
you must venture forth and try to discern the cause of the 
Glinthawk attack. When you get close to the source you'll 
Enemy Group 

Type Lvl. Page 

«za Glinthawk 18 188 


Recommended Loadout 
Weapon 


Shadow Sharpshot Bow Tearblast Arrow 


Shadow Hunter Bow Hardpoint Arrow 


Shadow Ropecaster Tie Rope Heavy 


come across two more Glinthawks trying to salvage the 
carcass of a Snapmaw - deal with them in the same 
manner as the previous ones [9D 3]. Follow the trail of 
Snapmaw carcasses up the hill to reach a mass dump- 
ing-ground, which is clearly what has been drawing all of 
the Glinthawks into the area. If you activate your Focus and 
scan the area you'll discover that some of these kills were 
recent, and that the hunters left some tracks that you can 
follow [=D 4]. 


10-12 Ww ab The tracks lead you to a small camp being 
used by a group of Snapmaw hunters, and 
even after you explain that their actions are behind the 
Glinthawk attacks in the area, they refuse to leave until they 


Enemy Group 


Type Lvl. Page 
© Vashad 1 260 
© omas 1 260 
© Bandit Thug 1 248 

<= Snapmaw 20 203 


Recommended Loadout 


Weapon 

Shadow Sharpshot Bow Precision Arrow 

Shadow Hunter Bow Hardpoint Arrow / Fire Arrow 
Shadow Sling Fire Bomb 


Shadow Rattler Shock Bolt / Metal Bolt 


have one more Snapmaw Heart [90 5]. If you already have 
a Snapmaw Heart in your possession during the conversa- 
tion, the objective will automatically be completed. Other 


/ SIDE QUEST HUNTERS’ BLIND j 


ot 


wise, you can take the conversation in one of two direc- 
tions: either threaten the hunters and force a fight with 
them, or offer a compromise by acquiring the last Snapmaw 
Heart for them if they promise to stay away afterwards. 


If you choose to fight them, Vashad will attempt to rush 
towards you straight away, while Omas and the two Bandit 
Thugs stay back and attack from long range. If you're quick, 
you can hit both Vashad and Omas with a Fire Bomb while 
they're still close to each other, and then, while they're 
burning, use Precision Arrows to headshot the two Bandit 
Thugs. Shock Bolts with the Shadow Rattler are a good a 
good way to finish off both Vashad and Omas, because they 
allow you to keep the enemy stunned while also dealing 
good damage. 


When going the compromise route, if you have an abun- 
dance of Metal Shards (at least 660), you can visit the 
machine Resources merchant in Meridian and purchase the 
heart to avoid having to fight for it. Or, you can head to the 
prime hunting location the Hunters marked on your map. 
There you'll find two Snapmaws that are guaranteed to 
drop Hearts when you kill them [+O 6]. 


If you approach that location from the west you can find 
some patches of tall grass to hide in, and from there you 
can use Fire Arrows to detonate the Blaze Canisters on the 
Snapmaw. They won't be able to fully detect where the ar 
row came from after you hit the first Canister, but they will 
come towards you to investigate. Wait for the burn to wear 
off as they approach, and then fire at a second Canister to 
kill them before they get close to you. Once you have the 
Heart, deliver it to the hunters to resolve the situation, and 
then talk to Talanah when she shows up nearby [90 7]. 
Return to the Hunters Lodge after the conversation and 
speak with Ahsis and Talanah again to claim your shiny new 
Tearblaster. 
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hing 


REDMaW <> 


é\7 


OBJECTIVES OVERVIEW 
Talk to Ligan 
FindTalanah Recomm: (vl: : a 
Prerequisites ‘Errand ‘Deadliest Game’ (R433) 
F +6330 +1 
Kill the Outlanders Unlocks = 
Quest Giver —_Ligan Other +1 Extraordinary Reward Box 


Talk toTalanah 

Follow Talanah 

Follow Redmaw’s Tracks 

Kill Redmaw 

Talk toTalanah 

Talk to Ahsis 

Return to the Hunters Lodge 


Talk to Talanah 


© 6 6 & 6 & & OS © 


Ahsis and Talanah have left Meridi- 
an to track Redmaw, the legendary 
Thunderjaw. IfTalanah can bring 
down the mighty machine, she 
will become Sunhawk. Ahsis will 
do anything to prevent that from 
happening. 


M1-04 \\) » Upon your return to 
= the Hunters Lodge 

with the trophies from the ‘Deadliest 
Game’ Errand, Ahsis and Talanah are 
nowhere to be found. Talk to Ligan to 
find out where they are. It turns out 
that some information as to the 
whereabouts of Redmaw recently 
came to Ahsis’ attention, so he went 
to investigate, and Talanah was not far 
behind. Sensing that Ahsis will 
attempt something underhanded, you 
need to travel south and see if you 
can find Talanah. 


When you reach the location, Talan- 
ah will be under attack from a large 
number of Outlanders hired by Ahsis. 


Ahsis. Before you can continue the Initially, all of the Outlanders will be focused on Talanah, so try to keep your 
search for Redmaw you'll need to distance and start picking them off using Precision Arrow headshots while 
defeat them [30 1]. they're unaware of you. 
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Enemy Group 


Type Lvl. Page 
Y Outlander Bow Warrior = 248 


Recommended Loadout 


Weapon 


Shadow Sharpshot Bow Precision Arrow 


Shadow Hunter Bow Fire Arrow 


Shadow Sling Fire Bomb 


Talanah can only take so much damage before she's ren- 
dered unconscious for a short period of time, but as long 
as you haven't been detected, the Outlanders will simply 
walk away slowly until she gets back up again. There are a 
lot of large rocks and patches of tall grass in the area, so 
concealing yourself from them is straightforward. If you do 
get spotted, switch to using Fire Bombs or Arrows to keep 
as many burning as possible, so that they can’t attack you. 
When they've all been defeated, go and talk to Talanah. 


Talanah knows the general direction that 
Ahsis went in to find Redmaw, but after a 
while she'll no longer be able to follow his tracks, and you'll 


05-11 \\) 


Enemy Group 
Type Lvl. Page 


“gk Redmaw 27 410 


Recommended Loadout 
Weapon 


Shadow Sharpshot Bow Tearblast Arrow 


Shadow Hunter Bow Hardpoint Arrow 


Shadow Sling Freeze Bomb 


Shadow Rattler Metal Bolt 


have to activate your Focus and scan for signs of Redmaw. 
Follow the machine's tracks to a large clearing to the south, 
where you'll witness Ahsis fighting a losing battle against 


SIDE QUEST REDMAW 


Redmaw [> 2]. You'll need to kill Redmaw yourself. The 
beast won't immediately be aware of you, so you have 
some time to plan your approach. 


As with other Thunderjaws, your first goal should be remov- 
ing the Disc Launcher so that you can use it — before Red- 
maw spots you, fire a Tearblast Arrow to knock it off [> 3]. 
Attempting to reach the Disc Launcher while Redmaw is still 
close to is extremely dangerous, so try to lure him to the 
north end of the clearing while you're working on freezing 
him. 


Once you've created enough distance, sprint past Redmaw, 
grab the Disc Launcher and start firing it. Try to knock off 
other Components and inflict as much damage as possible. 
After a sustained barrage of a few shots you'll be able to 
knock the fearsome machine over — switch to aiming for 

its eyes while it can’t move. When you finally defeat the ma- 
chine of legend, go over and talk to Talanah near its carcass, 
and then talk to Ahsis. Return to the Hunters Lodge and 
meet up with Talanah once more to watch her ascend to 
Sunhawk and bring this final hunt to an end. 


ee 


Trophy Note 

As a show of thanks for helping her become the new Sun- 
hawk, Talanah will lend her support for the Main Quest 
‘The Looming Shadow’, and she is also one of the allies 
that count towards the ‘All possible allies joined’ Trophy. 
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Sun and SHADOW <> 


Recommended Lvl. Rewards 
Prerequisites - 

+5000 
Unlocks - 
Quest Giver Lahavis Other = 


Elida, the daughter of a Carja noble, has gone missing. 
Her father fears suicide, but still hopes she may be 
found. 


O1-06 \\) Lahavis is standing on a bridge in Brightmar- 
- ket, staring into the water, fearing that his 

missing daughter may have drowned. While he has asked the 

local guards to help look for her, they don’t seem interested 

in helping, so it’s up to you to try and find her. She was last 

seen in the garden of their house, so begin your search there. 

Activate your Focus and you'll find three objects to examine: 

¢ A bottle 

e Aspyglass 

e Ashovel 


The bottle hints that Elida may have drank something toxic, 
and while the spyglass offers no clues at this time, the 
shovel reveals that something was recently dug up from 
the garden, and the person responsible left behind some 
muddy footprints [> 1]. 
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ol ® Investigate the Garden 
02 ® Examine the Bottle 
03 ® Examine the Spyglass 
04 © Examine the Shovel 
05 ® Follow the Tracks 
06 ® Investigate the Boathouse 
07 ® Investigate the Island 
08 ® Kill the Snapmaw 
19 <& Talkto Elida 
10 ® Investigate the Island 
ll @& Talkto Elida 
l2 ® Go to Atral’s Signal Fire 
13 ® Follow the Tracks 
14 & Find Atral 

) 15 @& Talk to Atral 

4 ‘ ) 
S 16 © Return to Elida 

17 ® Talk to Lahavis 


Use your Focus to highlight the tracks and follow them to 
a small boathouse on the lakeshore. Once there, use your 
Focus again to find a rope that you can examine. The rope 
was being used as a mooring line for a boat, and since the 
boat isn't here, there's a strong chance that someone used 
it to reach the island in the middle of the lake. 


17-ll <> ‘2 Swim out to the island and you'll find the 
= boat on the southern shore; activate your 
Focus to find a set of tracks leading away from the boat — 


Enemy Group 


Type Lvl. Page 


<= ~Snapmaw 20 203 


Recommended Loadout 
Weapon 


Shadow Hunter Bow Hardpoint Arrow, Fire Arrow 


Shadow Tripcaster Shock Wire 


follow them to a small camp under attack by a Snapmaw 

[20 2]. The narrow path you approach the camp from is a 
good place to being fighting the Snapmaw from, because 
you can string Shock Wires across it to stop the Snapmaw 


, a 


SIDE QUEST SUN AND SHADOW 


in its tracks when it approaches. The walls on either side 
also provide excellent cover while you fire at the Snapmaw. 
Aim to detonate the Blaze Canisters on its back with Fire 
Arrows. 


Talk to Elida once the battle is over. While she does answer 
your questions, she doesn't appear to be telling the whole 
truth, so a thorough investigation of the island is in order. 
Go to the nearby camp and you'll find evidence that she 
has not always been alone on the island after all; talk to 
her again to get the truth this time [> 3]. Elida has been 
using this island to meet with an old childhood friend, who 
happens to be a soldier for the Shadow Carja — meaning it's 
forbidden for them to be together. He did not turn up at the 
arranged time, so Elida has been waiting for him, and now 
she asks that you try to find out what happened to him. 


{PD SN OES 2 COE EET TAL UD 


12-17 \\) e Kip Swim across to the location of Atral’s 


signal fire. A quick investigation will 
reveal that there was a struggle, with someone being 
dragged away, leaving tracks for you to follow. When you 


Enemy Group 


Type Lvl. Page 
4) Shadow Soldier 10 245 
(J Shadow Archer 8 248 


Recommended Loadout 
Weapon 


Shadow Sharpshot Bow Precision Arrow 

get close the entrance of Kestrel’s Perch you'll hear Atral 
being tortured, so you'll now need to find a way in to help 
him. Crouch down and move quietly once you get near the 
top of the hill - take cover in the tall grass at Position A, 
because there are two Soldiers stationed at the main gate 
of the outpost. 
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While you can take them both out and enter through the 
front door, doing so would put you at a distinct disad- 
vantage against the other enemies in the area [3D 1]. 
A better approach is to move around the west side of 
the building until you reach some handholds at Position 
B, and use them to climb up [> 2]. When you reach 
the top handhold, hold your position before climbing up, 
because there's an enemy patrolling the walkway ahead 
of you, and another one immediately to the west. Wait 
for the patrolling enemy to start moving away from you, 
and then climb up and use a Silent Strike on the nearby 
one, before taking out the patrolling one with a Precision 
Arrow headshot. 


Also on this floor is a lone archer at Position C, with two 
more at Position D. Precision Arrow headshot the lone 
archer, and then either headshot both remaining ones 
during Concentration, or sneak up close to them, and 
headshot one and quickly Silent Strike the other. Atral is 
on the floor below, but before going down there, if you 
move to Position D and look back across to the south, 
you should see another soldier just below the staircase — 
take him out with a Precision Arrow headshot. 


If you look down to the bottom floor now you'll see two 
more soldiers standing guard down there, and you can 
take them both out with headshots during Concentration 
without being detected [> 3]. The final soldier inside 
the outpost is also on the bottom floor, but to get an 
angle on him you'll need to go around to the south side 
of the walkway. 


With the area clear, go down the stairs and talk to Atral 
on the middle floor to receive a key to give to Elida 

[20 4]. To exit the outpost, either take out the two 
soldiers in front of the main gate, or go back upstairs 

and use the Rappel Point on the eastern wall. Elida has 
relocated back to the garden in Brightmarket, so make 
your way there and give her the key from Atral. After that 
conversation, talk to Lahavis and tell him to go and be 
with his daughter while she’s in such a delicate emotional 
state. 


—— ] ar rat 
Trophy Note 


Even though she is crippled by grief at the moment, the 
fact that you tried to save her beloved manes that Elida 
has great respect for you and she becomes one of your 
allies for the Trophy ‘All possible allies joined’. She will 
also appear again as part of the Main Quest ‘The Looming 
Shadow’. 


ax 
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SIDE QUEST TRAITOR’S BOUNTY 


TRAITOR’S BOUNTY 


ER v SS PE ed WO TE Be TE UBT! f 


Z| Rewards : ' 
Recommended Lvl. =_ | 
Prerequisites Main Quest ‘Deep Secrets of the Earth’ (P339) aang ~ ft 
Unlocks Side Quest ‘Queen's Gambit’ (P.419) ‘ © iaibtoNaneeis 
Quest Giver Vanasha Other - 02 ® Go to the Three Dead Trees 
G Follow the Tracks 
. . . : . 04 Go to the Top of the 
Uthid, a well-liked Shadow Carja officer, has been marked for death by High Greenclimb 
Priest Bahavas. There must be more to this than meets the eye. 05 ies oeeecaine 
poz (\) During your audience with High Priest Bahavas as part of the Main 06 Follow the Tracks 
f . 
~ Quest ‘Deep Secrets of the Earth’, a mysterious woman named 17 Examine the Destroyed 


Vanasha will approach you and ask that you meet her out by the refugee tents. Grazer 


You'll automatically acquire this quest after the audience is complete, and it's 08 
recommended that you do this and the subsequent Side Quest before continuing 


Kill the Glinthawks 


with the Main Quests, because the events that take place in these quests will be 18 polownine racks 
reflected in them. 10 Talk to Uthid 
il Kill the Outlanders 
Trophy Note : — l2 Follow Uthid 
If you complete this quest you'll gain the trust of Uthid, and the Queen’s Gambit r Ganoneucnice 


quest that follows it will bring Vanasha to your side. To repay that trust they will 
heed your cry for aid during ‘The Looming Shadow’ Main Quest. Both of these 14 
allies are also required for the ‘All possible allies joined’ Trophy. 


Kill the Outlanders 


© OOO EO OCG OO G6 OO © © 


15 Follow Uthid 
High Priest Bahavas has placed a bounty on the head of a Shadow Carja officer 16 Kill Bahavas’ Guards 
named Uthid. Vanasha believes him to be innocent of the charges and asks 7 Follow Uthid 
that you help him. She suspects that he may be hiding in an area known as the 
Greenclimb, so begin your search for him near the three dead trees that signify 18 Talk to Bahavas 


the start of that area. 
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03-09 = ) ep Use your Focus near those trees and 
you'll find a set of tracks leading up to 
a cliff that you can climb. Once you reach the top, use your 
Focus to investigate the camp. The evidence indicates that 
you're on the right path, so continue following the tracks 
further along the mountainside. Examine the remains of the 
machines you come across to reveal that Uthid has been 


Enemy Group 
Type Lvl. Page 


= Glinthawk 18 188 


Recommended Loadout 
Weapon 


Shadow Sharpshot Bow Tearblast Arrow 


Shadow Hunter Bow Hardpoint Arrow 


Shadow Ropecaster Tie Rope Heavy 


PENCOUNTER MaP 
{ 10-11 b> Uthid will cautiously agree to talk with you 
"after you meet him, but during your conversa- 
tion you'll come under attack from Outlanders and must 
fend them off. The first group of mercenaries Uthid will 


Enemy Group 


Pa ATER | kid SY | PP OS Ry 


Type Lvl. Page 
(  kikuk 6 256 
ig) Kikuk's Killer Outlander 2/6 245 


Recommended Loadout 
Weapon 


Shadow Sharpshot Bow Precision Arrow 


Shadow Hunter Bow Hardpoint Arrow 


Shadow Rattler Shock Bolt / Metal Bolt 


Shadow Tripcaster Fire Wire 

cautiously agree to talk with you after you meet him, but 
during your conversation you'll come under attack from 
Outlanders and must fend them off. The first group of 
mercenaries is Kikuk and his Killer Outlanders. Through- 
out the fight the melee mercenaries will attempt to rush 
you by jumping across the ravine close to Position A, 
while archers will remain atop a ridge to the east, at 
Position B [>0 2]. 

The rocks right in front of you offer plenty of cover from 
the incoming arrows if you crouch down behind them, so 
do that first while you survey the area. Kikuk will general- 
ly stick behind cover a lot, so getting a clear shot on him 
can be difficult. The easiest time to do it is when a new 
group of his Outlanders comes running in, because he 


hunting and stripping them for ammo components — but it 
seems you are not the only one interested in the remains. 
A flock of three Glinthawks looking for scrap will attack you; 
defeat them, and then pick up the trail again and follow it to 
Uthid [>O0 1]. 


will general change 
positions depending 
on whether the group 
consists mainly of 
archers or melee 
mercenaries. If you 
get a clear shot on 
Kikuk then you should 
take it, but thinning 
out his men should be 
your first priority since 
there's a lot more of 
them, and they won't 


stop coming even if you kill him quickly. Uthid won't just 
be standing idly by during the battle either, and he'll sup- 
port you by either firing explosive arrows at the archers, 
or dealing with the melee mercenary rushers if they get 
close. While he can often handle them on his own, you 
may want to put some Fire Wires down at Position C just 
in case. 


me 
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12-15 9 Once that battle is over, follow Uthid 
to a nearby ledge and climb it when 

prompted, to reach an area where he has supplies laid 

out for you to gather. You'll have a short amount of time 


Enemy Group 


Type Lvl. Page 
()  Odund 1 255 
(J — Odund’s Marvel Outlander 1/6 245 


Recommended Loadout 
Weapon 


Shadow Sharpshot Bow Precision Arrow 


Shadow Hunter Bow Hardpoint Arrow 


Shadow Tripcaster Fire Wire 


Disc Launcher 


o resupply before the next mercenary group attacks, so 
make the most of it. This time you'll have to contend with 
Odund and his Marvel Outlanders, and you'll begin the 
ight out in the open, so your first goal should be to take 
cover. There is a small cave a Position A that not only 
provides excellent cover, but also contains a powerful 
Disc Launcher that you can use against the Mercenaries 
[>D 3]. 


These mercenaries take a three-pronged approach to 

heir attack, with archers staying on the other side of the 
ravine to the east at Position B, melee attackers jumping 
over that ravine at Position C, and more melee attackers 
coming down a slip-line at Position D. Try to use the Disc 


Launcher's shots on the melee attackers, and remember 
to take advantage of the large blast radius by aiming be- 
tween enemies if they group up [>O) 4]. Odund tends to 
stay way back atop the ridge on the opposite side of the 
area, so it's often easiest to leave him until you've cleared 
out his other men so that you don't get distracted while 
trying to aim at him. 


Once you've cleared out the initial group of enemies, a 
prolonged wave of them will approach from the north, so 
you may want to setup Tripwires near the cave entrance, 
just in case any of them get past Uthid. The final wave 

of enemies will come from the east and feature both 
archers and melee attackers. While the melee ones are 
closing in, take the archers out to make things easier, and 
then follow Uthid again once the fighting is over [>O 5]. 
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1 QY ae Follow Uthid until you catch up to Bahavas, 
and you'll have to contend with his extremely 
powerful personal guard. All three members of the guard 
are capable of inflicting a lot of damage very quickly, so 
move around constantly to reposition yourself behind 


Enemy Group 


Type Lvl. Page 
@ Relentless Shivin 22 258 
@ Savage Tarav 22 258 
@ Merciful Yusis 22 258 


Recommended Loadout 
Weapon 


Shadow Sharpshot Bow Precision Arrow 


Shadow Hunter Bow Hardpoint Arrow / Fire Arrow 


Shadow Rattler Shock Bolt / Metal Bolt 


Shadow Sling Fire Bomb 


cover. Relentless Shivin will attempt to rush towards you 
and use melee attacks, while Savage Tarav and Merciful 
Yusis stay back and use ranged attacks; Tarav is armed 
with a Firestriker, while Merciful Yusis uses Corruption 
Arrows. You'll hear a warning when Tarav is about to fire, 
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so you'll know when to evade. It's highly recommend that 
you use Corruption Potions during this fight to mitigate 
the effects of Merciful Yusis’s Arrows. 


Since Tarav tends not to move around a lot, your primary 
goal should be to get him and Shivin close together, and 
then hit them both with a Fire Bomb. As long as you keep 
throwing bombs at them you can keep them locked down 
until they're both dead [>0) 1]. While you're doing that, 
try to move around to make sure one of the large rocks 

is always between you and Merciful Yusis. Uthid will also 
usually attack Merciful Yusis if you use this tactic, which 
will reduce the number of arrows he'll be able to fire at 
you. 


If you don't have Fire Bombs, use Fire Arrows to keep 
Tarav burning, and place some Shock Wires to stop Shivin 
from being able to close in. When Tarav is dead, use 

his Firestriker to take out the two remaining enemies 
[>0 2/3]. If you need to take a break to heal during the 
battle, retreat back to the ledge you climbed at the south 
of this area and drop down - the enemies will not follow 
you there. After the fight, follow Uthid to another ledge 
so he can pull you up, and then talk to Bahavas to put an 
end to his scheming [>O 4]. 


il ® Talk toThree-Toe Huadiv 

f2 ® Kill the Machine in the Pass 
3 Return toThree-Toe Huadiv 
04 ® Prepare an Ambush 

15 _ Getto an Elevated Position 
15 & Killthe Cultists 

17 @&_ Killthe Cultists and Machines 
8 ® Talk to Vanasha 

19 ®  Killthe CorruptedThunderjaw 
10 ® Go to the Shoreline 


Vanasha is helping the child king Itamen and his mother 
Nasadi defect from the Shadow Carja to Meridian. 

But their path is dangerous, and they are certain to be 
pursued. 


Ou/02 Ww <j The death of Bahavas opens a small window 
~ of opportunity for Vanasha to rescue Itamen 
and his mother Nasadi, but she needs your help to pull off 


Enemy Group 


J Recomm. Lvl. 28 


Type Lvl. Page 
Sze Rockbreaker 23 208 
Recommended Loadout 

Weapon 

Shadow Sharpshot Bow Tearblast Arrow 


Shadow Hunter Bow Hardpoint Arrow 


Preferred method of applying Freeze 


her plan. Vanasha has hired a man named Huadiv to clear 
the escape route — meet up with him and get his report on 
the situation. 


The meeting with Huadiv reveals that the path Vanasha 
wants to take is a lot more dangerous than it appeared 

to be; it’s guarded by a Rockbreaker that has killed all of 
Huadiv's men. Knowing that Vanasha will soon be here with 
Itamen and Nasadi, it's up to you to destroy the machine. 


Run down into the pass so that the Rockbreaker appears, 
but instead of fighting it, turn around and run back towards 
the meeting place and climb up the ledges in the canyon 
wall, so that you're on solid rock above the canyon floor. 


eo 
/ SIDE QUEST QUEEN'S GAMBIT J 


QUEEN'S GAMBIT 


EL OMEN 9 DL 


Rewards 


Side Quest ‘Traitor's Bounty’ 


Prerequisites (P15) 
MUTE - 
Quest Giver Vanasha 


va , 
nd: , tad 


Depending on how high you go, the only attack it can poten- 
tially reach you with is its Rock Barrage, which will be fairly 
easy to evade since it’s the only attack you need to watch 
out for. Rain down Tearblast Arrows to remove some of its 
components, and then freeze it before laying into it with 
some Hardpoint Arrows to finish it off [>2 05]. 


a | 


HI 
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Return to Huadiv once the Rockbreaker has 
been defeated and wait for Vanasha to 
arrive with Itamen and Nasadi, after which the group will 
travel towards the lake. Along the way you'll detect a group 


03-08 (\) 


Enemy Group 
Type Lvl. Page 
4) Cultist Dredger 6 245 
4) Cultist Punisher 6 248 
; ‘Se Corrupted Water ; 12 : 132 


Recommended Loadout 
Weapon 


Shadow Tripcaster Fire Wire / Blast Wire 


Shadow Hunter Bow Hardpoint Arrow / Fire Arrow 


of Eclipse Cultists approaching and there's just enough time 
to set some traps for them. The Cultists appear from the 
north, and if you go slightly north from where you start you'll 
find a very large rock near the middle of the path [>O 1]. 
This rock provides excellent cover from which to fight the 
enemies, and to make it even safer you can string tripwires 
either side of it to stop anything getting close to you. 


Oyo \\) <b Talk to Vanasha once the cultists have 


been dealt with. She initially thinks the 
area is now clear, but the cultists release a Corrupted 


Enemy Group 


Type Lvl. Page 
vy Corrupted Thunderjaw 36 219 
4) Cultist Priest 12 245 


Recommended Loadout 


Weapon 
Shadow Sharpshot Bow Tearblast Arrows 
Shadow Hunter Bow Hardpoint Arrow 


Preferred method of applying Freeze 


Thunderjaw into the area as a final attempt to stop the 
rescue attempt. This machine can be extremely danger 
ous and you should try not to openly fight it when it first 
appears. Crouch down and use that same large rock for 
cover again, while the Thunderjaw closes in on the two 
Carja Spearmen that Vanasha left behind to aid you. While 
it's distracted, run to the north end of the canyon and take 


ER ie AT D0 SES vets 7S Sar A GSS HT 
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The first group consists of three Cultists Dredgers. Wait 
behind the rock for the lead one to spring one of your 
tripwires, and then either use Fire Arrows to detonate the 
Blaze Canisters on the other two, or go for headshots. 
Shortly after they're all dead, a Cultist Punisher and two 
Corrupted Watchers will appear. As before, wait behind the 
rock undetected, so they walk into your tripwires. In their 
attempt to go straight after Vanasha they will often run 
straight past you if you're hidden behind the rock, allowing 
you to pick them off easily with Silent Strikes from behind. 


cover behind the wall at 
Position A; the Thunder 
jaw can't reach you 
here, and you can use 
the canyon wall to block 
any of its long-range 
attacks. 


Once you're in position, 
start using Tearblast 
Arrows to remove the 
Thunderjaw's Compo- 
nents, and then Freeze 
it and start damaging it 
with Hardpoint Arrows. 
If, after knocking off the 
Disc Launchers, you 
see an opening to grab 
them safely, doing so 
can greatly speed up the process of killing it. When the 
machine has been defeated, go down to the shoreline of 
the lake to meet back up with Vanasha and complete the 
liberation of Itamen and Nasadi. 


00D GRaTa <> 


OBJECTIVES OVERVIEW 
fl & Talk to Grata 


fz Gather Meat 
© Prerequisites 
Unlocks 


Quest Giver 


iE © Go to the Overlook Climb 

04 ® Go to the Overlook 

05 ® Recover Grata’s Prayer Beads 
15 @& Goto Grata’s Camp 


07 © Talk to Grata 


er er nein >) | RET EY POPE 


Recommended Lvl. 


ih 
Rewards 


>| +1000 (@) - 


Rost / Odd Grata Other - 


Odd Grata hig 


Bg 


Odd Grata es 


The old outcast Odd Grata often needs § 
help to survive in the wilds. The trouble f 
is, she'll only speak when praying to 
the goddess All-Mother, so under- 
standing what she wants isn’t easy. 


O1/02 Wy If you acquired this quest from talking to Rost, 
you'll need to make your way down through the 

mountains to Grata’s camp and talk to her. While you're 
travelling there you may want to kill any Wildlife you come 
across and loot their carcasses, because it will save you 
some time in the long run. Grata, in her own special way 
lets you know that she has run out of meat and needs 
more, and that she lost her prayer beads. Although Rabbit is 
specifically mentioned, any type of meat from any Wildlife 
will do, so kill anything that you come across until you have 
the five that you require. 


Wildlife can be difficult to spot in the thick woodland brush, 
so remember that you can activate your Focus and use it 

to get a better view of the area —Tag any Wildlife you see 

to make them easier to track. The easiest way to kill most 
Wildlife is to simply sprint up behind it and use an R34) with 
your Spear; you sprint faster than Wildlife can run, so you'll 
always catch them in the end. Getting into the habit of kill- 
ing Wildlife will pay off in the long run, because the different 
meats, skins, and bones are used in many crafting recipes. 


03-07 QO Once you have all the meat that Grata requires, 
you can turn your attention to recovering her 
prayer beads — this means going to the start of the climb 
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up to the overlook. The Brave Trail leading up to the overlook 
starts off simple enough with some stairs, but after jumping 
across a gap you'll soon have to start making use of the 
bright yellow handholds and well-worn ledges to make your 
way up the side of the cliff. When you reach the top, jump 
onto the Slip-Line, slide down to the overlook and pick up 
Grata's prayer beads from the wooden bench they're sitting 
on [30 1]. Now that you have everything she needs, use 
the nearby Rappel Point to get back down quickly, and then 
return to Grata’s camp and talk to her to hand over the 
items. 


ERRAND ODD GRATA | HUNTING FOR THE LODGE 


Sy 
ro) 


& HUNTING FOR THE LODGE 


OBJECTIVES OVERVIEW 


Complete 3Trials 


Recommended Lvl. 


Talk to Ligan 
Prerequisites - 


+5330 | - 


Unlocks Side Quest ‘Hunters’ Blind’ Talk to Ahsis 


Quest Giver Any Hunting Ground : Other +1 Remarkable Reward Box Faletolalonah 


Gather the Machine Trophies 


© © 6 8 


Deliver the Trophies to Ahsis 


To prove herself to the Hunters’ 
Lodge, Aloy must complete a number 
of machine hunts. 


fl <& QO Shortly after leaving The 

Embrace you'll encounter 
aman named Cren hobbling across a 
bridge. If you talk to him he'll tell you of 
the Nora Hunting Ground atop a nearby 
hill. Go to the top of that hill and you'll 
be able to talk to the Keeper of the 
ground and acquire this quest. You can 
also get it by talking to the Keeper at 
any other Hunting Ground - this is just 
your earliest opportunity. 


For the first part of the quest you must 
prove yourself worthy of joining the 
lodge by acquiring three medals in total 
from any trials at any of the Hunting 
Grounds. Any rank of medal will do 
(even the bottom rank Half Sun medals), 
and it’s worth trying to get them by the 
time you reach Meridian so that you can 
continue with this quest straight away [20 2]. 


02-06 \\) <5 Once you have the requisite number 
a of medals, go into the Hunters’ Lodge 


Lvl. Page 
ix’ Sawtooth 15 167 
ayy Ravager 20 197 
=e Stalker 18 182 


in Meridian and you'll automatically start up a conversation 
with one of its members, a man named Ligan. To officially 
join the lodge you need to find a senior member to sponsor 
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you. To begin that process, go up the stairs and talk to 
Ahsis, the current leader of the Hunters’ Lodge [>0 1]. 
Ahsis is not thrilled at the prospect of anyone non-Carja 
joining the lodge, but he begrudgingly offers Talanah as a 
potential sponsor and you'll find her at the bottom of the 
stairs. 


Talanah wants you to kill a number of machines and loot 
trophies from their carcasses to prove your skill as a hunter 
to both her and Ahsis. You'll need to get trophies from 
three Sawtooths, two Ravagers and a Stalker and you can 
either visit any machine site of your preference, or use 

the recommended ones. The two Sawtooth sites that are 
recommended provide enough machines to get all of the 
required trophies, and if you run between the two of them 
you'll pass through Stalker territory and can get that trophy 
as well, without having to go to a different site. 


If you're having trouble locating a Stalker, you can always 
find one at the Spurflints Hunting Ground [>D 2]. Both 
recommended Ravager sites are home to a pair of the ma- 
chines, so it’s down to personal preference which one you 
use. Deliver the trophies back to Ahsis once you have them 
to start the next phase of your journey towards acceptance 
into the Lodge. 


SANCTUARY <> 


OBJECTIVES OVERVIEW 


01 © Find the Missing Braves in Devil's Thirst 
f2 
03 
04 
05 
05 < Return to Den 


S 


Investigate the Area 
Follow the Tracks 


Kill the Sawtooths 


© 
co 
© 
© 


Explore the Ruin 


Den’'s fellow braves strayed into the forbidden ruins 
of Devil's Thirst. As a Seeker, Aloy could look for them 
without breaking Nora taboo. 


In the Settlement of Mother's Crown, you'll 
find a man named Den who was part of a 
hunting party that went looking for the killers from The 
Proving. During the chaos of a nighttime battle, the rest of 
his group strayed too close to Devil's Thirst and got lost in 
the ruins; not wanting to become an outcast, Den returned 
to the settlement, but he needs help finding his missing 
friends. Go to the last known location of the Braves and 


1-03 (\) 
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Trophy Note 

You'll need to complete many trials to prove yourself to the 
Hunters Lodge, but after doing so, Talanah will join you for 
the Main Quest ‘The Looming Shadow’, and count towards 
the ‘All possible allies joined’ Trophy. 


scan the area with your Focus to reveal the carcass of a 
Watcher filled with arrows. Examine the carcass and you'll 
discover signs of a battle, and if you activate your Focus 
again you can highlight a set of tracks leading off to the 
west [3D 3]. 


Recommended LvI. 
Prerequisites - 

+5000 - 
Unlocks - 


Quest Giver Den Other +1 Remarkable Reward Box 


ENCOUNTER maP 


04-06 <= The tracks lead you to a set of ruins where 
the missing Braves have been forced to hole 
up on an upper floor, while a pair of Sawtooths circle 
below them. You need to kill both Sawtooths before you 


Type Lvl. Page 


&& Sawtooth 15 167 


Weapon 


Carja Hunter Bow Fire Arrow / Hunter Arrow 


Carja Sling Freeze Bomb 


Carja Tripcaster Shock Wire / Blast Wire 


can rescue the Braves, and if you're attempting this 
quest early in the game, the safest approach is to circle 


around the ruins and enter the small room at Position A. 


Both of the openings into this room are too small for the 


ERRAND SANCTUARY 


Sawtooths to pass through, and as long as you stay near 
the back wall, none of their attacks can reach you. 


From the safety of this location you can easily Freeze the 
Sawtooths, and then use Hunter Arrows to kill them, or 
line the area just outside the room with tripwires to dam- 
age them when they get close. If you have progressed 
further into the game and completed Cauldron SIGMA 
already, you may want to enter the tall grass at Posi- 
tion B and use Lure Call to bring one of the Sawtooth 
close to you so that you can Override it. The Overridden 
Sawtooth will easily destroy the other one, leaving you 
with only one Sawtooth to contend with instead of two — 
the remaining one can be handled by laying traps near the 
tall grass and using Lure Call to lure it into them [>0 4]. 


When both Sawtooths have been destroyed, activate 
your Focus and use it to scan the eastern end of the ruin, 
where you'll find a set of belongings to examine. The 
Nora braves will emerge from their hiding spot above you 
and let you know that they'll make their own way back 

to the Settlement to avoid drawing any attention. Finally, 
you'll need to return to Mother's Crown and speak with 
Den to let him know that his friends are safe, and that 
nobody will find out about their adventure into forbidden 
areas. 
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LUCK OF THE HUNT <> 


OBJECTIVES OVERVIEW 
pein 0 OP LD RBA Pik ET LT IY GES. > | MTT RT, 
fl & Gather 4 Boar Skins a ; 
Recommended Lvl. U Rewards 
2 & FindTaim’s Ring 
Prerequisites - @) +1670 ’ 
iE & Investigate the Area Unlocks = + —_ 
Quest Giver Taim Other +1 Generous Reward Box 


04 ® Examine the Boar Carcass 


05 ® Return to Taim 


A hunter at Mother’s Crown asked Aloy 
to assist with gathering boar skins, 
and to find the heirloom he lost when 


fleeing a Sawtooth. Q ¢ 


Ol | \) In Mother's Crown you can meet 
a hunter named Taim, who tells 
you that he's lost his lucky hunting ring 
after an encounter with a fearsome 
machine. He also says that the village 


Enemy Group look for the blue loot indicator after a kill — any other color 
Type Lvl. Page and there's no chance of a skin. Should you happen to have 


& enough Boar Skins on you when you first talk with Taim, 
és& Sawtooth 15 167 : 4 : 
$A you'll have the option to just hand them straight over to 
Recommended Loadout him without having to gather more. 
Weapon 
Carja Hunter Bow Fire Arrow / Hunter Arrow While fighting the Sawtooth is not required, sometimes 
its patrol route will keep taking it close to the boars you're 
Carja Sling iredes Bom after, so killing it will work out faster than constantly 
Carja Tripcaster Shock Wire / Blast Wire sneaking past it in the long run. To start the fight, use the 
————— ee abundance of tall grass in the area to safely line up a shot 
is in dire need of Boar Skins and asks that you procure four on the Sawtooth’'s Blaze Canister with a Fire Arrow. If done 
of them, and adds a personal request that you find his lost correctly, you can take off a large portion of its health with- 
ting. There's good Boar hunting in the woods to the east of out being detected, and then you can use Lure Call to bring 
Mother's Crown according to Taim, and since that's near it towards you and Silent Strike it. 
where he was hunting when he lost his ring, it's also a 
good place to begin your search. 02-05 ‘2 <6 When you've gathered enough Boar Skins, 
start your investigation for Taim’s ring on 
The woods are indeed teeming with Boars and many other the western side of the river. Activate your Focus while in 
forms of wildlife, but they are also full of Watchers and the search area and you'll find a set of tracks leading behind 
Grazers, so you'll need to keep your wits about you. Keep a small rock along the riverbank, behind which you'll find 
scanning the area around you using the Focus; getting into the remains of a dead Boar that appears to have choked on 
a large battle with a group of machines will scare away all something, Loot the carcass of the Boar to recover Taim's 
of the wildlife, so it should be avoided if possible. If you ring, and then take it and the Boar Skins back to him at his 
only want the skins from the Boar and nothing else, just new location just north of Mother's Crown. 
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The returned War-Chief Sona needs assistance with 
bolstering the Nora defenses. 


01-03 9 at, After completing the ‘Revenge of the Nora’ 
“quest, Sona will relocate to Mother's 
Crown, and if you go there and speak with her, you'll be 


Enemy Group 
Type Lvl. Page 


we Lancehorn 13 145 


Recommended Loadout 


Weapon 

Carja Sharpshot Bow Tearblast Arrow 
Carja War Bow Freeze Arrow 
Carja Hunter Bow Hunter Arrow 


able to pick up this quest. The Settlement needs to be 
reinforced and resupplied. Lancehorn parts would be ideal 
for the job, so she asks that you acquire one Lancehorn 
Lens and nine Chillwaters. In addition, some signal arrows 
need to be delivered to a remote watchtower to ensure it is 
well stocked in case of an enemy incursion. If you already 
have the parts, that objective will complete automatically; 
otherwise, there is a Lancehorn site on the way to the 
watchtower that you can use to hunt for them. 


Since you need to acquire a Lens from one of the Lance- 
horns, it's better to kill them rather than just knock the 
Canisters off for the Chillwater, but if you do want to go that 
route, Tearblast Arrows are an excellent choice. The Freeze 
Arrows on the Carja War Bow can also be used to detonate 
one of those canisters, freezing anything caught in the blast 
radius. If you come across a group of Lancehorns together, 
it can be worth sacrificing one canister to weaken them all 
and make the group easier to kill [> 1]. A safer option 

is to hide in a patch of tall grass and use Lure Call to bring 
Lancehorns to you one at a time for Silent Strike kills. 


ERRAND LUCK OF THE HUNT | SHORTAGE OF SUPPLIES 
af 


SHORTAGE OF SUPPLIES 


OBJECTIVES OVERVIEW 
Ol ® Gather Lancehorn Parts 


F 
f 


Ne 


f2 ® Deliver the Signal Arrows to Orn 


03 © Find Sona 


SE > SE 
id 


Aft 
Recommended Lvl. | Rewards 
Main Quest ‘Re- 


Prerequisites venge of the Nora’ 5) +1670) - 
Unlocks = Other +1 Generous 
Quest Giver Sona Reward Box 


CHAPTER 04 QUEST GUIDE 427 


Once you have everything you need from the Lancehorns, 
continue south towards the watchtower until you see a Slip- 
Line coming down from the mountain. If you go towards 
the cliffs just north of that Slip-Line you'll find a Brave Trail 
that you can climb up to reach Orn at his post [>O 1]. After 
delivering the signal arrows, return to Mother's Crown. 
Climb the Brave Trail at the north end of the Settlement to 
reach the watchtower that Sona is now standing in; talk 

to her to let her know you've completed the delivery as 
requested. 


TO OLO ACQUAINTANCE © | 


OBJECTIVES OVERVIEW 


Go to the Bridge near the Recommended Lvl. 
Glarebreak 


© 


Prerequisites Main Quest ‘A Seeker at the Gates’ 


Search for Tracks Unlocks = 
Follow the Cart Tracks Cres tes ee 
Investigate the Area 
Follow the Blood Trail 
Investigate the Area 
Follow the Trail of Objects 
Investigate the Area 


Find Kendert 


Talk to Kendert 


6 6 © OOO 6 © 


Recover Scrappersap Bottles 


Deliver the Scrappersap to 
Kendert 


Return to Gera 


© > 


The Oseram Alewife Gera seeks 
news about her husband, who went 
missing on his way to Hunter’s 
Gathering. 


01-04 QY =!) After opening the gate 
at Daytower at the 
end of the Main Quest A Seeker at 
the Gates’, travelers could move into 
the Nora lands from Carja side again, 
and with them came information. 
Gera heard that her husband was at 
Daytower looking for her, but since 
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+1 Generous Reward Box 


then he's not been seen. Some traders last saw him near a 
bridge in an area known as the Glarebreak, so she asks that 
you investigate the area and try to find out what happened 

to her husband. 


When you reach the bridge, Gera’s husband is nowhere to 
be seen. If you activate your Focus you'll find a set of tracks 
left behind by a man traveling southeast with a cart; there's 
a good chance that he's the man you're looking for, so 
follow the tracks to his destination [>O 2]. 


Be very careful while following the tracks, 
because this area is populated with a large 
number of very dangerous machines, and any fight you get 
into can quickly escalate out of control. The tracks will 
eventually veer violently off the path and lead you to an area 
where there are clear signs of a struggle — investigate using 
your Focus. Not far from a large cactus there is a basket 

of goods on the ground that you can scan and examine to 
revel a blood trail leading away from the area; use your 
Focus again to highlight the blood trail, and then start 
following it. 


O405 \y) 


The trail of blood dries up shortly after entering 
the Glarebreak, but not before taking you to 
another investigation area; use your Focus to find a Travel 
Chest near the base of a ledge that you can examine 

[+0 3]. The Travel Chest marks the start of a trail of debris 


ne/07 © 


er 


ERRAND TO OLD ACQUAINTANCE J 


that has fallen off the cart as its owner hurriedly made his 
way through the area. There are no tracks for you to follow, 
but you can periodically activate your Focus and use it to 
find the next object to ensure that you remain on the trail. 


<i This part of the Glarebreak is home to a 

~~ very large herd of Tramplers, so try to 
remain crouched and as far away from them as possible 
while you follow the items. At the end of the item trail you'll 


pe-1a 


Enemy Group 
Type Lvl. Page 


4 Trampler 15 162 


Recommended Loadout 


Weapon 
Carja Sharpshot Bow Tearblast Arrow 
Carja War Bow Shock Arrow 


find a large barrel sitting atop a ledge, and if you examine it, 
the clues will reveal that it rolled downhill, so continue your 
search up the hill to the east. Kendert, Gera’s husband, has 
made himself quite at home and set up a small camp while 
he contemplates how to recover some of the goods that 
are now scattered amongst the Tramplers below. 


While it is possible to gather the five bottles of Scrappersap 
stealthily by using the tall grass for cover and rocks to dis- 
tract the Tramplers, it's much simpler and faster to just kill 
them first. The best way to take out the herd is to use their 
own Components against them by destroying the Process- 
ing Unit on every Trampler. This is best accomplished with 
two Tearblast Arrows. Kendert’s camp gives you an excel- 
lent vantage point over the basin, so hitting them is quite 
straightforward. Your elevated position means you're totally 
safe, since they cannot hit you. 


The herd naturally tends to group up once you start attack- 
ing them, which means that you'll be able to damage more 
and more them with the explosions from each Processing 
Unit, and keep them all burning. When they've all been 
killed, use your Focus to find the missing bottles, and then 
return them to Kendert so that he may continue on his jour 
ney. Make your way down to Daytower now and speak with 
Gera to let her know that her husband is safe. 


If you return to Hunter's Gathering after completing the 
quest you'll be able to speak with Gera and her husband 
after their joyful reunion. 
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In FOREIGN Lanos <> 


OBJECTIVES DVERVIEW 
AON LC TT EAT ERC + ATIC REPRE PS, 
fl & Investigate the Forsaken Village “| — i 
I Ls 
Recommended Lvl. w Rewards 
fz Follow the Tracks 
Prerequisites - @) 43750 ‘a 
it] Investigate the Area Unlocks - ~ 35 
Quest Giver Balahn Other — 


1h 
15 


Follow the Tracks 
Investigate the Area 
Find Lakhir on the Island 
Talk to Lakhir 


Kill the Snapmaw 


oO OE OCC LY 


08 


i ® Return to Lakhir 


Recover Lakhir’s Bow 


Balahn, the captain at Daytower, needs assistance 
searching the valley for a missing Carja patrol. 


o1/02 {p Q9 You'll find Balahn standing at the top of a 
cliff looking out over the canyon to the west 

[20 1]. If you talk to him, you'll be able to enquire about a 
favor that he'd like your help with. Balahn sent patrols of 
men into Nora territory to the east after rumors of Corrupt- 
ed machines began coming from there. When those reports 
were confirmed, however, he closed the gates to the fort 
and left men trapped outside. 


Walid, one of the patrol members that was sent back to 
report in, tells you that his group was attacked and he had 
to leave them behind; because the situation between the 
Nora and Carja is still so delicate, Balahn would rather not 
send more men to go and look for the missing patrol group, 
so he asks that you go in their stead. The Carja patrol was 
attacked at the Forsaken Village, which is also the site of a 
Corrupted Zone. Clearing the Corrupted Zone first (if you 
haven't already done so) will make your investigation much 
easier. 


Make your way to the cooking area in the center of the 
village, near the Campfire, and you'll see the body of a Carja 
soldier close to a wooden bench. Examine the body and 
you'll find evidence that the rest of the Carja patrol group 
must have retreated, so activate your Focus and highlight 
the tracks leading south towards the river [9D 2]. 
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~ 
ERRAND IN FOREIGN LANDS J 


03/04 J Qg Shortly after crossing the river you'll lose 
the tracks and have to investigate the 

area for clues; activate your Focus and look along the main 
path to find the helmet of a Carja soldier [>O 3]. A quick 
examination of the helmet will reveal that its owner lost it 
while running from something, so use your Focus again to 
highlight a fresh set of tracks that you can follow south to 
the lake. 


05-10 ) VG) sy Use your Focus to investigate the 
; “lakeshore when you reach it, and 
you'll find a pool of blood to examine [+O 4]. It appears 


Enemy Group 
Type Lvl. Page 


<= Snapmaw 20 203 


Recommended Loadout 
Weapon 


Shadow Hunter Bow Fire Arrow 


as if a machine dragged something, or someone, into 
the water, but perhaps they made it onto the island in the 
middle of the lake somehow. Swim across to the island, 
and then activate your Focus again to find a set of tracks 
that you can follow around to the south side. 


A delirious Lakhir babbling from prolonged exposure and 
dehydration can be heard singing as you approach his 
position. Talk to him and he'll tell you that he cannot return 
to the camp without his weapon, which was eaten by the 
Snapmaw that had attacked the unit. Your only course of 
action now is to destroy the beast yourself and retrieve the 
bow, so that Lakhir may return with his honor intact. 


The target Snapmaw usually swims counterclockwise 
around the island — picking the right place to launch your 
attack on it is very important. On the western side of the 
island there are three more Snapmaws, and you want 

to avoid dragging them into the battle. Wait on the ledge 
close to Lakhir, and when the Snapmaw you're after swims 
through the narrow channel to the south of the island, 
commence your attack. 


Because you have an elevated position on this ledge it's 
very easy to get clear shots at the Snapmaw’s Blaze Can- 
isters with Fire Arrows; detonating them one at a time and 
allowing the full burn duration on both is a very effective 
way of killing the machine while remaining relatively safe 
[20 5]. Once the machine is dead, recover Lakhir’s Bow 
and return it to him, so that he can make the journey back 
to the fort. 
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Demand and SUPPLY <-> 


OBJECTIVES OVERVIEW 


fl &} Gather the Machine Parts 


as 
Mb 


2 € Return to theTraders = an 
rerequisites 


Unlocks 


Quest Giver 


Two arguing metal-buyers in Merid- 
ian Village will pay a reward for rare 
machine parts. 


Ol-02 \\) Lorund and Smiling 
~ Ranin, two local 
metal-buyers in Meridian Village, can't 
decide which type of materials they 
want to use for their wares: the 
functional Snapmaw Lens, or the 
more decorative Longleg Lens 
[>D 1]. Unable to settle their dispute, 
they each ask that you acquire the 
Lens type that they want, and you 


Recommended Lvl. 


Demand and Suppl 


Rewards 


+2500 - 
+1 Generous Reward Box / 
+1 Remarkable Reward Box 


Smiling Ranin & 


Borin Other 


Enemy Group 


Type Lvl. Page 
<= Snapmaw 20 203 
= _Longleg 13 156 


can complete this quest by delivering either one of the 
Lenses on their own, or the two together. Each variation 
will result in different dialogue from the metal-buyers. Using 
a single Lens will only get you a Generous Reward Box, 
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whereas handing over both will get you a Remarkable one. 


If you already have the requested Lenses then you'll au- 
tomatically get the option to hand them over. Otherwise, 
recommended locations to hunt the machines will be 
displayed on your map [>© 2]. Since you're already close 
to Meridian, buying the parts from the Machine Resources 
Specialty Merchant is also an option if you have a lot of 
Metal Shards, with the Longleg Lens costing 320, and the 
Snapmaw Lens 330. 


Recommended Lvl. Rewards 
Prerequisites pide uest { 
eae ‘Hunter's Blind’ +6000 e 
Side Quest i 
Unlocks sf a +1 Extraordinary 
Bediiayy Cas Reward Box 
Quest Giver Talanah 


Deadliest Game 


Fas 
a 
! 


Talanah instructed Aloy to improve her standing in the 
Lodge by bringing back Thunderjaw and Stormbird 
trophies. 


D1-04 \\) Upon completion of the Side Quest 
= ‘Hunter's Blind’ you'll acquire this quest 
and have to talk Talanah, who will be already be standing 


Enemy Group 


Type Lvl. Page 
&g&s Thunderjaw 27 219 
83” — Stormbird 27 226 


ERRAND DEMAND AND SUPPLY | DEADLIEST GAME 


©> DPaDLIBST Game 


OBJECTIVES OVERVIEW 
Ol ® Talk toTalanah 


2 ® Gather the Machine Trophies 
03 ® Deliver the Trophies to Ahsis 


04 ® Talk to Ligan 


nearby. Now that you're a full-fledged member of the 
Lodge, you need to improve your reputation within it by 
hunting even deadlier game and returning with their 
trophies. This time you'll be tasked with acquiring trophies 
from aThunderjaw and a Stormbird, and the nearest 
hunting locations for both will be marked on your map. The 
Thunderjaw location is ideal, because there are no other 
especially dangerous machines around, and you'll often find 
Carja Soldiers on patrol that can provide some assistance 
[20 3]. Alternatively, the Sun Furrows Hunting Ground is a 
good option, because you can use the Cannon from one of 
the Ravagers there to easily kill the Thunderjaw. 


For the Stormbird, however, the situation is quite the oppo- 
site. There are numerous dangerous machine sites around 
the Stormbird's location, and a large body of water, which 
will severely hamper your ability to evade attacks. A better 
option is to take on the Stormbird at the site just northwest 
of Daytower, because that area is relatively open and clear 
of other machines. When you return to the Lodge to deliver 
the trophies to Ahsis you'll find that he’s not there, so go 
back down the stairs and talk to Ligan to find out what's 
going on and complete the quest. 
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COLLATERAL <> 


\ AURA ears = ELA RCFE PK 


Recommended Lvl. 


ee Vain(@uestsmalcnya anaes 
4 of the Sun’ 
+5000 yl - 
Unlocks - 
Quest Giver Olin Other - 


Olin begged Aloy not for his life, but for the life of his 
family, held captive by the Eclipse as leverage. 


D-05 (\) At the end of the Main Quest ‘The City of the 
“ Sun’ Olin will ask that regardless of what you do 

to him, you rescue his innocent family from their Eclipse 
captors [>D 1]. The family is currently being held in a 
farmstead near the Spurflints, so travel there to start 
looking for them. When you arrive at the Spurflints you'll 
have the option to talk with Olin (if he’s still alive) behind 
a large rocky outcropping, after which he'll lead you to a 
place close to where his family is being held [> 2]. 


Olin has been staking out the farmstead and managed to 
obtain a lot of valuable information that he'll gladly offer up 
if you talk to him again. He lets you know that there are no 
machines inside, only a large number of heavily-armed Cult- 
ists. Your best options for approach are either a direct as- 
sault, flanking around to the side, or taking a high approach 
along the ridgeline. You also get the choice of whether or 
not to bring Olin with you. 


fl € Go to the Spurflints 


Talk to Olin 
Follow Olin 
» Explore the Spurflints 


Talk to Olin 


Recover the Cellar Key 


© 
© 
© 
© 
06 ® Investigate the Farmstead 
©} 
€ Unlock the Cellar Doors 
© 


Talk to Olin and Enasha 
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ERRAND COLLATERAL 


ENCOUNTER Mae = PRE Ph TT St ATTN TY TSG Dt LL SE ads NARs PTR LL. 


i 06-09 ae The ridgeline offers you the best tactical 
~ approach, with its superior sightlines and 
elevated position. Jump up the nearby rocks and walk 


Enemy Group 


Type Lvl. Page 
(Cultist Thug 6 248 
Q Cultist Sniper 6 248 
UY Cultist Dredger 6 245 
1g) Cultist Punisher 4 248 
© Cultist Heavy 15 251 
Jump up to where the previousv Cultist was located and 
RecommendedLoadout Ss make your way to the tall grass ahead, while remaining 
Weapon crouched so the other Cultists don’t see you. From here 
Shadow Sharpshot Bow Precision Arrow you'll be able to see the rest of the enemies in the area 
: and can plan your next move. One option is to wait until 
Shadow Hunter Bow Fire Arrow 


the patrolling Dredgers are near other enemies, and then 
use Fire Arrows to detonate their Blaze Canisters, killing 
any enemies caught in the blast. 


Alternatively, you can use headshots to pick them all 

off one at a time, starting with those nearest the large 
building, so that you don’t alert the other Cultists. If you're 
going for a headshot kill on the Heavy at Position C, 

it's worth using a Double or Triple Shot to guarantee the 
kill. Take out the Heavy first, and you could also use the 
Deathbringer Gun he drops to quickly dispatch the other 
enemies [90 4]. 


Olin's family is being held in the cellar of the large building, 
and not only was that door being guarded by the Heavy, 
but it is also locked; you'll need to retrieve the key from 
the corpse of the Cultist Punisher that was patrolling near 
the small outhouse north of the main building. Once you 
have the key, unlock the cellar door and speak with his 
family inside to complete the rescue [>O 5]. 


along the ridge until you get to Position A. From there, 
use a Precision Arrow to headshot the Cultist that's 
standing watch on the farmstead wall at Position B. 
Follow the ridge along quietly while facing east and a 
second Cultist will soon come into view; take him out 
with a headshot [9D 3]. 
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HEALER'S OATH <> 


op RP SR hCP2 A h BlnP  CT P od EO 


Recommended Lvl. Rewards 
Prerequisites - ~ ~ 

) +5500 yo- 
Unlocks - 
Quest Giver Abas Other - 


OBJECTIVES OVERVIEW 
fl @& Talk to Ghaliv 


2 © Find the Entrance to the Valley of Omens 
iE ® Kill the Thunderjaw 

04 © Gather aThunderjaw Heart 

05 €& Talk to Ghaliv 

05 €& Talk to Abas 
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“| Aloy offered to find a healer to tend to a young Shadow 


Carja refugee. 


1-06 QO <i> Abas’ sister is desperately ill, and the only 


doctor in the area has no interest in actually 
helping people. Such an injustice cannot be allowed to stand, 


Enemy Group 
Type Lvl. Page 


gk Thunderjaw 27 219 


Recommended Loadout 


Weapon 

Shadow Sharpshot Bow Tearblast Arrow 
Shadow Hunter Bow Hardpoint Arrow 
Shadow Sling Freeze Bomb 
Shadow Rattler Metal Bolt 


so pay the good doctor a visit at the Blazon Arch settlement 
to the south. The only way the healer will help is if you 
acquire a Thunderjaw heart for him, so that he can pay off 
his debts. If you're lucky enough to have a Thunderjaw 
Heart already, you can skip straight to the end of the quest, 
otherwise you'll need to go out and hunt a Thunderjaw for 
its Heart. 


While you can go off and hunt Thunderjaws in any location 
where they appear, Ghaliv knows of a notorious Thunderjaw 
that occupies a valley to the northwest, and since that one 
is guaranteed to drop a Heart, it's the easiest option. There 
are a lot of narrow areas in the valley that the Thunderjaw 
prowls, so you can make the fight much safer by running 
into those areas where it can’t follow [>O 1]. After you've 
killed the Thunderjaw, loot the carcass to acquire the Heart, 
and then go back to the tent city where Ghaliv is now wait- 
ing, and tell him that you have what he wants. Talk to Abas 
one last time to let him know that you've secured the servic- 
es of the healer, and that his sister is going to be alright. 


ol © Investigate the Storehouse 

fe &® Follow the Tracks Recommends? Su 
Prerequisites 

03 & Investigate the Area Unlocks 

04 € Follow the FruitTrail CRESS 

05 ® Investigate the Area 

06 ® Follow the Tracks 

17 & Climb the Rocks 

08 < Kill the Glinthawks 

09 &® Investigate the Area 

10 @& Follow the Blood Trail 

ll & Takk to theThief 


The owner of a food stall in Bright- 
market seeks aid in tracking down a 
persistent thief. 


Someone has been stealing produce from 
Gulahni during the night, and being an 
expert tracker, it's up to you to help find the thief. Begin 
your search by going to the storehouse and using your 
Focus to look for any signs of a recent disturbance. Two 
barrels that are used for storing fruit have been knocked 
over, and if you examine them you'll discover a set of tracks 
leading away. Use your Focus again to highlight the tracks 
and follow them to a pile of fruit that’s been dropped by the 
thief. The tracks stop at the pile of fruit, but thankfully the 
clumsy thief continued to drop fruit as he made his escape, 
leaving a trail of it that you can follow. The fruit can be quite 
difficult to see among the dense foliage, so it’s worth 
periodically using your Focus to find it, just to ensure that 
you keep heading in the right direction. 


m-1 @ Wy 


ERRAND HEALER'S OATH | SUN'S JUDGEMENT 


© SUI JUDGEMENT 


Rewards 


= +2500 


Gulahni Other - 


05-ll °% 9 The fruit trail leads you southwest 
to a copse of trees, where you'll find 
a large pile of stolen fruit; examine the fruit to discover 


Enemy Group 
Type Lvl. Page 


&  Glinthawk 18 188 


Recommended Loadout 


Weapon 


Shadow Sharpshot Bow Tearblast Arrow 


Shadow Hunter Bow Hardpoint Arrow 


Shadow Ropecaster Tie Rope Heavy 


footprints that you can follow up to the top of a hill, and 
from there you'll spot the thief hiding from three Glint- 
hawks. The Glinthawks will turn and attack you straight 
away, and since there's not a lot of room to move around 
on the top of this hill, use the nearby Slip-Line to get down 
to more open ground [9D 2]. 


The thief will run off during the fight, so once you've killed 
the Glinthawks, activate your Focus and use it to find the 
blood trail he left behind when he ran. The blood trail leads 
you southwest to a narrow pass that the thief has been 
living in, so once you find him, talk to him to confront him 
about his actions and put him on a more honest path. 
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A CURIOUS PROPOSAL <-> 


OBJECTIVES OVERVIEW 
}¥& 
<> Go to Dusk Mesa 
mecommended Ev) Search Dusk Mesa for the Relic 
Prerequisites - 
+2500 | = ‘ 
Unlocks = <> Recover the Relic 
Quest Giver Fernund Other +1 Generous Reward Box ® SOivainGAmbCanh 
& Find Fernund at Meridian Village 
& Talk to Fernund 


Fernund, a shady opportunist, told Aloy of an ancient 
relic cached at Dusk Mesa. 


D1-06 at. Fernund claims to have discovered a relic 
el of the Old Ones and, unable to reach it 
himself, he asks that you retrieve it and split the profit from 


Enemy Grou 
Type Lvl. Page 


4 — Outlander Bow Warrior 14 248 


Weapon 
Shadow Sharpshot Bow Precision Arrow 
Shadow Sling Fire Bomb 


the sale with him. He claims the relic can be found on a rise 
at the south side of Dusk Mesa, so when you reach that 
area, activate your Focus and scan the cliff to reveal the 
location of an Oseram chest. There are a lot of handholds 
around the area that you can use, but the fastest way up 
there is to start in the corner to the west of the chest. 


Examine the chest once you reach the ledge it’s on. After 
discovering that it’s empty, Fernund will turn up with a 
group of mercenaries and demand that you hand over your 
spear. Fernund leaves, and you then have the option to 
either kill the remaining ambushers or flee. If you choose 
to fight, the first group of three mercenaries will usually be 
right below you at the base of the cliff, so either use Preci- 
sion Arrows to headshot them or throw Fire Bombs down 
to kill them quickly [>O 1]. 


A second group of three will then come running in from the 
south; handle them in the same manner, and then you'll 
need to track Fernund down in Meridian Village. When you 
first spot him between a group of buildings, he'll go running 
around the back of one of them and up some stairs so 
you'll have to give chase. Talk to him once you've caught up, 
and make sure he and everyone else knows that attempting 
such ambushes is not good for their health. 
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ERRAND A CURIOUS PROPOSAL | HAMMER AND STEEL 


ae 
“» HAMMER di STEEL 


Recommended LVL 20 Two hunters from the Free Heap have gone astray 

Main Quest ‘The City Rewards tracking a Behemoth convoy. Aloy is asked to find the 
Prerequisites of the Sun’ and Side om hunters and their prey. 

Quest ‘Heap of Trouble’ 
Unlocks = cnc 1-03 (i) The Settlement of Free Heap once again needs 
Quest Giver Kaeluf your aid, and if you talk to a man named Kaeluf, 


he'll inform you that a pair of hunters went out to attack a 
herd of Behemoths for some much-needed materials. 


Nobody has seen them in some time, however, so it's up to 
OL <> Talk to Petra you to find out what happened to them. Before going after 
02 & Eindithe eiuntare the hunters you can go and talk to Petra to let her know 

. what's going — she'll have some choice words to say about 
1 € Talk to the Hunters Kaeluf. 
04 © Search for the Convoy’s Tracks 

zx The hunters were meant to watch for the herd near a large 
WS) S22 Tralee Neotel eaters stone arch, so begin your search there. It seems that they 
06 © Gather Behemoth Cables managed to reach their lookout point without incident, but 
m7] eS SS TS TR Jorgriz is nowhere near the tracker that Kaeluf is, so they 

lost track of the herd, leaving it up to you to find it. You'll 

itl & Deliver the Behemoth Cables to Petra have the option to either bring them with you or go on your 


own, and it’s recommended that you opt to work together, 
if only for the additional dialogue you'll get to hear. 
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Enemy Group 


Type Lvl. Page 
> Shell-Walker 18 71 
{&8 Behemoth 25 214 


Recommended Loadout 


Weapon 

Shadow War Bow Freeze Arrow / Corruption Arrow 
Shadow War Bow Hunter Arrow 

Shadow Rattler Metal Bolt 

Shadow Sling Freeze bomb 


04-08 fe) QO gb The hunters last caught sight of the 
- ~ machine convoy to the north of the 

arch, so head to that location and use your Focus to find the 
tracks they left behind. The tracks lead you down a hill to 
the river bank, and the convoy can be found patrolling back 
and forth along the shore to the east [>D 1]. To get the 
cables you require you'll have to kill all three of the Behe- 
moths in the convoy, because you can only loot three 
cables from each carcass, and you need nine in total. 


Instead of fighting the convoy along the riverbank, where 
there's precious little cover, retreat back up the hill once 
you've located them and go along the ridgeline above 

the river until you get a clear view of the convoy [30 2]. 
Fighting them from up on the ridge is much safer and gives 
you a lot more control over the battle. The elevated position 
will make hitting Shell-Walkers easier when they have their 
shields up. One option would be to go to the nearby Ravag- 
er site to get a Ravager Cannon and use that on the convoy; 
with careful aiming one cannon alone is capable of wiping 
out most of the convoy [>O 3]. 


Another approach would be to take advantage of the fact 
that the machines are quite close together by using Freeze 
Arrows to detonate the Freeze Canisters on the backs of 
the Behemoths. Once the machines are frozen you can rain 
down Hardpoint Arrows on the Behemoths'’ Force Loaders, 
or the Shell-Walkers’ Claws. [90 4]. Using Corruption 
Arrows to turn the machines against each other can also 
be quite effective, but if you want to attempt that, it’s best 
to target the Shell-Walkers first, because they have much 
lower resistance. 


Once everything has been killed, loot the Behemoth carcass- 
es for the cables you're after, and then talk to the two hunt- 
ers; you have the choice to either hand the cables straight 
over to them, or take them back yourself. Handing them over 
to the hunters will end the quest straight away, but if you 
take them back you'll get to talk to Petra one more time. 
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Al 


B andit Camps are the fortified strongholds of lawless 
renegades with no Tribe to call their own. The Bandits 
occupying these positions are hostile not only to Aloy, but 
to all other factions as well, and can occasionally be seen 
skirmishing with machines, Sun Carja soldiers or even 
Eclipse Cultists when not defending their encampments. 
While toppling these wretched hives of scum and villainy is 
no small feat, ousting their inhabitants creates new homes 
for displaced citizens and improves Aloy's reputation among 
the neighboring Tribes. Clearing a Bandit Camp permanently 
converts the location into an autonomous Settlement, com- 
plete with a Merchant and a Campfire for your convenience. 


though not strictly required, certain Skills and equipment 


can be extremely helpful for clearing Bandit Camps. The 


ACTIVITY BANDIT CAMP-DEVIL'S THIRST 


areas. Likewise, Shock Bombs from the Carja and Shadow 
Slings can incapacitate large groups of bandits and set 
them up for Critical Hits, while Corruption Arrows are useful 
for creating diversions by turning your enemies against one 
another. The Nora Silent Hunter Outfit is a must-have item 
if you plan on taking a stealthy approach, particularly when 
augmented with Stealth Modification Weaves. 


You do not always have to clear out the camps on your own, 
however, because the mysterious Nil can be recruited as a 
temporary ally for some of them. You'll first encounter him 
along the road north of the Nora Hunting Ground, though 


enlisting his aid isn’t required for clearing a 
and you may simply proceed without spea 
wish. For more information on this Quest, 


ny of these areas 
ing to him if you 
please see P376. 


‘Low Profile’ Skill is particularly essential because it greatly 
mitigates the bandits’ ability to detect you, while ‘Silent 
Strike’ enables you to perform easy kills while concealed; 
‘Concentration +; ‘Fast Reload; ‘Double/Triple Shot, ‘Leader 
Strike’ and ‘Strong Strike’ are also very valuable for these 


Additionally, each Bandit Camp houses two prisoners from 
a neighboring Tribe who will become temporary allies when 
freed; like Nil, these NPCs will stealthily follow Aloy through 
the camp while she remains undetected and will fight at 
her side if her actions lead to open combat. 


BANDIT CamP-DEVIL'S THIRST 


Recommended Lvl. 
Rewards 
+5000 
Enemy Group 
{) Bandit Thug (Lvl. 3) {) Bandit Fighter (Lvl. 3) 
2) Bandit Sniper (Lvl. 3) 


Recommended Loadout 


Weapon Ammo Type 
Sharpshot Bow Precision Arrow 
Carja Sling Shock Bomb 
Carja Tripcaster Blast Wire 
Carja Hunter Bow Hunter Arrow 


peak to Nil for a helpful overview of the camp's layout, 

then shoot the alarm with an arrow from his location. 
When ready, hide in the tall grass before the bridge and 
use the Focus to Tag as many of the bandits inside the 
camp as possible. Moving between the two patches of 
grass if necessary, headshot the Bandit Sniper in the guard 
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tower to your right followed by the Bandit Thug patrolling 
the opposite riverbank. Do not cross the bridge; instead, 
follow the riverbank west and ford the river at Position A 
to minimize your chances of being detected. Follow the ex- 
terior wall on your right until you reach a Brave Trail leading 
up to the second floor. From here you'll be able to Tag the 
remaining bandits with your Focus; after doing so, climb 
partway up the trail and hang from the topmost handhold 
while you wait for an opportunity to eliminate the Bandit 
Thug patrolling the room beyond. 


If you have the ‘Strike from Below’ Skill, use it to kill the 
bandit when he approaches the ledge; otherwise, sneak up 
behind him after he turns away and finish him with a Silent 
Strike. With its only guard gone, the treasure room is safe 
for the moment; use the opportunity to loot the Supply 
Crates, then sneak across the room to the left doorway at 
Position B and headshot the Bandit Thug patrolling the bat- 
tlement. Peek around the wall to see if the Bandit Fighter 
on the other side is looking your way — when his back is 
turned, finish him with a headshot or Silent Strike. At this 
point the entire second floor is clear of enemies, allowing 
you to snipe the bandits below from a position of relative 
safety. 


Proceed to the battlement where you killed the Bandit 
Thug, look through the north window to locate Bandit Camp 
Alarm and destroy it by shooting the green fuel sac with 

an arrow if you haven't already done so [> 1]. With the 
alarm out of commission, the bandits will no longer be able 
to summon reinforcements if they detect you. Move to 
the east window and headshot the Bandit Thug patrolling 
directly below, then peek around the wall to your left and 
headshot the one sitting at the Campfire to the north 
[>0 2]. Next, headshot the Bandit Thug standing just past 
the Campfire on a platform to the left of the prisoners, and 
finally the Bandit Sniper on the guard tower further north. 


Climb quietly down to the ground using the Brave Trail in 
front of you and look through the gateway to the east. In 
order to headshot the Bandit Thug crouching in the corner 
you'll need to line up a careful shot over his shoulder when 
he lifts his head; once he's down, immediately peek around 
the wall and headshot the two Bandit Fighters standing to 
the right. At this point you may release the two prisoners 
without risk of being detected, so take advantage of the ad- 
ditional backup by freeing them [+O 3]. If you still have an 
Overridden mount awaiting commands, you may call it into 
the camp at this point to serve as further reinforcements — 
your mount will attack any hostile units that get too close 
and is much tougher than standard human enemies. Don’t 
forget to knock over the Grazer dummy next to the Bandit 
Fighters before you leave. 
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Exit through the gate to the southeast and immediately loop 
back around the exterior wall to the left. keeping to the tall 
grass for cover. When you reach the small patch of grass 
where the road branches at Position C, headshot the Bandit 
Thug guarding the gate to the west, then the one patrolling 
the road that leads past the gate. Proceed quietly through 
the gate and skirt the interior wall to the left until you can 
line up a clear headshot on the Bandit Thug crouched op- 
posite, and finally headshot the last remaining Bandit Thug 
guarding the gate to the right. With the camp clear, you 

may now use the Campfire and make purchases from the 
newly-arrived Merchant. Additionally, you may speak with a 
nearby NPC named Jom for some extra dialogue. 


F act BANDIT ile | 


AanDIT CamP-TWO-TEETH 


SD CSP Meh LEE: I TY 


E> + u 
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eee along the road to the east and head up the small 
side path on your left to the first patch of tall grass at 
Position A. Headshot the Bandit Thug patrolling the camp 
entrance below and advance to the last patch of grass at 
the end of the ledge. From here, Tag all enemies in range 
with the Focus and headshot the Bandit Sniper on the 
guard tower directly to the east at Position B, then the 
Bandit Thug standing by the torch at the intersection to 

the southeast. The Bandit Heavy will come running over to 
investigate the body; draw him toward you by using Lure 
Call or throwing rocks and when you can line up a clear 
headshot on him, take it. If your first headshot removes at 
least 50% of his health, immediately follow up with another 
to finish him; otherwise use repeated strong melee attacks 
to silence him. 


You may pick up the Firespitter carried the Bandit Heavy 
and use it against the remaining enemies, but bear in mind 
that it cannot be carried while crouched, so you must tem- 
porarily discard it in order to make use of tall grass. When 
ready, sneak east into the camp and perform a headshot or 
a Silent Strike on the Bandit Thug crouched just before the 
guard tower at Position B. Climb the tower, but keep to the 
northern edge of the platform to avoid being seen by the 
two bandits in the gutted building to the south. Headshot 
the Bandit Thug seated on a bench near the northern rock 
face, then the Bandit Fighter standing next to a table in 
the near corner. Next, destroy the alarm to the east; finally, 
headshot the Bandit Thug seated at the Campfire directly 
below the south side of the tower [00 4]. 


=f 


Caos 


ad Recommended LvI. 9 


Rewards 


Enemy Group 
i) Bandit Thug (Lvl. 3) O Bandit Fighter (Lvl. 3) 


EB Bandtt Sniper ©) Bandit Heavy (Lvl. 8) 


(Lvl. 3) 

Recommended Loadout 

Weapon Ammo Type 

Sharpshot Bow Precision Arrow 

Carja Sling Shock Bomb : 
“Carja Tripcaster Blast Wire 

Carja Hunter Bow Hunter Arrow 

Firespitter Rocket Arrow 


Descend the tower and free the two prisoners, then knock 
over the Grazer dummy next to the destroyed alarm. From 
this location, tag all remaining enemies with the Focus and 
sneak carefully up to the gate facing south, using the terrain 
for cover. Headshot the Bandit Thug standing across from 
you in the gutted building to the south, then circle the build- 
ing counterclockwise and walk down the steps to Position 
C. Scan the datapoint in the nearby rubble, sneak up the 
collapsed foundation to the east and eliminate the Bandit 
Thug crouched in the treasure room with a Silent Strike. 
Move forward into the next room, aim through the east 
window for cover and headshot the Bandit Fighter patrolling 
the road. Finally, sneak along the road to the east using the 
patches of tall grass for cover and headshot the Bandit Thug 
patrolling the far section of the road. 


CHAPTER 04 QUEST GUIDE 445 


AaNDIT CaMP-GaTELANDS 
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j *) 

| Recommended Lvl. 1 a 
Rewards 


Enemy Group 


Bandit Fighter P P 
(Lv. 3) 2 Bandit Warrior (Lvl. 6) KS 


Bandit Sniper 


rie) © Bandit Heavy (Lv. 8) ey 


Recommended Loadout 
Weapon 

Carja Sling 

Carja Sharpshot Bow 
Shadow Hunter Bow 


AmmotType 
Shock Bomb 
Precision Arrow 
Hardpoint Arrow 


Shadow War Bow Corruption Arrow 
Disc Launcher Explosive Disc 
Firespitter Rocket Arrow 


egin by hiding in the tall grass behind the boulder at 

Position A and scanning all enemies in range with the 
Focus. If you brought a Disc Launcher from one of the 
nearby Thunderjaw Sites, place it in the grass while you 
clear the first section of the camp and carry it into each 
newly-cleared section afterward so that you have easy 
access to it in times of need. Beware that the Disc Launch- 
er generates a loud report and will alert every enemy in 
earshot when fired, so try to save it for the worst-case 
scenario of an all-out firefight. Meanwhile, headshot the 
Bandit Warrior patrolling the road when he stops outside 
the camp entrance and advance south to the right side of 
the gate. Headshot the Bandit Sniper in the opposite guard 
tower, then headshot the Bandit Warrior crouched directly 
ahead [9D 1]. 


Proceed south and take cover behind the rock face below 
the stone steps, then headshot the Bandit Sniper on the 
next tower further south at Position B. Immediately move 
into the tall grass at the base of the tower and Tag every 
remaining enemy with your Focus. If the Bandit Fighter 
patrolling past the other side of the tower spots one of the 
bodies, wait for him to walk past your hiding spot and take 
him out with a Silent Strike. Climb the tower, turn right and 
headshot the Bandit Sniper standing on a platform to the 
south, then duck into the corner behind the rock wall to the 
right of the ladder to avoid being seen. Face southeast, ac- 
tivate the Focus and watch for the Bandit Fighter patrolling 
between the two buildings across from you. When he stops 
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at the nearer end of his route, headshot him and drop back 
into the grass. 


The Bandit Fighter's corpse will draw the attention of a Ban- 
dit Warrior patrolling between your location and the camp's 
west exit. Sneak around the base of the tower and hide in 
the grass on the south side, then wait for the Warrior to 
approach the body and headshot him when he stands still. 
If you haven't already killed the first Bandit Fighter patrolling 
below the tower, do so when he runs over to the other two 
corpses. Follow the wall on your right to the west gate, 
using the patches of tall grass along the way for cover. 
Headshot the Bandit Fighter guarding that gate and return 
to the larger patch of grass on the south side of the guard 
tower at Position B. Use Lure Call or an arrow to draw the 


ACTIVITY BANDIT CAMP-GATELANDS | BANDIT CAMP-BLACKWING SNAG 


Bandit Heavy out of the storehouse to the south, wait for 
him to stop searching for you and then hit him in the head 
with a Precision Arrow (or Double/Triple Shot if possible). 


If the attack cuts the Bandit Heavy’s health by at least 50%, 


immediately finish him with another; otherwise follow up 
with repeated strong attacks until he stays down. Take cov- 
er behind the near corner of the storehouse where three 
pulleys attach to the structure and headshot the Bandit 
Fighter patrolling the opposite end of the building when 

he walks into view. Enter the storehouse (leave the Supply 
Crates alone for now) and proceed out the other end. Turn 
right and headshot the Bandit Sniper on the battlement 

to the west, then circle around the stone wall on your left 
and headshot the Bandit Fighter sitting by the Campfire at 


Position C. Finally, approach the alarm and destroy it by 
pressing ® when prompted. 


Follow the path through the gate to the east, hide in the 
grass along the right wall and headshot or Silent Strike the 
Bandit Warrior guarding the exit. Return to the patches of 


grass on the south side of 


he guard tower at Position B 


and sneak directly east. Pass the empty building on your 


left and stop at Position D 
stone wall, then headshot 


behind the left section of the 
he Bandit Sniper on the battle- 


ment across from you. Pass through the gap in the stone 
wall, immediately turn right and hide in the large patch of 
grass. Make your way through the grass to the spot where 
the final Bandit Warrior is crouched, then headshot him or 
sneak up and finish him with a Silent Strike. 


BANDIT CamP-BLacKWING afdb 


Recommended LvI. 
Rewards 


+10000 


Enemy Group 


©) Bandit Warrior ©) Bandit Slugger 
yg (Lvl. 6) U (Lvl. 6) 

Bandit Marksman " 

(Lvl.6) @) Bandit Brute (Lui. 10) 
Recommended Loadout 
Weapon Ammo Type 
phadow/shaips ou Precision Arrow 
Bow 


Shadow Hunter Bow 
Shadow War Bow 
Shadow Sling 


Hardpoint Arrow 
Corruption Arrow 
Shock Bomb 


se at the south side of the camp, in the large patch of 
grass on the left side of the road at Position A [>D 2]. 
Headshot the Bandit Marksman on the wall, then the Bandit 
Warrior standing guard at the gate. Wait in the grass as 

far from the camp as possible while the Bandit Brute just 
inside the gate makes his way out to inspect the corpse. 
When he passes through the gate, use Lure Call to draw 
him into the grass. If you have the ‘Concentration’ Skill, 

use it so that you can bring him down with two headshots 
before he can call for help; if not, start with a strong melee 
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attack instead, then perform a Critical Hit while he’s down 
and continue using strong attacks to keep him there. Shoot 
the alarm through the gate to destroy it, then cross the 
road, hide in the other patch of grass and Tag all remaining 


visible enemies with the Focus [© 1]. 


Aim through the gate and snipe the Bandit Slugger 
crouched by the alarm as soon as you get a clear headshot. 
Another Bandit Slugger will come from above to investi- 
gate; draw him toward you and into the grass with Lure 
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Call, then finish him with a Silent Strike. Activate the Focus 
and check that none of the bandits on the other side of the 
wall are walking toward you, then quickly sneak through 
the gate, turn right and hide in the large patch of tall grass 
at the foot of the tree. Sneak counterclockwise around 

the tree to the third patch of grass next to the bridge at 
Position B, then aim across the river and headshot the two 
Bandit Sluggers seated at the campfire. If the third Bandit 
Slugger behind them investigates, remain in the grass and 
snipe him when he gets close; if not, draw him to you with 
Lure Call and headshot him. 


Look to the northeast for a Bandit Marksman perched atop 
the forward fuselage of the crashed aircraft. Draw him to 
you with Lure Call and headshot him when he stops to 
investigate (don't use Silent Strike from this patch of grass — 
it's too narrow to keep you hidden during the animation and 
may enable the remaining bandits to spot you). A Bandit 
Warrior patrols the aircraft's wing to the north - draw him to 
you with Lure Call and headshot him when he stops. Next, 
face directly north and use Lure Call to draw the Bandit 
Brute on the overlook toward your spot in the grass. When 
he stands still, either use Concentration followed by two 
headshots with Precision Arrows or knock him down with a 
strong attack, follow up with a critical hit and resume using 
strong attacks until he stays down. 


Sneak north past the destroyed alarm to the tree at Posi- 
tion C. Look to the east to make sure no other enemies 
are approaching, then climb the Brave Trail to the platform, 
keeping the tree between yourself and the Bandit Warrior 
on the ground directly to the north. Headshot this bandit, 
immediately drop back to the ground and hide in the patch 
of grass at the tip of the aircraft's wing [> 2]. When the 
Bandit Slugger patrolling to the north investigates the Warri- 
or's body, headshot him and return to Position B. Cross the 
bridge to the east and either headshot the Bandit Warrior 
crouched in the corner or sneak up on him and perform a Si- 
lent Strike, then continue east and do the same to another 
Bandit Warrior crouched by the prisoner huts. 


Free the prisoners and head west with the crashed aircraft 
on your left. Climb the ladder, face due north and headshot 
the Bandit Marksman in the guard tower across the river 

[2D 3]. Head west along the fuselage toward the tail and 
loot the Supply Crates at the end, then cross the bridge to 
the north. When you reach the end, turn right and follow 
the walkway counterclockwise to the camp’s northern 
entrance. At the road, turn left and headshot the final Bandit 
Warrior standing inside the gate. 


ACTIVITY BANDIT CAMP-SHATTERED KILN 


AanDIT CaMP-SHATTERED KILN 
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egin in the patch of tall grass before the bridge at 

Position A. Headshot the two Bandit Marksmen on the 
towers to the southeast, cross the bridge and hide in the 
corner on the left side of the gateway. Aim through the gate 
and headshot the Bandit Marksman on the tower directly 
to the South, then quickly take cover in the patch of grass 
directly ahead. A Bandit Warrior will patrol toward your loca- 
tion from the southeast; draw him into the grass with Lure 
Call and finish him with a headshot or a Silent Strike. While 
still hidden in the grass, face due east and headshot the 
Bandit Warrior and Bandit Slugger at the Campfire. Proceed 
east past their location, climb the rubble to the right of the 
gateway and headshot the Bandit Warrior crouched on the 
other side of the wall at Position B to the northeast. 


At this point you may safely destroy the alarm, free the 
prisoners and Tag the remaining bandits in range with the 
Focus. When ready, return to Position B and climb the 
rubble to the southeast. Before you reach the top, use the 
Focus to scan for the Bandit Warrior patrolling the recessed 
north-south pathway ahead. Wait until he stops at the south 
end of his route with his back to you, then headshot him 

or sneak up and perform a Silent Strike. Follow the path a 
short distance south to the intersection at Position C, then 
headshot another Bandit Warrior standing on a platform 

to the southeast. Face east, equip Precision Arrows and 
use Concentration, Double/Triple Shot or a Leader Strike 


Recommended Lvl. 


Rewards 
21) 415000 

Enemy Group 

OQ Bandit Slugger Og Bandit Warrior 
(Lvl. 6) (Lvl. 6) 

9 Bandit Marksman © Bandit Heavy 
(Lvl. 8) (Lvl. 3) 

co} Bandit Brute “ey. Elite Bandit Fighter 
(Lvl. 10) Y (Lvl. 10) 

<Q Elite Bandit Archer (Lvl. 10) 

Recommended Loadout 

Weapon Ammo Type 


Shadow Sharpshot Bow Precision Arrow 
Shadow Hunter Bow 
Shadow War Bow 
Shadow Sling 


Hardpoint Arrow 
Corruption Arrow 
Shock Bomb 


Firespitter Rocket Arrow 


followed by strong melee attacks to eliminate the Bandit 
Heavy crouched in the treasure room. 


Return to the intersection and this time face south. Keep 
an eye on the Bandit Slugger crouched by a pile of debris — 
when a second Slugger patrols by, headshot the patrolling 
bandit followed immediately by the crouched one, then pick 
up the Firespitter dropped by the Bandit Heavy and hide be- 
hind the large moss-covered root just to the north until the 
Bandit Brute patrolling to the southeast spots the corpses. 
When he runs over to investigate, carefully move forward 
and pick him off with the Firespitter (the ‘Concentration’ 
Skill is extremely helpful here). You'll only need between six 
and nine rounds to do the job even on Very Hard, so try to 
save the rest for the next few enemies. 


Sneak south through the intersection and take the first left, 
then eliminate the Elite Bandit Fighter using the Firespit- 
ter. From the corner where the Elite Fighter was standing, 
headshot the Bandit Marksman on the guard tower to the 
southeast with a normal arrow and do the same to another 
Bandit Marksman on the wall directly to the east. Carry the 
Firespitter back through Position C, make your way to the 
roof and put about six rounds into the Elite Bandit Archer 
in the south corner. Finally, move to the east corner, aim 
through the largest gap and mow down the last Elite Bandit 
Archer on the eastern guard tower. 
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Recommended Lvl. 
Rewards 


=) 415000 


Enemy Group 


{) Bandit Fighter (Lvl. 3) 
ig) Bandit Warrior (Lvl. 6) 
© Bandit Heavy (Lvl. 8) 
@ Elite Bandit Fighter (Lvl. 10) 
<@> Elite Bandit Archer (Lvl. 10) 


Recommended Loadout 
Weapon 

Shadow Sharpshot Bow 
Shadow Hunter Bow 
Shadow War Bow 

Shadow Sling 

Firespitter 


Bandit Slugger (Lvl. 6) 
Bandit Sniper (Lvl. 3) 


Bandit Brute (Lvl. 10) 


GO OO 


Elite Bandit Sniper (Lvl. 10) 


AmmotType 
Precision Arrow 
Hardpoint Arrow 
Corruption Arrow 
Shock Bomb 
Rocket Arrow 


he ‘Double Shot; ‘Triple Shot; ‘Strong Strike +; ‘Leader 

Strike’ and ‘Critical Hit +’ Skills are recommended for this 
area as individual headshots may no longer be sufficient to 
kill the Heavy and Elite bandit units you'll face. Begin in the 
tall grass at Position A and use a double or triple headshot 
to eliminate the Elite Bandit Sniper just to the right of the 
gateway. Look slightly to the left and headshot the Bandit 
Warrior just inside the gate, then wait for the nearby Bandit 
Heavy to investigate and draw him toward you into the grass 
with Lure Call. Finish him with either a Leader Strike or a 
multiple headshot, then pick up the Firespitter he held and 
carry it to the small patches of grass next to a tree stump to 
the northeast. 


Use either a multiple headshot or the Firespitter to fell the 
Elite Bandit Sniper in the tower up the hill. Bring the Firespit- 
ter with you to an entrance at Position B to the northwest. 
Climb the first flight of stairs, place the Firespitter on the 
ground at the landing, crouch and aim out the window to 
headshot the Bandit Slugger to the west. A Bandit Fighter 
and an Elite Bandit Fighter patrolling the path below will 
eventually find the body; pick off the former with a headshot 
and the latter with four to six rounds from the Firespitter. 


Climb the second flight of steps to the courtyard, peek over 
the stairwell wall and kill the Elite Bandit Archer sitting to 

the left of the Campfire with either a multiple headshot or at 
least four rounds from the Firespitter, then headshot the Ban- 
dit Slugger on the right. Leave the Firespitter, proceed across 
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the courtyard to the southwest and hide in the patch of grass 
at Position C. Headshot the Bandit Warrior crouched just 
inside and wait for the patrolling Bandit Brute to investigate, 
then finish him with a multiple headshot. 


Tag all remaining bandits, then peek around the corner and 
use Lure Call to draw the Bandit Warrior, the Elite Bandit 
Sniper and the Elite Bandit Archer to your location one by 
one, eliminating each bandit with headshots and Silent 
Strikes. (You may need to use Lure Call on the same enemy 
multiple times or shift your position slightly to establish line 
of sight.) Retrieve the Firespitter, enter the building, loot 

he Supply Crates and head left onto the balcony. Drop the 
Firespitter, peek over the steps and destroy the alarm in the 
opposite courtyard. Grab the Firespitter and enter the build- 
ing again, then turn left and head towards the Bandit Slugger. 


Hug the right side of the hall until you reach the small patch 
of tall grass at Position D, then line up a headshot on the 
Bandit Slugger. Save any remaining Firespitter ammo for the 
wo enemies above you to the south: first the Elite Bandit 
Archer, then the Elite Bandit Sniper in the tower further 
away. Climb the rubble to the north to get a clear headshot 
at the Bandit Sniper standing in the tower to the west, then 
urn northeast and headshot the Bandit Fighter guarding the 
prisoners. The only remaining enemies are a Bandit Warrior 
and an Elite Bandit Fighter in the courtyard below you to the 
northwest; you may either snipe them from your current 
perch or return to the ground floor, Lure Call them separately 
into the tall grass and finish them headshots. 


T allnecks are a special type of surveying machine re- 
sembling enormous giraffes and can be found patrolling 
fixed locations on the Map. They are invincible, non-hostile 
and oblivious to the presence of any other units including 
Aloy; your objective upon finding one is not to destroy it 
but rather to leap onto its back, scale its neck and Override 
the data node on its head [> 1]. Overriding Tallnecks will 
remove the fog covering the surrounding areas of the Map 
and instantly reveal any Machine Sites within those zones; 
while it is also possible to accomplish this manually by 
exploring on foot, clearing each Tallneck provides additional 
Experience and invaluable Skill Points. 


_Recommended Lvl. 1 7 


Rewards 


+7500 


Reveal Map +1 


Entire Eastern third of the 
map except the Forsaken 
Village 


Area Revealed 
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he Tallneck at this location patrols the perimeter of two 

ruined buildings along a roughly oval path [>O 2]. Two 
Watchers guard the northwest building with a third in the 
southeast; though not much of a threat, they can be a 
persistent nuisance if you're spotted while making a run for 
the Tallneck, so it’s a good idea to get rid of them before 
moving in. If you arrive at a jump point after the Tallneck has 
already passed, use the slip-lines to quickly overtake the 
giant machine and jump on from the next spot. Scaling the 
Tallneck is identical to traversing a Brave Trail - simply jump 
toward it when it is directly in front of Aloy and she will au- 
tomatically grab the lowest Climb Hold. Ascend to the ma- 
chine’s head and perform an Override when prompted, then 
use the ‘Rappel’ prompt to descend back to the ground. 


ACTIVITY TALLNECK: DEVIL'S THIRST | TALLNECK: COPPER DEEPS 


TALLAECK: COPPER DEBPS 


Recommended Lvl. 1 3 


Rewards 


+7500 @ 1 
Reveal Map +1 
Area Revealed Roughly circular area 


centered on the Tallneck, 
spanning from Daytower 
to Cut-Cliffs 


his Tallneck patrols a roughly oval route around the 

perimeter of two islands in a small lake. The area adjoins 
a Snapmaw Site and is also populated with Glinthawks and 
Redeye Watchers, though the Snapmaws on the islands 
present the greatest danger. While there are patches of tall 
grass on both islands which enable you to avoid combat 
altogether, you may also opt to use the grass along the 
lakeshore as cover while you pick off the Watchers and 
Snapmaws in your path one at a time. To avoid unnecessary 
engagements with the local machines, use the jump-point 
image to plan your path to the desired jump point before 
moving in and attack only the enemies you can't circumvent 
on your chosen route. [>0) 3] 


The northern island has three jump points and is marginally 
safer than the southern island owing to the additional cover 
and potential combat space it offers. By Stealth Swimming 
to the island and throwing Rocks to distract any Snapmaws 
that wander too close, you can work your way to the Tall- 
neck without being seen. The climb here is much the same 
as at Devil's Thirst with the exception that this Tallneck is 
missing one of the lateral antennae that served as Climb 
Holds on the previous individual, so your path to the top will 
use a smaller handhold directly on the neck instead [90 4]. 
When you've Overridden the Tallneck, check to make sure 
there are no Snapmaws at its feet before you rappel back 
down. 
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Recommended Lvl. 


Rewards 
2) +7500 Q) 1 
Reveal Map +1 
Area Revealed Northern section of the 


map past Daytower 
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he Sun-Steps Tallneck circles a large basin overrun by a 

group of Eclipse Thugs, Snipers, Priests, Dredgers and a 
Heavy scattered throughout the area, as well as a Corruptor 
near the center. All four jump points in this area are located 
atop the scaffolding and are only accessible after fighting 
your way past the Cultists, but the northernmost point can 
be reached by jumping onto a power coupling covered by 
the surrounding scaffold and climbing from there to the 
upper level [> 1/2]. If you enter the basin from the north 
end and circle the perimeter counterclockwise, this will be 
the first scaffold you reach and using it as your jump point 
will enable you to avoid most of the enemies in this area, 
including the Corruptor. 


If you do choose to fight, there are a few patches of tall 
grass on the basin floor where you can hide while you 
headshot the Cultists one by one, but beware that the large 
patch near the Corruptor is directly in the Tallneck’s path 

and you'll be crushed if you hide there for too long. If you 
take the high road you'll have the scaffolds for cover and a 
slightly better bead on most of the Cultists, but you'll have 
to make your shots count or you risk being seen. When 
you've cleared a path to your preffered jump point, hop onto 
the Tallneck’s back and climb away. You'll need to switch 
back and forth between the larger antenna arrays and the 
smaller handholds on the machine's neck, moving to the op- 
posite side about halfway up. Before you rappel back down, 
make sure the Tallneck isn't close enough to any remaining 
Cultists for you to be detected. 


ACTIVITY TALLNECK: SUN-STEPS | TALLNECK: SPEARSHAFTS 


TALLAECK: SPEdRSHdF TS 


Recommended Lvl. 


Rewards 
~ 
+7500 (Gp) +1 
Reveal Map +1 
Area Revealed Southern section of the 


map past Daytower 


his Tallneck follows a roughly circular route around a pair 

of small buttes. There are only four jump points in this 
area, each guarded by a Longleg and patrolled in-between 
by Watchers, and the narrow pathways you'll have to trav- 
erse will force you to either fight or sneak carefully around 
these enemies in order to access the Tallneck. Numerous 
boulders and rock formations make up for the lack of tall 
grass in the vicinity, providing enough cover for you to am- 
bush the Longlegs in order to reach one of the jump points; 
moreover, directly above the southwestern point is a hidden 
ledge accessible only by jumping from atop the Tallneck’s 
head [30 3]. 


The Spearshafts Tallneck is missing several of its cervical 
antennae, meaning you'll need to jump onto the lowest 
array and then scale a number of smaller handholds on the 
opposite side of its neck in order to reach its head [>O 4]. 
Before you rappel back down, wait for the Tallneck to pass 
the southwestern jump point and check out the hidden 
ledge for a free Health Boost Potion. 
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——e TALLMECK: RUSTWASH 


Recommended Lvl. 


Rewards 
©) 47500 Ol" 
Reveal Map +1 
Area Revealed Northwestern comer of the | 
map from Maker's End to 
Blazon Arch 


his Tallneck patrols a roughly elliptical route around the 

wreckage of a crashed aircraft. Longlegs and Ravagers 
stalk the site's perimeter while Watchers, Redeye Watch- 
ers and a pair of Fire Bellowbacks wander the pathways 
crossing the center. It is possible to avoid all or nearly all of 
hese enemies by starting at the Campfire along the road 
just west of the site and sneaking to the nearest jump point 
atop the aircraft's cockpit. There are a few patches of tall 
grass nearby which can be used for cover if necessary, and 
he enemies in the center of the crash site can be distract- 
ed with Rocks or Corruption Arrows long enough for you to 
reach the Tallneck. 


This Tallneck lacks all but a single pair of cervical antennae, 
meaning that you'll need to scale small handholds all the 
way up to its head [>© 1]. You'll initially grab onto the 
Climb Hold on the Tallneck’s right side; jump across to the 
left, then move to its neck. You'll need to switch sides again 
about halfway, then work your way around the underside of 
its head to the rear where you can pull yourself up. If you 
wish to eliminate any of the surrounding enemies, consider 
doing so from the Tallneck’s head before you rappel back 
down as this position affords a safe perch completely inac- 
cessible to the other machines [90 2]. 
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unting Grounds are evaluation sites operated by the 

Hunters’ Lodge in Meridian. These facilities offer a 
variety of optional challenges which not only provide some 
of the best places to accumulate rare Resources and Metal 
Shards, but also eventually grant admission to the Lodge 
after you've earned at least three Half Sun marks from 
the trials. Each Hunting Ground has a different layout and 
machine population emphasizing a particular set of skills or 
tactics, and completing Hunting Trials often requires certain 
weapons or the ability to Override specific machines. In 
addition, every Hunting Ground offers a Campfire at which 
to rest and a Merchant from whom to restock if necessary. 


While the conditions for acceptance into the Lodge can be 
met merely by achieving the lowest rank in all three trials at 
a single Hunting Ground, going the extra mile to attain top 
marks will earn you some especially useful and otherwise 


NORA HUNTING GROUND 


TOOL TRIaLS 


he trials at this Hunting Ground emphasize dislodging 
Components and using traps or environmental hazards 
to defeat enemies. If you can afford it, the Carja Sharpshot 


1 eeeeenensnnnneReIROREEROREEEEEEEREEREEEneneS af 


Recommended Lvl. 


Rewards Half Sun Full Sun Blazing Sun 

°°) +2500 2°) +2500 7°) +2500 
omnes one Half Sun Box Full Sun Box Blazing Sun Box 
Complete All a XP+ 10000 
Trials (Once) Skill Point +1 
Enemy Group 


Gq Grazer (Lvl. 2) Sg Watcher (Lvl. 5) 


Recommended Loadout 


Weapon AmmoType 
Carja Sharpshot Bow Tearblast Arrow 
Carja Tripcaster* Blast Wire* 
Carja Sling Shock Bomb 
Blast Sling Blast Bomb 
Trap Shock Trap 
*Required 
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unobtainable weapons at no cost. You may also use Hunting 
Grounds for the purpose of gathering Resources — any 
items looted during the trials are yours to keep and repeat- 
ing a trial will instantly respawn the associated machines, 
saving considerable time compared to hunting down the 
same machines in the wild. The Nora Hunting Ground first 
accessible during the Main Quest ‘A Seeker at the Gates’ 
offers the earliest such opportunity; all other locations can 
be accessed immediately after finishing that Quest. 


Note that the Experience Points awarded for lower ranks will 
be paid out simultaneously upon achieving higher ranks, so 
earning a Blazing Sun on your first try will add the Experi- 
ence for both the Half and Full Sun Marks to your reward as 
a single lump sum. Likewise, the Experience bonus for earn- 
ing Blazing Suns in all three Trials at a one Hunting Ground 
for the first time will be added to the payout for the final Trial. 


Bow will make the Parts Alone Trial much easier. The Carja 
Tripcaster, however, is a required purchase if you want to 
attempt the Blast Wire Trial; both can be purchased from 
the nearby merchant. The Nora Hunting Ground consists 
of two elongated mounds rimmed with roads on three 
sides and woods on the fourth. Several log traps are posi- 
tioned atop the mounds and along the surrounding cliffs, 
and the mounds are connected by Brave Trails spanning 
the roads in-between. 


ACTIVITY NORA HUNTING GROUND 


PARTS ALONE TRidL 


Remove ten Blaze Canisters from the herd of Grazers. 
Time Limits 


Blazing Sun &F 1:30 Full Sun > 2:00 Half Sun @ 20:00 


i rouch and slide down the leftmost Slip-Line into the 
patch of tall grass at Position A. The Grazers will be 
clustered along the road just ahead, guarded by three 
Watchers. If you have the ‘Concentration’ Skill, strike one of 
the Grazers on the back with a Tearblast Arrow and immedi- 
ately activate Concentration — you should be able to land a 
second Tearblast Arrow on another Grazer's back before the 
herd flees. When they do make a run for it, simply follow 
them while using the terrain and the tall grass for cover; 
once they've lost track of you, locate a Grazer with all four 
Blaze Canisters remaining and repeat the process. You may 
also stun the Grazers using Shock Bombs, which temporar 
ily prevents their escape and makes it easier to target the 
Canisters. 


LOGFILE TRidL 


Kill three machines using the Logpile Traps in the area. 
Time Limits 


Blazing Sun oe] 2:00 Full Sun oD 5:00 Half Sun (=) 20:00 


c rouch, slide down the leftmost Slip-Line to Position A 
and hide in the tall grass. Using your Carja Tripcaster, lay 
four to five Shock Wires across the path at your location 
directly beneath the log trap across the road [> 1]. Be 
sure to target points directly on the ground rather than 
elevated spots like rocks or hillsides so that your tripwires 
aren't too high to hit the Grazers. Sneak across the road 
into the tall grass at Position B and target the rock face at 


Position C with any explosive from the Carja Sling or Blast 
Sling to scare the Grazers [>D 2]. As soon as the herd runs 
into your Shock Wires, fire any arrow (Hunter/Precision/ 
Hardpoint/Fire/etc.) at the back of the log trap to release its 
payload and crush the incapacitated Grazers. 


BLAST WIRE TRidL 


Kill six Grazers using Blast Wires. 
Time Limits 


Blazing Sun oa 3:00 Full Sun OD 6:00 Half Sun @ 20:00 


f you haven't fully upgraded your Tripcaster Ammo Pouch, 

be sure you have enough Resources to craft additional 
Blast Wires before starting this Trial. Crouch, slide down the 
leftmost Slip-Line to Position A and hide in the tall grass. 
Using your Carja Tripcaster, lay three to four Blast Wires 
across the path at your location. Sneak across the road into 
the tall grass at Position B and lay four to five more Blast 
Wires on the ground between the two log traps nearest to 
you. In both cases, be sure the Blast Wires aren't too high; 
it's best to target two points directly on the ground rather 
than attaching the wires to rocks or the backs of the log 
traps. 


When ready, aim any bomb from the Carja Sling or Blast 
Sling at Position C to the northwest to scare the Grazers 
toward your Blast Wires. Immediately switch to Shock 
Bombs and be prepared to stun any Grazers that avoid your 
tripwires — laying a Blast Wire directly on top of them while 
they're down will still count toward your kill total, which can 
help save time chasing down the herd if they run the wrong 
way or too few of them trigger the Blast Wires. If the herd 
does run the wrong way, aim an explosive from either sling 
at a point on the opposite side of the Grazers’ location — 
they will run directly away from the blast, allowing you to 
herd them back toward your tripwires. 
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VaLLEYMEET HUNTING GROUND 


ELEMENT TRigLS 


he Valleymeet Trials will test your aptitude with elemen- 

tal attacks. The Carja Hunter Bow is required for the Fire 
Fight Trial as you'll need Fire Arrows to accomplish the as- 
sociated objective; while not mandatory, Shock and Freeze 
Bombs are extremely helpful for the other two Trials, as 
are the Shadow Rattler’s Freeze Bolts if you have access to 
them. Additionally, the Sharpshot Bow excels at destroying 


Rewards Half Sun Full Sun Blazing Sun 
+2500 
Complete One Half Sun Box —_—- Full Sun Box Blazing Sun Box 
Complete All _ 3 XP+ 10000 
Trials (Once) Skill Point +1 


Enemy Group — 


fer — Strider (Lv. 5) 


<= Fire Bellowback (Lvl. 18) 


<= Freeze Bellowback (LvI. 18) 


Recommended Loadout 


Weapon Ammo Type 
Carja Hunter Bow* Fire Arrow, Hunter Arrow* 
Carja Sharpshot Bow Tearblast Arrow 


Carja Sling Freeze Bomb, Shock Bomb 
Shadow Rattler Metal Bolt, Freeze Bolt 
*Required 
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Recommended Lvl. 1 8 = | | 


the Bellowbacks’ Cargo Sacs, thereby disabling their dan- 
gerous ranged attacks; this is particularly useful in conjunc- 
tion with the ‘Double Shot’ and ‘Triple Shot’ Skills and can 
render the Bellowbacks far less dangerous if they're proving 
troublesome. This Hunting Ground is laid out in an isosceles 
triangle with a Bellowback and several Striders patrolling 
the corners. 


FIRE FIGHT TRidL 


Damage four Machines with explosions from the Striders’ 
Blaze Canisters. 


Time Limits 


Blazing Sun a 0:40 Full Sun oD 1:20 Half Sun 2 20:00 


he objective only requires that other machines take 

damage from a Strider’s exploding Blaze Canister; they 
do not need to be destroyed outright. Explosions from the 
Bellowbacks’ weak points do not count toward the total, but 


damaging a Bellowback with the explosion from a Strider 
does count. The easiest way to clear this trial is to crouch, 
slide down the leftmost Slip-Line to Position A, hide in the 
tall grass and throw a Rock toward the open area oppo- 
site your location [>0 1]. When the Striders and the Fire 
Bellowback gather to investigate, locate the Strider closest 
to the center of the group and shoot its Blaze Canister with 
a Fire Arrow. If you have the ‘Concentration’ Skill, use it im- 
mediately after your opening shot and try to ignite the Blaze 
Canisters on as many of the other Striders as possible 
before it wears off and the herd scatters [>O 2]. 


FREEZE TRial 


Destroy five frozen Machines. 
Time Limits 


Blazing Sun Po 7 1:30 Full Sun OD 2:30 Half Sun 2 20:00 


B oth the Striders and the Bellowbacks count toward the 
objective, but they must be frozen when you deal the 
killing blow. Freeze Bombs and Freeze Bolts are the most 
effective means of applying the ailment; any Modification 
Coils that augment Freeze damage will make them all the 
more so. Crouch, slide down the leftmost Slip-Line to Posi- 
tion A and hide in the tall grass. When the Fire Bellowback 
is nearby (or after drawing it toward you with Lure Call), 
strike it with Freeze Bombs or Bolts and immediately switch 
to anormal damage type such as Precision Arrows, Hard- 
point Arrows or Metal Bolts [>0 3/4]. If you plan to destroy 
the Bellowback’s Gullet or Cargo Sac, be sure to do so from 
a safe distance in order to avoid being caught in the blast. 


If the Striders haven't already fled, try to hit them with 
Freeze Bombs or Bolts before they can do so; if they have, 
follow them and try to group them together with Lure 

Call or by throwing Rocks before you launch your attack. 
Alternately, if you can deal enough damage to the Freeze 
Bellowback's Cargo Sac to destroy it before the Striders 
can flee again, you can use the explosion to instantly freeze 
both the Bellowback and any Striders caught in the blast. 


© activity VALLEYMEET HUNTING GROUND J 


Once the Bellowback is frozen you can destroy its Gullet to 
release another explosion, either as an immediate followup 
to the first or a contingency plan if no Striders fall prey to 


the initial blast. 
SHOLK TRiaL 


Dislodge three Blaze or Freeze Canisters from the 
underbelly of a stunned Bellowback. 
Time Limits 


Blazing Sun a 1:00 Full Sun oD 2:00 Half Sun @ 20:00 


he time limit for a Blazing Sun is extremely strict here 

and you must dislodge all three canisters while the 
Bellowback is stunned — doing so at any other time will not 
count toward the objective. Fortunately, the Fire Bellow- 
back’s starting position places it in an ideal location for a 
quick ambush: crouch, slide down the leftmost Slip-Line 
into the tall grass and immediately blast the Bellowback 
with Shock Bombs until it collapses. While Hunter and Hard- 
point Arrows will work here, Tearblast Arrows are optimal 
as you'll only have a small window to break away the armor 
plate covering the canisters and then actually dislodge the 
canisters themselves. The best position from which to place 
your shots is behind and slightly to the right of the Bellow- 
back, at a clock heading of roughly 5:00 [9D 5]. 
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SPURFLINTS HUNTING GROUND 


ae VD 
i 


STEALTH TRigLS 


he Stealth Trials put your sneaking 

capabilities to the test against 
Watchers, Stalkers and Shell-Walkers 
in a tract of forestland atop a low 
mesa. While no particular weap- 
ons are mandatory for these Trials, 
the dense undergrowth and visual 
obstructions can make it difficult to 
navigate this area. You may use the 
armaments of your preference for 
the Stalker Kill Trial and you'll likely 
find the Spear to be the most useful 
weapon for the Watch Out Trial; 
meanwhile, the Sleight of Crate Trial 
requires no combat at all and is an 
excellent way to swipe some extra 
Resources for free. The Merchant 
residing at this Hunting Ground is 
notable for selling all eight Shadow 
weapons, so purchase as many of 
them as you can afford while you're 
here. 


WaTLH OUT TRidL 


Kill four Watchers with projectiles or Silent Strikes while 
concealed. 
Time Limits 


Blazing Sun wo 2:00 Full Sun oD 3:00 Half Sun (=) 20:00 


our kills will only count toward the objective if you per 

form them undetected. Silent Strikes are by far the best 
means of completing this Trial; the tricky part is tracking 
down each of the Watchers as they patrol four separate cor 
ners of the Hunting Ground. You can move far more quickly 
while crouched by rolling repeatedly rather than simply 
using the Left Stick and, naturally, the ‘Low Profile’ and ‘Si- 
lent Sprint’ Skills greatly reduce your chances of detection. 
Before you slide down the Slip-Line, scan the area below 
and Tag as many of the Watchers as possible with the 
Focus. Finally, remember that you do not need to be in tall 
grass to perform a Silent Strike; you may also simply sneak 
up behind an enemy and use the Skill before it detects you. 
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Recommended LvI. 


18 


Rewards Half Sun Full Sun Blazing Sun 
+2500 ~ +2500 

comme one Half Sun Box = FullSun Box ~—_— Blazing Sun Box 

Complete All £ XP+ 10000 

Trials (Once) Skill Point +1 


Enemy Group 


‘“\e* Watcher (Lvl. 5) 


G2. — Shell-Walker (Lvl. 18) 


<= Stalker (Lvl. 18) 


Recommended Loadout 
Weapon 


Ammo Type 


Caria Sharpshot Bow 


Precision Arrow, Tearblast Arrow 


Carja Tripcaster Blast Wire, Shock Wire 
Shadow Rattler Metal Bolt, Freeze Bolt 
Carja Sling Freeze Bomb, Shock Bomb 


Slide down the leftmost slip-line to Position A, which will 
place you in immediate proximity to one of the Watchers; 
finish it with a Silent Strike and move counterclockwise 

to the next. If you accidentally set off the Stalkers’ Alarm 
Mines, simply put as much distance as possible between 
you and the mines’ location before the Stalkers can investi- 
gate (you'll already be well on the way toward your next tar 
get, but don’t hesitate to take cover in the nearest patch of 
tall grass if it becomes necessary). Continue picking off the 
Watchers in a counterclockwise order so that you destroy 
the two nearest the plateau first, then the two further away 
in the vicinity of the Shell-Walker Crates. If you can’t find 
the remaining Watchers, use the Focus to scan the area for 
their silhouettes and Tag them to keep them in your sights. 


SLEIGHT OF CRATE TRidL 


Loot four Shell-Walker Crates. 
Time Limits 


Blazing Sun . O37 0:50 Full Sun oD 1:30 Half Sun (=) 20:00 


ou do not need to be concealed at any point during this 

Trial, but the stealth approach is much faster and less 
risky as the Shell-Walkers will immediately reclaim their 
crates when they detect a threat. There are a total of six 
Shell-Walker Crates in the area; they are grouped into two 
sets of three, meaning you'll have to visit both locations in 
order to fulfill the objective. Combat is completely optional 
here, so stick to the tall grass when possible and make 
every effort to circumvent enemies rather than wasting 
time fighting them. 


When ready, slide down the middle Slip-Line to Position B 
and make your way directly toward the crates at Position 
C [0 1]. Use the boulder as cover and throw Rocks to 
make any nearby enemies look the other way, then loot all 
three crates and skirt back around the boulder toward the 
crates at Position D. At this point you'll only need to loot 


ACTIVITY SPURFLINTS HUNTING GROUND 


one more crate in order to clear the Trial, but you might as 
well loot them all if you can get away with it - just be sure 
to watch your back and make your escape as quickly as 


possible [>D 2]. 


STALKER KILL TRidL 


Kill two Stalkers. 
Time Limits 


Blazing Sun 7 2:00 Full Sun <> 3:30 Half Sun @ 20:00 


ou do not need to be concealed at any point during 

this Trial, though staying out of sight will help minimize 
your risks and provide an initial advantage when you launch 
your attack. Before descending from the plateau, scan the 
area with the Focus and Tag any Stalkers in range [>© 3]. 
Crouch and slide down the middle Slip-Line to Position B, 
then carefully circle the nearby boulder counterclockwise at 
enough of a distance to avoid tripping the red Alarm Mines. 
The Stalker clings idly to the opposite side of the boulder, 
leaving it vulnerable to ambush before it detects a threat. 
Hit it with Freeze Bombs until the status lands, then quickly 
destroy it with Precision Arrows or Metal Bolts. If you 
haven't already tripped an Alarm Mine, do so now to attract 
the second Stalker and freeze it when it arrives, then mow 
it down with normal projectiles. 
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GREATRUN HUNTING GROUND 


VD 


STamina TRiaLS 


he Greatrun Hunting Ground offers 

a set of Trials focused on tenacity 
and persistence. Two require use of 
a Ropecaster (any variant will work) 
and one of these also requires the 
‘Critical Hit’ Skill, while the third is 
a race against a flock of Glinthawks 
attempting to scavenge the remains 
of destroyed Watchers. The Hunting 
Ground is located in a roughly circular 
basin rimmed with large rock walls 
and spires; tall grass is sparse here 
owing to the desert climate, so don't 
count on much cover other than the 
rocks themselves. 


PaLE TRidl 


Loot three Watcher carcasses before Glinthawks beat you to 2 0 
the prize. Recommended Lvl. 


Time Limits Rewards Half Sun Full Sun Blazing Sun 


Blazing Sun PO 3 1:30 Full Sun oD 2:00 Half Sun (=) 20:00 +2500 
Sa ene Half Sun Box Full Sun Box Blazing Sun Box 
f you wait too long to loot the Watcher carcasses, they “Complete All z z XP+ 10000 
will be set upon by Glinthawks and scrapped; the Trial will Trials (Once) Skill Point +1 
automatically fail should the Glinthawks claim more than Enemy Group 
two carcasses. All but one of the five carcasses sit atop «4 Trampler (Lvl. 15) <= — Glinthawk (Lv. 18) 


tall spires of rock; the fifth is on the ground in the center of 


the basin and should be avoided due to its proximity to the ZESTTNGTHES LEO: 


Tramplers. Weapon _ _____ Ammo Type ee 
Any Ropecaster* Tie Rope* 
Carja Sharpshot Bow Precision Arrow, Tearblast Arrow : 
Shadow War Bow Seaplane ANTE, 
Carja Sling Freeze Bomb, Shock Bomb 
*Required. 
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To prevent the Glinthawks from getting an unsporting head 
start, slide down the left Slip-Line as soon as you've accept- 
ed the Trial and sprint to the rock formation directly ahead 
at Position A [>0 1]. Climb to the top and loot the dead 
Watcher, then run off the side and head for the spire at 
Position B [90 2]. As before, climb to the top and loot the 
Watcher carcass, then run off the side (be sure to choose 

a safe landing zone that won't inflict too much fall damage) 
and head for the final carcass at Position C [>O 3]. If a 
Glinthawk moves in before you arrive, shoot it with a Preci- 
sion Arrow to drive it away from the carcass. 


ACTIVITY GREATRUN HUNTING GROUND 


PARTS WRaNGLING TRidL 


Tie down two Tramplers with the Ropecaster and destroy 
their Processing Units. 
Time Limits 


Blazing Sun 1:30 Full Sun <> 2:30 Half Sun @ 20:00 


ou must destroy the Processing Units while the 

Trampliers are still tied down in order to fulfill the 
objective. Slide down the right Slip-Line and make for the 
nearest Trampler, then attach as many ropes as is required 
depending upon which Ropecaster variant you're using. 
When the Trampler is immobilized on the ground, move to 
its side and target the Processing Unit with Precision or 
Hardpoint arrows (explosives from the Blast Sling work as 
well) [> 4/5]. Afterward, destroy the Trampler to prevent 
it from chasing you and repeat the process with one of 
the other remaining Tramplers. If you destroy two of the 
three Tramplers without meeting the Trial conditions, you'll 
automatically fail. 


TIE DOWN TRiaL 


Perform three Critical Hits on Glinthawks tied down with 
Tie Ropes. 
Time Limits 


Blazing Sun Oa 2:00 Full Sun oD 4:00 Half Sun @ 20:00 


ou may perform all three Critical Hits on the same 

Glinthawk as long as you can apply additional Tie Ropes 
before your target escapes. The best place to find Glint- 
hawks is on the north side of the Hunting Ground; a group 
of Carja soldiers patrols the road along this edge of the 
zone and they will often already be fighting the Glinthawks 
by the time you arrive, providing both bait and a diversion. 
The ‘Concentration’ Skill is extremely helpful for improv- 
ing the Ropecaster’s accuracy against such highly-mobile 
airborne targets. 
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SUN FURROWS HUNTING GROUND 


LEVERAGE TRidLS 


he Sun Furrows Trials revolve around turning machines 

against one another, to which end you'll need to be 
able to Override Ravagers before you can clear all of the 
challenges here. This Hunting Ground is located in an en- 
closed gully surrounded on all sides by steep walls of rock; 
aThunderjaw and two Watchers patrol the center while 
two Ravagers and another Watcher prowl the northern and 


Rewards Half Sun Full Sun Blazing Sun 


Complete Ong Half Sun Box —_—- Full Sun Box Blazing Sun Box 
Complete All 2 _ XP+ 10000 
Trials (Once) Skill Point +1 


Enemy Group 


Sg Watcher (Lvl. 5) Zy — Ravager (Lvl. 20) 


Sm Thunderjaw (Lvl. 27) 


Recommended Loadout 


Weapon Ammo Type 

Carja Sharpshot Bow 5 Precision Arrow, Tearblast Arrow 
Shadow War Bow Corruption Arrow 

Carja Sling Freeze Bomb, Shock Bomb 


Shadow Rattler Metal Bolt, Freeze Bolt 


Ravager Cannon* Pulse Blast* 
‘Disc Launcher* Explosive Disc* 
‘Spear* i “RHO Overrides 
*Required. 
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southern borders. Due to its immense size and the lack of 
exits large enough to accommodate it, the Thunderjaw is 
effectively trapped in the gully with almost no avenue of 
escape [9D 1]. 


It is important to note that you can remove the Heavy 
Weapons from the machines inside the grounds before 
starting any of the trials, and then leave it sitting below the 
slip-line ready for when you being. Doing so will shave large 
amounts of time off your actual trial attempts. 


RDS =f 
Recommended Lvl. 3 ee P ito * ] 


RaVaGER VS. MaCHINES TRiaL 


Remove and use a Ravager Cannon to kill two machines. 


Time Limits 


Blazing Sun ; 3 1:10 Full Sun D 2:00 Half Sun @ 20:00 


The easiest way to complete this trial is to use Tearblast 
Arrows to remove a Ravager Cannon before starting the 
trial, and then place it near the end of the leftmost slip-line 
at Position A [>D 2]. Starting the trial will reset the enemy 
alertness, so now you can simply slide down the slip-line 


to where your cannon is waiting and use it to destroy the 
nearby patrolling Watcher and the Ravager just beyond. If, 
however, you want to do everything in one go to test your 
skill, then you'll want to still start by taking the leftmost 
slip-line down to Position A, and from there use a Tearblast 
Arrow to remove the Ravager Cannon. To ensure that you 
reach the cannon safely it’s worthwhile trying to detonate 
the Power Cell on the Ravager’s back with a Shock Arrow 
to stun it, otherwise you'll need to sprint past the beast to 
reach it. Once you have the cannon, quickly use it to de- 
stroy the Ravager and the Watcher patrolling nearby before 
the enemies from the other side of the area can close in. 


RaVAGER CONTROL TRidl 


Override two Ravagers, and then defeat the Thunderjaw. 
Time Limits 


Blazing Sun a 2:40 Full Sun oD 4:00 Half Sun (=) 20:00 


You will not be allowed to accept this Trial until you've 
obtained the RHO Overrides, which allow you to Override 
Ravagers. To complete the trial, you need to Override both 
Ravagers within the grounds, and then kill the Thunderjaw 
that occupies the central basin. It doesn't matter what kills 
the Thunderjaw, but using a Heavy Weapon will save you a 
lot of time if you're going for a Blazing Sun. Before starting 
the trial, remove a couple of Heavy Weapons from the ma- 
chines in the area (the Ravager Cannon and Disc Launcher 
are equally effective, so which one you use is down to per 
sonal preference) and have them ready to go near Position 
A. When you start the trial, go down the rightmost sip-line 
this time towards Position B and use the tall grass to mask 
your approach as you close in to Override the Ravager there 
[90 3]. 


That Ravager will usually start fighting the Thunderjaw, so 
you need to be quick to reach the other Ravager before it 
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gets dragged into the battle. Run back around the basin 
towards Position A, and either use a Shock Arrow to 
detonate the Power Cell on the Ravager, or use the Knock 
Down Skill if you have it to create a window of opportunity 
to Override the machine [9D 4]. Once both Ravagers are 
under your control, head to your Heavy Weapon cache and 
use them to finish off the Thunderjaw as quickly as possible. 


THUNDERJAW V5. RAVaGER TRidL 


Deal both Ravagers a killing blow with the Thunderjaw’s 
Disc Launchers. 
Time Limits 


Blazing Sun uo 2:00 Full Sun oD 2:30 Half Sun @ 20:00 


As with the other trials at this Hunting Grounds, taking 
some time to properly prepare is the key to getting that 
Blazing Sun Medal. Retrieving the Disc Launcher you 
require while under the added time constraint of the trial 
can be quite difficult, so it's best done beforehand when 
you can take the time required to safely remove a Disc 
Launcher from the Thunderjaw and bring it back to Position 
A. Using Tie Ropes to incapacitate the Thunderjaw and the 
Ravagers after you remove the Disc Launcher is one of the 
best methods of doing just that, and as long as you're care- 
ful with your aim, one Disc Launcher is sufficient. 


When you begin the trial, take the slip-line straight down 

to Position A and use the Disc Launcher to kill the Ravager 
just ahead of where you land. The second Ravager will usu- 
ally come running straight to you, so use the rocks for cover 
from the Thunderjaw until the Ravager comes into view, and 
then finish it off with the Disc Launcher to complete the 
trial. 


CHAPTER O4 QUEST GUIDE 467 


hese mysterious facilities left by the Old Ones serve 

as automated factories where machines are fabricated. 
Never intended to be touched by human hands, Cauldrons 
are protected by heavy mechanized security and near-im- 
penetrable defenses; of those few with the courage and 
ingenuity to gain entry, none have escaped to tell of the 
secrets kept within. The secrets in question, however, are 


ENTERING SIGMA 


J] You'll learn the location of this Cauldron from Dral in Mother's 

Crown. Head due north from the settlement — the Focus will 
eventually detect an Unknown Signal which will lead you straight to 
the Cauldron [30 1]. Exercise caution when approaching the 
entrance — not only is it heavily guarded by several Watchers and a 
pair of Scrappers, but Shell-Walker Convoys will occasionally pass 
through the area along the nearby road. Take cover in the tall grass at 
Position A and draw them to you one by one with Lure Call, then 
finish them with Silent Strikes. If any of the machines survive a Silent 
Strike, immediately follow up with heavy melee attacks to knock 
them down, then finish them with Critical Hits. 


When the area is clear, Override the Cauldron door and walk straight 
across the antechamber beyond. Use the Rappel Point in the alcove 
at the back of the chamber to descend into the Cauldron depths, 

then locate a small luminescent pyramid-shaped Supply Crate in the 
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precisely your objective: reaching the heart of a Cauldron 
and overriding the facility's computer Core will yield sche- 
matic data on every machine manufactured at that site, add- 
ing those models to your repertoire of Overrides. Despite 
the danger, clearing Cauldrons provides tremendous tactical 
advantages and should always be among your top priorities. 


CqULORON SIGMA 


Recommended Lvl. 8 


al Lancehorn 


fe Scrapper aS Sawtooth 

Enemy Group 

Watcher (Lvl. 5) {k= Scrapper (Lvl. 8) 

,_ Shel-Walker v=. Fire Bellowback = 
Soe (Lvl. 18) “= (Lv. 18) 


s Recommended Loadout 


Weapon Ammo Type 


Carja Sharpshot Bow Precision Arrow, Tearblast Arrow 


Shadow War Bow Shock Arrow, Corruption Arrow 
Carja Sling Freeze Bomb, Shock Bomb 
Carja Tripcaster Shock Wire, Blast Wire 

Trap Z “Shock Trap = 

Trap Blast Trap 

Trap Detonating Blast Trap 
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northeast corner of the room — these have a very different 
appearance inside Cauldrons, so keep an eye out for them 
as you proceed. When ready, enter the conduit leading out 
of the room to the northwest and carefully cross the beam 
spanning a pit just past the bend. As you approach the end 
of the conduit, Aloy will comment on a triangular vent in the 
room beyond; shoot this vent with a Hunter, Hardpoint or 
Precision Arrow to release an inert gas which functions in 
the same way as tall grass to obscure your presence from 
enemies [30 1]. 


Gd5 CLOUDS 


02 Hide in the cloud of gas from the vent and Override 
or destroy the Watcher just beyond, then follow the 
conduit until it opens into a large room patrolled by two 
more Watchers. Destroy the vents in this room and use the 
gas for cover while you eliminate the Watchers; keep an eye 
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on the Stealth Indicator to ensure that you're close enough 


to the vent to remain hidden in the gas [>D 2]. Exit the 
room to the east and pass north through a small cavern, 
looping back west into another conduit at the other end. 
There are several Medicinal Plants in the cavern, so be sure 
to gather them along the way if your Medicine Pouch isn't 
already full. 


CREATING BRIDGES 


13 Climb the ladder and continue around the corner 

to the left. In order to reach the opposite terminus, 
you'll have to Override the Network Uplink console on the 
left side of the ledge (Aloy will comment on this as you 
approach) [> 3]. Doing so will create a bridge spanning 
the gap to the south; cross it, loot the nearby Supply Crate 
and proceed south through the conduit ahead. After turning 
a few corners you'll come to an east-facing door which you 
must Override to pass — after doing so, proceed carefully 
onto the ledge overlooking an enormous corridor and loot 
the Supply Crate to your right. Proceed to the elevated 
section of the ledge directly beneath the magnetic transport 
carts and grab onto one as it passes overhead; avoid falling 
from the ledge at all costs as landing on the electrified floor 
below means instant death [> 4]. 


Aloy will automatically let go of the rail cart when it reaches 
the end of the corridor at Position B. Look to the north, 
where maglev carts are emerging from behind a force field 
— grab onto one and ride it across the gap to the west, but 
be sure to drop back to the ground before the cart enters 
the force field on the other side. Loot the Supply Crate to 
the north, then face south and climb the glowing handholds 
to a ledge with another Supply Crate; after looting it, drop 
back down to the ledge below and scan the area to the 
north with the Focus. Note the locations of several vents 
scattered throughout the area ahead and hit as many of 
them as possible with arrows from the safety of your cur 
rent location, then Tag any Watchers in range. 


CLEARING THE ENEMIES 


4 Using the vents and the irregular terrain for cover, 
Override or Silent Strike each of the Watchers in your 

path as you make your way to the north. You'll need to 

either Override another Network Uplink terminal to cross 


ACTIVITY CAULDRON SIGMA 


a gap just past the first group of Watchers, or move to the 
right side of the corridor and ride another maglev cart to a 
ledge on the left. Across the gap you'll see a raised path on 
the right side of the corridor and a lower path through the 
center among stacks of large storage crates. Several 
Watchers and a Shell-Walker patrol the area ahead; you can 
sneak past them using the raised path or thin out the 
Watchers by hiding in the gas clouds from the vents and 
performing Silent Strikes in conjunction with Lure Call. 
Alternately, overriding the Watchers can help weaken the 
much stronger Shell-Walker. 


If you choose the raised path on the right, you can climb a 
series of small handholds at the top of the ramp at Position 
C to reach a ledge with a Supply Crate. This spot provides 
exceptional cover and is completely inaccessible to the ma- 
chines, so you may use it as a sniper’s perch from which to 
pick off the machines prowling below. At the far end of this 
ledge is another series of handholds leading across the cor 
ridor to the north; using these will allow you to bypass the 
entire encounter below without having to fight any of the 
enemies in this section of the corridor, though you'll miss a 
Supply Crate on the ground level directly beneath the ledge 
where you'll land. Regardless of which route you follow to 
this spot, proceed north to another Network Uplink Terminal 
overlooking the maglev line. 
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PdTH TO THE CORE 


05 Search behind a stack of large storage crates along 
the wall north of the Network Uplink and you'll find 
a Supply Crate — loot it before you Override the terminal 
and afterward cross the gap to the west. Loot the Supply 
Crate just past the bridge and continue along the ledge to 
the northwest. After a short drop to a lower ledge, loot 
another Supply Crate and slide down the Slip-Line ahead, 
then climb the handholds in the wall on your left to a ledge 
with another Network Uplink terminal [>0 1]. Override the 
terminal, cross the bridge to the east and loot the Supply 
Crate at the end of the conduit ahead. Rappel into the 
cavern below, turn around and loot another Supply Crate 
directly beneath the ledge from which you entered [>O 2]. 


After gathering as many of the Medicinal Plants in the cav- 
ern as you can carry, make your way to the northeast corner 
and loot the Supply Crate on the small ledge along the wall, 
then jump across the gap and grab one of the handholds on 
the opposite platform. Loot the Supply Crate on the right 
side of the hatchway and pass through the conduit to the 
west onto a ledge overlooking the Cauldron’s Core. 


THE CORE 


06 Rappel to the ground level and Override or eliminate 
the two Watchers patrolling the fabrication platform in 
the center. The Fire Bellowback will be unable to attack until 
you've deactivated the Discharge Pylons surrounding the 
Core, so take the opportunity to loot all of the Supply Crates 
around the room's perimeter before things heat up. While 
the Bellowback itself cannot be harmed as long as the force 
field surrounding the central platform is active, it is a good 
idea to place a few Traps on the ground directly between 
the Bellowback and whichever pylon you plan to climb as a 
means of preemptive strike once the shield is down 
[+0 3]. When you've finished your preparations, climb the 
Discharge Pylon and Override the terminal at the top to 
deactivate the shield. 


As soon as you've Overridden one of the Discharge 

Pylons, all three will retract into the floor and the barrier 
surrounding the fabrication platform will disappear. The Fire 
Bellowback will automatically lock onto you at this point 
and three more Watchers will enter the room through the 
shielded conduits along the walls, so roll off the pylon as it 
retracts and immediately crouch as close to the outer wall 
as possible. Beware that the Core chamber affords very 
little cover apart from the struts along the walls and the low 
barriers encircling the fabrication platform, so you'll have a 
hard time staying out of sight without a set of Nora Silent 
Hunter Attire. 
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Be sure to keep any traps you placed on the ground directly 
between yourself and the Bellowback so that it walks into 
them as it advances toward you; as soon as it hits them, 
target its Cargo Sac with Precision Arrows to create a 
massive explosion that will engulf the Watchers if they're 
in range. With the Bellowback’s fire attacks disabled, focus 
your attacks on its Gullet to generate a second detonation 
which should finish off any remaining Watchers and leave 
the Bellowback crippled and burning. Finish the Bellowback 
with Freeze Bombs and Precision or Hunter Arrows, then 
Override the Core unit that rises from the fabrication plat- 
form in the center of the room. 


ACTIVITY CAULDRON RHO 


CqULORON RHO 


STI 


Recommended Lvl. 


Rewards 
+6000 it +1 

Overrides ox, RHO 
Overrides Gained 

— Longleg Sge  Shell-Walker 
ax) Trampler <= Snapmaw 
2y3 Ravager 

Enemy Group 

‘\e" Watcher (Lvl. 5) 2x3 Ravager (Lvl. 20) 
ae Longleg (Lvl. 13) <= Snapmaw (Lvl. 20) 
, Recommended Loadout 

Weapon AmmotType 


Carja Sharpshot Bow 
Shadow War Bow 
Carja Sling 

Carja Tripcaster 


Precision Arrow, Tearblast Arrow 
Shock Arrow, Corruption Arrow 
Freeze Bomb, Shock Bomb 
Shock Wire, Blast Wire 


Gaining ENTRY 


: eae Tra Shock Trap 
| Sneak into the tall grass at Position A and draw the nearby ma Blast Tap 
Watchers toward you one by one with Lure Call, then either : 
Trap Detonating Blast Trap 


Override them or eliminate them with Silent Strikes. To enter 
Cauldron RHO, follow the edge of the pit below the entrance north 
until you reach a darkened section of the ledge below with a set of 
conspicuous white handholds visible from above. Drop from this spot 
to the ledge below and locate another set of handholds directly 
ahead leading further down [>O) 4]. Use these handholds to reach 
the ledge below, then cross the pipe and use the Rappel Point to 
descend to the bottom of the pit [+O 5]. Follow the wall clockwise 
to another set of handholds and descend, then proceed past the 
corpses of two Bandits into the cavern. 


INSIDE THE CauLDRON 


2 At the end of the cavern, Override the door and enter the 
conduit beyond. Sneak up on the Watcher blocking your path 

and eliminate it with a Silent Strike, then shoot the glowing hub at 

the center of the Turbine on the left wall to reverse its polarity. Jump 


and grab onto one 
Turbine and ride it 
a small cavern and 


of the handholds protruding from the edge of the 
o the other side of the pit, then press on through 
into the hatchway at the far end. Drop down to 


the lower section of the conduit and Override the door at the end, 
then sneak out onto the ledge and hide in the cloud of gas escaping 
from the nearby vent. From this location, draw the two Watchers 

in the room toward you with Lure Call and destroy the first, but 
Override the second if possible and allow it to distract the patrolling 
Ravager while you sneak south to the next vent. 
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A SHORT CaRT RIDE 


3. Destroy the vent and hide in the gas it emits while 

you shoot the hub of the nearby Turbine to invert its 
rotation. Ride the turbine to the ceiling and jump onto one 
of the maglev carts above you, but be careful not to ride it 
for too long - drop back to the ground as soon as you pass 
over the ledge with a Storage Crate just past the Turbine. 
The Ravager can't reach you on this ledge, so use the 
opportunity to knock off its cannon with Tearblast Arrows 
and snipe it from a safe perch before overriding the 
Network Uplink terminal to the north. Cross the bridge, ride 
the Turbine to the west and Override the Field Generator on 
the other side to deactivate three sections of the force field 
to your left. Before you leave, however, enter the conduit to 
the right of the Field Generator and loot the Supply Crate at 
the far end. 


A LONGER RIDE 


4 Return to the maglev carts and this time ride one all 
the way through the section of the force field you just 
deactivated. Drop to the ground before the cart passes 
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through a second, smaller force field and examine the 
ceiling to the northwest. You'll see a stack of large storage 
crates leading up to a Turbine whose hub you must shoot in 
order to proceed; do so and climb the crates to reach the 
handholds, then ride the Turbine across the gap and drop to 
the platform on the other side. Pass through the conduit on 
your left and hide in the gas from the first vent at the end, 
then Override the nearby Watcher and use Lure Call or a 
few arrows to draw the two Watchers from the ground level 
up to the ledge. Finish any stragglers that survive the 
ensuing battle and circle the edge of the room clockwise. 


THE BLAZE-PROCESSING CHAMBER 


15 Pass the door on the ground level (don't open it yet) 
and continue clockwise to a set of glowing handholds 
leading up to the ledge across from the room's entrance. 
Climb to the top, loot the nearby Supply Crate and proceed 
southwest to an open hatchway and another Supply Crate. 
Pass through the hatchway and out the other side onto a 
ledge overlooking the Cauldron’s Blaze-processing chamber. 
This ledge is completely inaccessible to any of the enemies 
in the room, so use the opportunity to snipe the machines 


below and take out as many as possible. Corruption Arrows 
are helpful for grouping enemies together in your field of 
view, and you can eliminate the Ravager and both Longlegs 
by targeting their Power Cells with Shock Arrows. When 
you've destroyed as many enemies as you can reach, 
retrace your steps to the previous room. 


Return to the door on the ground level, then turn and face 
east. Cross the room to the Supply Crate directly ahead, 
then return to the door again and Override it. Pass through 
the door and immediately turn right, up the ramp to the 
second level. Follow the wall counterclockwise to a Turbine 
and ride it up to a high ledge with maglev carts passing 
overhead. Loot the Supply Crate to your left and ride one 
of the carts across the room - let go just before the cart 
enters a shielded tunnel and you'll land next to a vent. Hide 
in the gas while you wait for an opening to Override the 
Network Uplink at Position B (or simply Override it if you've 
already cleared the enemies from the room), then cross 

to the central platform and Override the Field Generator to 
open three sections of the force field to the north. 


ACCESSING THE CORE 


0h Pass through the rightmost opening in the northern 
force field and ride the two Turbines to the other side. 
Jump off the end of the ramp to the northwest and grab 


Enemy Group 


Type Lvl. Page 
‘eg Watcher 5 132 
ayy Ravager 20 197 
<= Snapmaw 20 203 


one of the handholds on the other side of the gap, then pull 


yourself up to the ledge and loot the Supply Crate above. 
Follow the wall on your left and proceed along the edge of 
the corridor to a Network Uplink terminal overlooking the 
Cauldron's Core. Override the terminal, cross the bridge and 
pass through the conduit to the northeast. At the other end, 
loot the Supply Crate on the ledge and collect as many of 
the nearby Medicinal Plants as you can carry, then drop 
from the ledge into the pool of water below. Pull yourself 
up to the ledge, enter the hatchway and rappel down into 
the Cauldron’s Core chamber. 


THE CORE 


17 Eliminate the two Watchers patrolling the room and 
begin making preparations for the battle ahead 
[>0 1]. Beware that you will also face one Ravager in 
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addition to the Snapmaw occupying the fabrication plat- 
form; the Ravager will enter through the shielded tunnel on 
the south side of the Core chamber, so you may want to 
block that entrance with Traps or Tripwires to repel your 
uninvited guest before it can ruin the party [> 2]. It is also 
wise to secure the vicinity of your desired Discharge Pylon 
in the same manner as a countermeasure against the 
Snapmaw/’s inevitable pursuit. Loot all of the Supply Crates 
along the walls and when ready, Override one of the 
Discharge Pylons to initiate the battle. 


There is one spot in the chamber that provides a fair 
amount of cover: the triangular platform on the north side 
of the room. It is possible to jump onto this platform from 
the left corner or from the nearby pylon as it retracts, at 
which point you can hide behind the console in the center 
and strike your targets with Corruption Arrows to turn them 
against each other. You may also use other ranged attacks 
from here, but do so with caution as you are still some- 
what vulnerable to the Snapmaw's Freeze Cannon in this 
spot. Elemental bombs are especially effective here, as are 
Rattlertype weapons once your targets have been frozen. 
When you've eliminated both the Snapmaw and the Rav- 
ager, the Core unit will rise from the fabrication platform; 
Override it to complete the Quest and automatically exit the 
Cauldron. 
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pyr a a ener nat ncn 2) I CRRA PN UIE 2 
| AO 3 p 
Recommended Lvl. 1 re) 

Rewards 

©) +8000 @) +1 

Overrides Se x| 


Overrides Gained 


<< Fire Bellowback “eS Stalker 
<== Freeze Bellowback {&S Behemoth 


<3 Glinthawk 


Enemy Group 
1g) Cultist Thug (Lvl. 6) e) eta 
@, Cultist Heavy 2 ; 
© (Lvl. 15) Y Cultist Punisher (Lvl. 6) 
Cultist Priest « 
Y (Lvl. 12) Y Cultist Dredger (Lvl. 6) 


Recommended Loadout 
Weapon Ammo Type 
Shadow Sharpshot Bow 


Precision Arrow, Tearblast Arrow 


Shadow War Bow Shock Arrow, Corruption Arrow 
Shadow Sling Freeze Bomb, Shock Bomb 

: Shadow Tripcaster Shock Wire, Blast Wire 

Trap Shock Trap 

Trap Blast Trap 

Trap Detonating Blast Trap 


za 


ACCESSING THE CAULDRON 


fl Approach the Eclipse camp from the north, along the path past 

the Campfire at Position A. Wait for the guards patrolling 
beyond the gate to pass by, then sneak forward into one of the 
patches of tall grass just inside the camp. From here you may either 
draw the Cultists toward you with Lure Call and kill them from the 
grass with Silent Strikes, or throw Rocks toward the green Blaze 
Containers to lure the Cultists toward them and then detonate the 
barrels with Fire Arrows. Alternatively, you may Override one or more 
of the Chargers grazing outside the north entrance and position them 
just outside the gate; once the ambush is set, simply draw the 
Cultists into your trap with Lure Call, take cover behind a rock or ina 
patch of grass and let the Chargers do the rest [90 1]. 


Once you've cleared the camp, search the scaffolding in the center 
of the excavation pit for a Supply Crate and an Excavation Key (most 
of the Cultists in the area also carry Excavation Keys that can be 
looted from their corpses). Loot a second supply crate just east of the 
excavation ditch and proceed up the catwalks to the dig site entrance 
at Position B. Loot the Supply Crate on the ground to the west, then 
open the door to the south using the Excavation Key. If you haven't 
already used up all the ammunition in the Deathbringer Gun dropped 
by the Cultist Heavy, bring the gun with you for a little extra firepower. 


DESCENDING THE WaLKWaY5 


2 Sneak quietly through the cavern and headshot or Silent Strike 
the two Cultist Thugs conversing a short distance ahead 
[OD 2]. Loot the two Supply Crates a little further on and sneak 
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carefully through the triangular hatchway into the remains 
of Cauldron XI. Loot the Supply Crate to your right and take 
cover behind the nearby stacks of equipment as you 
headshot the Cultists patrolling this room and the scaffold- 
ing below; you can reach every Cultist (or Blaze Container if 
you prefer that method) from the Supply Crate’s location in 
the corner [>0) 3]. When the room is clear, proceed along 
the catwalks to another Supply Crate and loot it. From this 
location, look across the water to the southeast and take 
note of another Supply Crate behind the scaffolding - swim 
over and loot it, then return to the west and proceed 
through the large passageway. 


THE CaVERN 


You'll emerge on a platform overlooking an enormous 

cavern reclaimed by the wild. Many Cultists patrol the 
floor below, but they are unable to reach your perch, so 
snipe as many of them as possible using Precision Arrows, 
or by detonating the Blaze Containers scattered throughout 
the area. When you've eliminated all the Cultists that you 


ACTIVITY CAULDRON XI 


can reach from the ledge, loot the Supply Crate to your left 
and use the Rappel Point to descend to the cavern floor, 
then climb the nearest scaffold where a Cultist was initially 
perched and loot the Supply Crate on the upper level. 


You'll need to work your way to the western end of the 
cavern while avoiding or eliminating the Cultists in your 
way. The area is large and offers ample cover, so use this 
to your advantage as you proceed. The Nora Silent Hunter 
Outfit is especially helpful here, and all the more so when 
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augmented with Stealth Weaves. It's not necessary to kill 
all of the Cultists in this section of the Cauldron (in fact, 
leaving a few alive might prove to your advantage later); you 
may simply sneak past those who do not directly obstruct 
your path [=D 1]. 


Headshot and Silent Strike your way toward the torchlit 
platform at the far end of the chamber, making a detour 

to each of the dead Tallnecks along the way. Climb the 
scaffolding surrounding their remains and loot the Supply 
Crates hidden atop their heads (and on the lower level of 
the scaffold surrounding the westernmost Tallneck). Take 
note of these locations for later — they make good sniper’s 
perches, complete with Medicinal Plants close at hand. Be- 
fore you proceed to the next section of the Cauldron, make 
another detour to a dark corner of the cavern under a ledge 
at Position C to loot a Supply Crate surrounded by a small 
pool of water; finally, make one more detour to another 
Supply Crate on a ledge at Position D. When ready, ascend 
the ramp to the chamber's western exit. 


CORRIDOR TO THE CORE 


04 Proceed carefully through the passageway - falling 

into the derelict blast furnace in the center of the first 
chamber means instant death. Skirt the edge of the room 
and continue down the ramp to the southwest into a small 
cavern. Gather as many of the Medicinal Plants here as you 
can carry, then follow the wall counterclockwise and climb 
onto the ledge leading into a conduit to the southeast. Pass 
through the conduit and drop down into a wider corridor. 
Move carefully and quietly - the Cauldron Core chamber 
ahead is overrun with Eclipse Cultists. Although you won't 
have safe access to the chamber to lay traps, you can still 
use this opportunity to trap the corridor through which you 
entered, creating a buffer that you can use to slow the 
waves of incoming enemies [>D 2]. 
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RE@CHING THE CORE 


05 When ready, sneak to the end of the corridor and 

shoot the Cultist Heavy directly ahead of you with 
Corruption Arrows. Keep the Heavy corrupted until the 
other Cultists in the area finish him, then pick off the 
stragglers with headshots from the cover of the crates at 
the Core chamber entrance. If you're spotted, fall back to 
the hallway and hide in the corner near where you dropped 
down from the conduit above; any Cultist that attempts to 
pursue you will run into the traps you placed across the 
hallway. Once the room is clear, conduct a thorough search 
of the area and loot the corpses or Supply Caches. 


Finally, collect any unused Traps or Tripwires (provided that 
you have the ‘Disarm Traps’ Skill) and replace them be- 
tween the chamber entrance and the Core unit, as well as 
across the hatch on the west side of the chamber. If you 
have the Shadow Blast Sling, consider using it to scatter 
some Proximity Bombs on top of the scaffolding above the 
corridor through which you entered the room. When ready, 
carry the Deathbringer Gun dropped by the Cultist Heavy to 
the southeast corner of the room and place it on the ground 
behind the Discharge Pylon, then return to the Core unit 
and Override it. 


Enemy Group 


Type Lvl. Page 
© Cultist Thug 6 248 
Q Cultist Sniper 6 248 
@ Cultist Heavy 15 251 
Q Cultist Punisher 6 248 
Q Cultist Priest 12 245 
Q Cultist Dredger 6 245 
“\e* Watcher 5 132 
He Scrapper 8 151 
ay) Ravager 20 197 


AFTER THE DVERRI 


Ik As soon as you Override the Core, sprint back to the 


spot where you placed 
crouch behind the Discharge 
Cultists storms into the cham| 
above the entrance. The traps 
scaffolding from which they'll 
avoid engaging them and wai 


DE 


he Deathbringer Gun and 
Pylon as a gang of Eclipse 

ber through a conduit directly 
you placed at the base of the 
drop should thin them out; 
out the countdown timer until 


a group of Watchers, Scrappers and a Ravager charge into 


the chamber through the wes 


tern hatch. Any machines 


which survive the traps you p 
engage the Cultists, so stay h 


aced in that location will 
idden behind the pylon and 


allow them to fight until only one side remains. The Death- 


bringer Gun is your contingen: 
and to mop up any remaining 
[>D 3]. 


Enemy Group 


cy — use it if you're spotted 
enemies after the battle 


Type Lvl. Page 
Q Cultist Thug 6 248 
Q Cultist Sniper 6 248 
Q Cultist Punisher 6 248 
Q Cultist Priest 6 245 
Q Cultist Dredger 12 245 
Ske Scrapper 8 151 

“ee Stalker 18 182 

THE ROUTE Balk 


When the room is clear, 
and machine carcasses 


07 


, loot all of the Eclipse corpses 
and walk up the ramp on the 


north side of the Core unit. The Discharge Pylon has risen to 
bridge the gap that previously prevented passage, so make 


your way across to the upper 
you emerge at the other end, 


conduit leading northwest. As 
you'll witness two Cultists 


being ambushed and killed by a Stalker; use the safety of 


ACTIVITY CAULDRON XI 


x 


your perch to knock off the Stalker's Stealth Generator and 
Mine Launcher, then finish it with arrows or bombs and 
drop down to the floor below [30 4]. Circle the perimeter 
of the room counterclockwise, past the recycling forge on 
your right and up a ramp to a dead end with several Supply 
Crates. Continue counterclockwise around the upper level 
until you reach the east side, then drop down to the door 
directly below you and Override it. 


BaLK if THE CAVERN 


0H Sneak through the door and back into the enormous 
cavern. With the Cauldron back online, this area is 
now patrolled by three Stalkers which prowl back and forth 
across your path; you'll need to either destroy them or 
sneak across the chamber through patches of tall grass 
to reach the arcing Discharge Pylon where you originally 
entered. If you choose to sneak, pay close attention to 
the path ahead of you: though well-camouflaged by the 
environment, the Stalkers’ stealth fields are not perfect and 
you can spot them by the moving distortions of light they 
create. If you prefer to fight, perch on the Tallnecks’ heads 
and snipe the Stalkers from above with Tearblast Arrows 
to destroy their Stealth Generators and Dart Guns before 
finishing them with other projectiles — Shock Bombs and 
Bolts are especially effective. 


When you reach the eastern end of the chamber, headshot 
the Cultist Heavy on the scaffold below the exit and climb 
the Discharge Pylon, then jump onto the handholds on the 
wall just above it and make your way to the ledge. A battle 
between several Cultists and a group of machines rages 
ahead; whether or not you choose to interfere is up to you, 
but you'll have trouble getting through until the passage is 
clear, so it's best to wait until only one side is left standing 
and finish the survivors afterward. Continue retracing your 
steps up the scaffolding and back through the cavern to 
the dig site exit, but proceed carefully to avoid drawing 
attention from the large group of machines slaughtering 
the remaining Cultists outside. Participation is optional; 
the quest is complete as soon as you step outside. 
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CAULDRON ZETA 


ps NPR ODA rh TL OLD A lh TT TE AS TS GY. 5) | ACT OPO OPK Ve CAPER htt APL Ie * “IAPS LT! 


2 = 
Recommended Lvl. , be 
Rewards 
© +10000 (0) 41 
Overrides Sx TEA 


Overrides Gained 
“ze Rockbreaker Nass Thunderjaw 


Saw” Stormbird 


Enemy Group 
“\e~ Watcher (Lvl. 6) “@x= Stalker (Lvl. 18) 
2 Redeye Watcher Pe i 
ae (Lvl. 10) S32 Thunderjaw (Lvl. 27) 


Recommended Loadout 


ae ceca APPROACHING ZETA 


Shadow Sharpshot Bow Precision Arrow, Tearblast Arrow 


aeae — Bows — oats —— _— [| (The safest direction from which to approach Cauldron ZETA is 
adow Sing reere Bomb shock Bom through the Scrapper Site to the southwest. The direct path 

Shadow Tripcaster Shock Wire, Blast Wire y i é a 

= San from the main road is guarded by three Stalkers and is occasionally 

ae i = ve used by Shell-Walker and Behemoth Convoys, which can cause 

Ee = Ee battles to get out of hand very quickly if you haven't completed 

Trap Detonating Blast Trap 


Cauldron XI. If you have the XI Overrides you may take the direct 
approach to the Cauldron entrance from the south, then simply hide 
in the tall grass at Position A, draw the Stalkers to you one by one 
with Lure Call, Override them and climb the rock formation at 
Position B [20 1]. Otherwise, approach through the Scrapper Site 
and slide down the rock face to the ledge at Position C — this grants 
access to the hidden entrance at Position D with only a Redeye 
Watcher blocking your way. 


THE PaTH DOWN 


2 Eliminate the Watcher, descend into the shaft and Override the 

door into Cauldron ZETA. Proceed through the conduit, drop 
into a cavern at the end and follow the left wall, looting the three 
Supply Crates along the way [0 2]. When you reach the third 
Supply Crate, turn left and continue west. Loot the Supply Crate 
sitting out in the open, then face south and loot another Supply Crate 
tucked away in the corner. Drop into the pit to the west, enter the 
hatchway and rappel down into the Core chamber at the other end. 
Pick off the two Watchers patrolling the fabrication platform, loot the 
Supply Crates scattered around the perimeter of the room, and begin 
making your battle preparations. 


Enemy Group 


Type Lvl. Page 
‘“\e* Watcher 5 132 
ge Thunderjaw 27 219 
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THUNDERJAW BaTTLe 


03 Now more than ever, you'll want to use every Trap and 

Tripwire at your disposal to pile as much damage as 
possible upon the Thunderjaw once it attacks. Choose 
which of the Discharge Pylons you plan to Override and lay 
your traps in front of it so that the Thunderjaw must walk 
through them in order to reach you [900 3/4]. If you have 
the ‘Triple Shot’ Skill, nock three Tearblast Arrows before 
climbing the pylon and aim for the Thunderjaw's Disc 
Launchers the moment the force field deactivates. Next, 
target the cannons on the sides of the Thunderjaw's head 
with Tearblast Arrows, and when both cannons have been 
dislodged, immediately switch to Freeze Bombs or Bolts 
and freeze the Thunderjaw as quickly as possible. At this 
point, let loose with every ounce of firepower in your 
arsenal and bring your target down. 


Owing to the lack of cover in the Core chamber and the 
Thunderjaw’s speed, you'll have no choice but to contin- 
ually dodge its attacks as it pursues you around the room. 
You may be able to slow it down temporarily with Tie Ropes, 
but doing so will buy you relatively little breathing room and 
you're better off merely focusing on freezing it so that your 
other attacks inflict more damage. The Thunderjaw's own 
Disc Launchers will inflict considerable damage upon it when 
it's Frozen, but you must be prepared to drop the launcher 


ACTIVITY CAULDRON ZETA 


and roll out of the way if the Thunderjaw rushes you. When 
you've vanquished this most worthy opponent, loot its car- 


cass and Override the Core unit to return to the surface. 
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481 


Tiga Zones are patches of land afflicted by a corro- 
sive force known only as Corruption. This dark energy 
eats away at human flesh and drives machines into a frenzy 
of indiscriminate aggression, thereby posing great danger 
to the neighboring Tribes [>O 1]. Eliminating the Corrupt- 
ed machines in these areas will stem the local Corruption 
and revert the land to its natural state; when a Corrupted 
Zone has been completely cleared and its Quest objective 
fulfilled, the Corrupted machines which populated that area 
will be gone permanently and will not respawn. 


ACTIVITY CORRUPTED ZONE: O1 


i 


Recommended Lvl. 
Rewards 


+6000 


En 


y Group 


e 


= Corrupted Longleg (Lvl. 20) 


®@ Corrupted Scrapper (Lvl. 15) 


Recommended Loadout 


Weapon AmmotType 
Carja Sharpshot Bow eel potest 
Carja Sling Freeze Bomb 
Carja Tripcaster Blast Wire 
Carja Hunter Bow Fire Arrow 
Firespitter Rocket Arrow 


his Corrupted Zone is located directly southwest of the 

Forsaken Village, on the lakeshore near the stranded 
soldier's location during the ‘In Foreign Lands’ Errand. The 
Corrupted Longlegs and Scrapper you'll have to destroy in 
this zone are very tough, so take every available measure to 
prepare yourself before coming here. In particular, purchase 
the Carja Tripcaster and upgrade its ammo pouch as many 
times as you can manage; bringing the Firespitter dropped 
by the Bandit Heavy at the Two-Teeth camp is also extreme- 
ly helpful if you haven't already cleared that area [90 2]. 


The Scrapper and both Longlegs wander around a small 
section of the woods at Position A. The safest place to set 
up your ambush is in the patches of grass along the water's 
edge at Position B; from this spot you'll have a relatively 
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clear view of the Corrupted machines you must destroy as ruins. Since Corrupted machines are hostile toward all fac- 


well as a trio of Snapmaws across the water at Position C. tions including other machines, the Scrapper and Longlegs 
The most straightforward approach is to lay Blast Wires will attack the Snapmaws when they reach the shoreline, 
between yourself and your targets, then draw them to you resulting in a battle that will decimate the Snapmaws and 
one by one with Lure Call and let the traps do the work. The significantly weaken the Corrupted machines. At this point, 
enemy strength in this Corrupted Zone may require you to you may sneak back to the grass at Position B and finish 


craft more Blast Wires, especially if you weren't able to max the remaining targets with Blast Wires or Fire Arrows. 
out the capacity of your Tripcaster Ammo Pouch, but as long 


as you bring enough materials for about 25 Blast Wires you If you're spotted and forced into a direct confrontation, the 
should be able to prevail without being forced into head-on Firespitter from the Two-Teeth Bandit Camp can destroy 
combat. the Scrapper and one of the Longlegs before running out of 

ammunition if you place your shots carefully and make use 
Another method is to hide in the grass at Position B and of the ‘Concentration’ Skill. Tearblast Arrows are particularly 
shoot the Snapmaws with Hunter Arrows to get their at- important for destroying the Longlegs’ Wings and Signal 
tention (their starting position is just out of Lure Call range). Antennae in this eventuality, disabling their ranged attacks 
When the Snapmaws begin swimming toward you, Lure and preventing them from alerting the other Corrupted ma- 
Call all three Corrupted machines to your location in the chines to your presence. Freeze Bombs from the Carja Sling 
patch of grass and when you're sure they're all on their way, are also helpful for maximizing your damage output against 
sneak up the cliff to Position D and hide in the cover of the these extremely sturdy opponents. 


CORRUPTED ZONE: O2 


erties 


Recommended Lvl. 
Rewards 


“45000 


Enemy Group 
% Corrupted Grazer (Lvl. 15) 


Recommended Loadout 


Weapon AmmoType 
Sharpshot Bow Precision Arrow 
Carja Sling Freeze Bomb 
Carja Tripcaster Blast Wire 
Carja Hunter Bow Fire Arrow 
his straightforward Corrupted Zone pits you against your Tripcaster, then lure the Grazers into your Tripwires 
three Corrupted Grazers. You can climb the large rock at with rocks or Lure Call. If you Override a Broadhead at the 
Position A or the wider ridge at Position B for safe vantage site to the west (or summon a mountable machine with the 
points from which to target the Grazers’ Blaze Canisters ‘Call Mount’ Skill), you can let your mount fight it out with 
with Fire Arrows; alternately, you can simply hide in one of the Grazers while you target their Blaze Canisters. 


the patches of grass and set up Blast or Shock Wires with 
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ACTIVITY CORRUPTED ZONE: 02 | 03 


CORRUPTED ZONE: 03 


AmmoType 


Precision Arrow, 


Carja Sharpshot Bow STcarsctarron 


Carja Sling Freeze Bomb 
Carja Tripcaster Blast Wire, Shock Wire 
Carja Hunter Bow Fire Arrow 


pproach the west side of the ruins along the road from 

the Southern Embrace Gate and enter the building via 
the stone ramp at Position A. Wait until the Corrupted 
Scrapper patrolling inside turns away from you (or eliminate 
it right away with a Silent Strike and Fire Arrows if you feel 
confident that you can do so before it recovers), then place 
Shock and Blast Wires across the gap on the right side of 
he room so that the Scrappers will have to walk through 
hem to reach you [>©) 1]. Sneak to the top of the stairs on 
he building's north side and use Lure Call or throw Rocks 
to draw the Scrappers to you one by one; if necessary, use 
he broken walls in the room for cover while you wait for 
he Scrappers to hit your Tripwires [>O) 2]. 


As soon as each Scrapper hits the traps, bombard it with 
Fire Arrows or move in for a Critical Hit. In order to reach 
he Scrapper patrolling beneath the building, you may need 
to move outside to attract it with Lure Call; alternately, you 
can simply lay Shock Wires across the basement's exits 
and draw the Scrapper through with Lure Call or by hitting 
it with Fire Arrows. The most important element of this 
strategy is to keep the Scrappers separate and avoid fight- 
ing more than one at a time, so make use of the abundant 
cover in this location to set up traps and divide the enemy 
group in order to maximize your advantage while keeping 
risks to a minimum. 
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CORRUPTED ZONE: 04 


Recommended Lvl. 


Enemy Group 
@@ Corrupted Scrapper (Lvl. 15) 
@ Corrupted Glinthawk (Lvl. 23) 


Recommended Loadout 


Weapon AmmoType 

Carja Hunter Bow Fire Arrow 

Shadow Ropecaster Tie Rope 

Shadow Sling Fire Bomb 

Shadow Tripcaster Blast Wire, Fire Wire 


pproach this Corrupted Zone from the northeast and hide 

behind the large rock at Position A to avoid detection by 
the Corrupted Scrappers. From this location, snipe the Glin- 
thawks with Fire Arrows to draw their attention, then drag 
hem to the ground with Tie Ropes when they approach 
and finish them with Fire Bombs while they're immobilized 
[20 1/2]. You can skirt around the rock to block the Glint- 
hawks’ ranged attacks if necessary, but keep a close eye on 
he Scrappers. 


When only the Scrappers remain, hide in one of the patch- 
es of tall grass dotting the area and draw each Scrapper 
oward you individually with Lure Call or by throwing Rocks. 
Try your best to isolate the Scrappers by using the uneven 
terrain and obstacles, then let loose with Fire Bombs. You 
may also lay Fire Wires across the Scrappers’ patrol routes 
tom the tall grass and draw the machines into your traps 
with Rocks or Lure Call. If you’ve cleared Cauldron XI, you 
may Override the Stalkers at the site to the south and lure 
the Corrupted Glinthawks and Scrappers toward them for a 
bit of assistance. 
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ACTIVITY CORRUPTED ZONE: 04 | 05 


CORRUPTED ZONE: 05 


SP) ETERS OX i CP ES LE I LT 


Recommended Lvl. =u 2 0 


Rewards 


Enemy Group 
ra Corrupted Longleg (Lvl. 20) 


‘4h Corrupted Trampler (Lvl. 20) 


Recommended Loadout 
Weapon Ammo Type 


Carja Hunter Bow Fire Arrow 
Precision Arrow, 


| Carja Sharpshot Bow 


Tearblast Arrow 
Shadow Sling E a Freeze Bomb, Fire Bomb 
Shadow Blast Sling Blast Bomb, Sticky Bomb 


pproach this Corrupted Zone from the south and circle 

the inside wall of rock counterclockwise to a narrow path 
leading upward onto the butte at Position A. Jump up on 
the rocks at the very end and turn right, then walk a few 
steps forward to the shelter of an overhang [90 3]. The 
Corrupted machines below will be unable to reach you here, 
though you may have to fend off a couple of less dangerous 
Glinthawks in order to secure your perch. When ready, aim 
for the Corrupted Trampler’s Processing Units with Precision 
Arrows when they move close to the Corrupted Longlegs 
—try to catch as many of the Longlegs as possible in the 
resulting blasts. Finish the Tramplers with Precision Arrows 
or Fire Bombs from your perch, then turn your attention to 
the Longlegs. 


Try to destroy the Longlegs’ Concussion Sacs with Pre- 
cision Arrows as this will inflict extra damage and knock 
them to the ground [>D 4]. Afterward, switch to Blast 

or Fire Bombs and finish the job. If you've already cleared 
Cauldron XI, you can tie down the nearby Glinthawks with 
your Ropecaster and Override them, at which point they 
may begin attacking the enemies in the basin below. Freeze 
Bombs and Arrows are also effective against the Corrupted 
Tramplers and Longlegs in this zone; you may alternatively 
freeze your targets and follow up with Precision or Hunter 
Arrows, Blast Bombs or Sticky Bombs to inflict greatly 
increased damage. 
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CORRUPTED ZONE: Ob 


Recommended Lvl. 


+6000 


“@® Corrupted Stalker (Lvl. 23) 


ad L *) 
Weapon Ammo Type 
Carja Hunter Bow Fire Arrow 
Shadow Sharpshot Bow Tearblast Arrow 


Shadow Sling Fire Bomb 
Shadow Tripcaster Blast Wire, Fire Wire 


hough few in number, the Corrupted Stalkers in this 

zone are extremely powerful and must be treated with 
caution. Approach the site from the north and lay Traps and 
Tripwires across the openings between the boulders and 
the riverbank at Position A [> 1]. Sneak south into the 
closest patch of grass and use ‘Call Mount’ to summon a 
mountable machine if you have access to the Skill — a dis- 
raction is invaluable for buying you enough time to knock 
off the Stalkers’ Stealth Generators with Tearblast Arrows 
[>D 2]. Climb to the top of the boulders, locate one of the 
Stalkers and strike it with Tearblast Arrows, then immediate- 
ly retreat to the ground behind the rock formations — if your 
Mount doesn't slow the Stalker down, your Traps should 
do so just long enough for you to finish it with Fire Bombs 
behind the cover of the boulder. 


If your Mount is destroyed during the battle, summon 
another and set up more traps, then climb the boulders and 
locate another Corrupted Stalker. Dislodge its Stealth Gen- 
erators with Tearblast Arrows, retreat behind the boulders 
and finish the Stalker with Fire Bombs before it can retali- 
ate. At some point during the fight, a pair of non-corrupted 
Stalkers patrolling the south side of the zone may join the 
battle and attack their Corrupted kin; if this happens, seize 
the opportunity and let them weaken each other before you 
take any further action. Remember that in addition to their 
weakness to fire attacks, the Corrupted Stalkers still retain 
their standard vulnerability to Shock damage — use this to 
your advantage if you run out of Fire Bombs or Arrows. 
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ACTIVITY CORRUPTED ZONE: 06 | 07 


CORRUPTED ZONE: 07 


SER) RTT OT 1 CT RD APL Re AST LIE 
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Recommended LvI. ice 


1 ennenEEnnE EERE aE, we 


~ ~< 
Se 


Rewards 


Enemy Group 
"J Corrupted Charger (Lvl. 18) 
@= Corrupted Fire Bellowback (Lvl. 23) 


Recommended Loadout 

Weapon AmmotType 

Carja Hunter Bow Fire Arrow 

Shadow Sharpshot Bow Precision Arrow 

Shadow Sling Fire Bomb 

Shadow Blast Sling Blast Bomb, Sticky Bomb 


pproach this Corrupted Zone along the road from the 

south and climb the southern cliffs encircling the amphi- 
theater to the perch directly above the Vantage Cache at 
Position A. Use Precision Arrows to destroy the Bellow- 
back’s Cargo Sac and if possible its Gullet; try to time the 
explosions so that they engulf as many of the Chargers as 
possible [> 3/4]. Continue to focus your Fire Arrows and 
Bombs on the Bellowback until it falls, then move down the 
cliffs and snipe the Chargers with Fire Arrows from a safe 
distance [20 5]. You may need to knock an armor plate off 
of the Chargers’ backs with Precision or Tearblast Arrows 
before you can hit the Blaze Canisters beneath with Fire 
Arrows. Once the Chargers have been thinned out, pursue 
any stragglers and finish them with Fire, Blast or Sticky 
Bombs. 
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Recommended Lvl. 

Rewards 

©) 45000 

Enemy Group 

‘~* Corrupted Watcher (Lvl. 12) 
@@ Corrupted Scrapper (Lvl. 15) 


Recommended Loadout 


Weapon Ammo Type 
Sharpshot Bow Precision Arrow 
Carja Sling Freeze Bomb 
Carja Tripcaster Blast Wire 

Carja Hunter Bow Fire Arrow 
Firespitter Rocket Arrow 


his Corrupted Zone is located in the Forsaken Village just 


before Daytower. All five Corrupted mach 


ines patrol back 


and forth along the same route between Positions A and B, 


and will attack together if they spot you. The 
small patches of grass near the Campfire at 


re are several 
Position C, 


two of which sit on a slightly recessed section of the hill 


below the machines’ field of view; the safes 


way to handle 


this encounter is by drawing each enemy toward you one 
by one using Lure Call while hiding in the grass, then mov- 


ing to another patch and performing a Silent 
your target is within range [>O0 1]. Optional 


take cover behind the small hut at Position D. 


Another, albeit slightly riskier method is to p 


Strike when 
ly, you may also 


ace Blast Wires 


across the machines’ patrol route using the Carja Tripcaster 
—as long as you highlight their path and stay in the patches 


of grass along the road, you can eliminate al 
having to engage them in direct combat. 


five without 


If you are carrying the Firespitter dropped by the Bandit 


Heavy at the Two-Teeth camp, you can bring 


it to this loca- 


tion and use it to demolish the Corrupted machines with 

relatively little effort [>O 2]. Staying out of sight and luring 
them one ata time is still a good idea, but the Firespitter's 
tremendous power is more than enough to obliterate your 


targets before they can mount a counteratta 


ck. If you 


choose to use this strategy, focus on the Scrappers first as 


they are the more dangerous opponents in t 


his encounter. 
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/ ACTIVITY CORRUPTED ZONE: 08 | 09 J 


CORRUPTED ZONe: 09 
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Recommended LvI. 2 7 


Rewards 


PE LE) 2 
qy 


Enemy Group 
RF Corrupted Ravager (Lvl. 27) 
@= Corrupted Fire Bellowback (Lvl. 23) 


Recommended Loadout 

Weapon AmmotType 

Shadow Hunter Bow Fire Arrow, Hunter Arrow 
Shadow Sharpshot Bow Tearblast Arrow a 
Shadow Sling Fire Bomb 

Shadow Rattler Freeze Bolt, Metal Bolt 


F rom the Campfire just west of this Corrupted Zone, 
sneak northeast through the stand of trees and follow 
the northern cliff face up the hill, then take a sharp left turn 
onto a small outcropping at Position A [>D 3]. From this 
perch, begin by knocking the cannons off the Ravagers’ 
backs using Tearblast Arrows — the ‘Concentration’ Skill 
should give you enough time to dislodge both cannons be- 
fore the Ravagers detect you and take evasive action. With 
the main ranged threat neutralized, immediately switch 

to Precision Arrows and destroy the Bellowback’'s Cargo 
Sac, which should engulf one or both of the Ravagers as 
well. Try to destroy the Bellowback’s Gullet with Precision 
Arrows as well, if possible; this will create another blast and 
possibly damage the Ravagers again. 


At this point, finish off the enemies below with Fire Arrows, 
Precision Arrows or Fire Bombs. If they flee into the woods, 
sneak carefully back to the ground and pick up one of the 
Ravager Cannons, then approach any remaining enemies 
and blast them from as far away as possible. If two or three 
of the Corrupted machines are still standing or if the sur 
vivors still have a substantial amount of health, carry both 
Ravager Cannons to a spot from which you can reach the 
machines and unload both of them into your foes [>O 4]. 
Should the Ravagers corner you after you've abandoned 
your perch on the cliff, climb the boulder in the middle of 
the field at Position B - they'll have trouble reaching you 

in this spot and you'll be able to take them out with Fire 
Bombs with less risk of retaliation. 


CHAPTER 04 QUEST GUIDE 49] 


CORRUPTED ZONE: 10 


W cueemenmennes 


95 BY. 
Recommended Lvl. 3 Zz 4 Z 


Rewards 


Enemy Group 


‘S@P Corrupted Rockbreaker (Lvl. 34) 


Recommended Loadout 


Weapon Ammo Type 

Shadow Blast Sling __Blast Bomb, Sticky Bomb 
Precision Arrow, 

Shadow SNeRpSPONEOW Tearblast Arrow 

_Shadow Sling | Freeze Bomb, Fire Bomb 

Shadow Tripcaster Blast Wire, Fire Wire 


B ring lots of ammunition and Resources to this battle - 
you'll be facing extremely tough and sturdy enemies 
clad in heavy armor. Approach the Corrupted Zone from the 
northwest and head for the large rock formation at Position 
A [30 1]. Hide in the tall grass until the Corrupted Rock- 
breakers are looking away from you, then move to the north 
side of the rock formation and climb to the top [>O 2]. 

The Rockbreakers cannot reach you with melee attacks in 
this location; you'll still have to watch out for their ranged 
rock attacks, but you can avoid these by ducking behind the 
crest of the rocks. Begin by knocking off the Rockbreakers’ 
armor with Tearblast Arrows, then lob Freeze Bombs down 
on them when they emerge from the ground below you. 


When the Rockbreakers are frozen, target their Exhaust 
Ports with your strongest attacks: Precision Arrows, Sticky 
Bombs, Metal Bolts and any other munitions at your dis- 
posal work well. You may also aim for the Fuel Sacs with 
Precision Arrows — doing so will generate a large explosion 
that can engulf both Rockbreakers and set them ablaze. Al- 
ternatively, place Tripwires on the ground at the base of the 
rocks without leaving the safety of your perch; Blast Wires 
are the best option once you've frozen the Rockbreakers. 
Fire Bombs are effective, but require more ammunition 
and will take longer to wear the Rockbreakers down. A 
Behemoth Convoy may pass by along the road to the north; 
if this occurs, shoot the Behemoth a few times or draw it 
toward you with Lure Call and it will attack the Rockbreak- 
ers instead. 
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ACTIVITY CORRUPTED ZONE: 10 | 11 


penal - < 
eS 24 ; 
si. Recommended Lvl. wT 1] 


Enemy Group 
wr Corrupted Broadhead (Lvl. 18) 


§@ Corrupted Behemoth (Lvl. 32) 


Recommended Loadout 


Weapon AmmotType 

Shadow Hunter Bow is ee 

Shadow Sharpshot Bow Tearblast Arrow 

Shadow Sling Fire Bomb a 
Shadow Tripcaster Blast Wire, Fire Wire 
Ravager Cannon Pulse Blast 


B efore tackling this Corrupted Zone, you may want to pick 
up a Ravager Cannon from the west side of the Rust- 
wash Tallneck zone. Carry the cannon north along the road 
to the second arch at Position A, then walk directly west to 
a small gap in the rocks at Position B. Using the Ravager 
Cannon and Fire or Precision Arrows, shoot the Corrupted 
Broadheads through the gap and destroy them one by one 
[0D 3]. Keep an eye on them to make sure none circle 
behind you and if any do, prioritize eliminating them before 
you turn your attention back to the enemies below. When 
all of the Broadheads are out of commission (or if one of 
the Behemoths chases you) drop down into the gorge and 
climb the hill to your right [>O) 4]. About halfway up the 
hill, turn left onto a small ledge at Position C overlooking 
the gorge. 


From this spot, target the Corrupted Behemoths’ Force 
Loaders with Tearblast Arrows to disable their ranged rock 
attacks, then switch to Freeze Bombs or Arrows. Freeze the 
Behemoths and strike with Precision or Hardpoint Arrows, 
Blast Bombs or Sticky Bombs to wear them down. If they 
lee, you may need to chase them just far enough to get 
their attention with a few arrows, then quickly return to 
Position C. You can help prevent the Behemoths from flee- 
ing by overriding the Striders, Longlegs and Ravagers near 
he Campfire to the south of the Corrupted Zone - if the 
Behemoths attempt to cross this area, they will be attacked 
by your Overridden machines 
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RECOMMENDED GAME PROGRESSION 


he following tables lay out our recommended path of 

progression through the game's Quests, Errands and 
Activities. The order of entries has been structured to ena- 
ble the earliest possible acquisition of advanced weapons, 
allowing you to reap the benefits of these tools in as many 
encounters as possible; for this purpose, the table also in- 
cludes suggested points at which to procure the Resources 
for newly-available equipment as well as the best locations 
for doing so. Trophy-related Collectables are also covered 
in these tables and can be picked up along the way as you 
progress through the game. 


Finally, the Flashpoint system is used throughout the game 
to highlight conversations that carry more emotional weight 
than others and let you influence Aloy’s responses. Many 
of them only directly affect the conversation they take place 
in, but others have far reaching consequences. The exact 
place at which these special Flashpoints take place in the 
game has been highlighted within the steps, so that you 

to take extra care when considering your responses during 
these conversations. 


Ql ‘Gift from the Past’ Automatic 
Mandatory introductory Quest. 
02 ‘Hunting with Rost’ Automatic 


Mandatory introductory Quest. 


Flashpoint 


Occurrence: 
After Bast throws a rock at Aloy 


Consequence: 
Affects the dialogue with Bast in 
the lodge during ‘Mother's Heart’ 


Then good riddance & 
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Initiate ‘The Point of the Spear’ Automatic 


This Quest begins automatically upon completion of ‘Hunting with 
Rost! 


Knock over Grazer Dummies Rost’s Hovel 


Knock over the seven Grazer Dummies located at Rost’s Hovel. 
Acquire the Metal Flower Ruins visited during 
Mark | (A) hidden in the Ruins ‘Gift from the Past’ 
Use melee attacks to destroy the stalactites and stalagmites block- 
ing the rooms that were inaccessible during ‘Gift from the Past! 
Loot the Metal Flower and other treasure in these rooms before 
exiting the Ruins. 


Thok/Central 


In Her Mother's Footsteps’ Embraca (Campfire 
Completing this Quest will grant a Damage upgrade for your Spear. 


Purchase Tripcaster, Carja Sling 


and Sharpshot Bow Karst/Mother’s Cradle 


Acquire Blaze at the Strider Site in the central Embrace. Sell excess 
Modifications and Resources for Metal Shards. (Do not sell animal 
bones/skins — you'll need them for Satchel upgrades.) 


Mother's Cradle 


Knock over two Grazer Dummies: one at Karst's shop and the other 
nearby in Mother's Cradle. 


“Odd Grata’ 


Knock over Grazer Dummies 


Odd Grata/Northern Embrace 


Any wildlife will drop the required meat. The best hunting spots are 
in the forests surrounding Mother's Cradle and the Ruins. 


‘The Forgotten’ Olara/Central Embrace 


Speak with Olara atop the large rock formation to start the Quest. 


Acquire the Metal Flower Mark I (C) near the Rost/Northern 
Northern Embrace Gate and finish ‘The Point Embrace 
of the Spear’ Campfire 


Meet up with Rost at the Campfire and finish the remainder of 
the Quest. The flower is located up the hill on the left side of the 
road behind the first destroyed cabin on the way to the Sawtooth 
encounter. 

Initiate ‘Mother's Heart’ Rost/Mother’s Heart 


Speak to Rost outside Mother's Heart to initiate this Quest. 


Flashpoint 


Occurrence: Consequence: 
Changes the dialogue when you 


first go to visit Rost’s Grave 


At the end of your conversation 
with Rost outside of Mother’s 
Heart 


Knock over Grazer Dummies Mother's Heart 
Knock over two Grazer Dummies in Mother's Heart. 
Purchase Nora Protector Light Outfit Teb/Mother’s Heart 


Speak to Teb during ‘Mother's Heart’ to make these purchases. 
Equip the Nora Protector Outfit immediately for use in The Proving. 


Finish ‘Mother's Heart’ Resh/Mother's Heart Lodge 
Approach the lodge door to finish the quest. 


‘The Proving’ Automatic 
Mandatory Quest with guided progression. 
“Womb of the Mountain’ Automatic 


Mandatory Quest with guided progression. Crawl through the air 
duct near where you reclaim your weapons and obtain the Power 
Cell behind the locked door before completing this Quest. 
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Initiate ‘A Seeker at the Gates’ Automatic 


This Quest will begin automatically upon completion of ‘Womb of 


the Mountain: 
Knock over Grazer Dummies Mother's Watch 


Knock over two Grazer Dummies outside the gate of Mother's 
Watch. 

Acquire the Metal Flower 
Mark | (B) near Rost’s Hovel 
Pass through the previously closed gate to the southwest and fol- 
low the road until you reach a pair of totem poles on the right. Pass 
between them and follow the Brave Trail to the Metal Flower. 
Initiate “The War-Chief's Trail’ 


This Quest will begin automatically after speaking with Varl at the 
Main Embrace Gate. 


Southwest of Rost’s Hovel 


Automatic 


Main Embrace 
Gate Merchant 


Purchase the Metal Flower, Ancient Vessel, 
Banuk Figure and Vantage Cache Maps 


If necessary, gather or purchase additional Resources so that you 
can afford all four maps. If you need Metalburn, you can obtain 
some by clearing the nearby Corrupted Zones. 


Main Embrace Gate or Nora 
Hunting Ground Merchants 


Purchase the Carja Tripcaster 
and Carja Sharpshot Bow 


The upgraded Tripcaster is required for completing the Blast Wire 
Trial. If you're short on Chillwater, you may simply purchase the 
required amount from either Merchant. 
Acquire the Air Combat Academy 


Vantage Cache southeast of the Main 
Embrace Gate 


Precipice overlooking 
Corrupted Zone 03 


The cache is located on a hill overlooking the ruined building 
patrolled by Corrupted Scrappers. 
Ruins southeast of the 


Clear Corrupted Zone 03 Mali Evibreca Gate 


The Southern Embrace Gate will still be sealed at this point, so 
you'll need to access the Corrupted Zone via the main gate instead. 
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Clear the Nora Hunting Trials Nora Hunting Ground 


Aim for three Blazing Suns. Clearing all three Trials will also fulfill the 
requirements for the next step of ‘Hunting for the Lodge’ 

Advance ‘Hunting 
for the Lodge’ 
Clearing all three Trials at the Nora Hunting Ground will automatical- 
ly fulfill the requirements for entry into the Hunter's Lodge. 


Nora Hunting Ground 


Knock over Grazer Dummies Nora Hunting Ground 


Knock over two Grazer Dummies at the Nora Hunting Ground. 


Collect Resources Nora Hunting Ground 


Repeat the ‘Parts Alone’ Trial to gather enough Resources and Met- 
al Shards for the next set of equipment purchases. Sell any excess 
Grazer Hearts or Lenses, Modifications, Machine Cores, Blaze and 
Sparker to the Merchant to expedite your Shard acquisition. 
Initiate ‘The Ancient Armory’ and acquire the 

Metal Flower Mark | (F) inside the Bunker 

The flower is in plain view as you swim toward the remains of the 
laboratory. Examine the equipment to start the Quest, then pick up 
the Power Cell in the lab and make your way back to the surface. 


Acquire the “Arches” Ancient 
Vessel near Devil’s Thirst 


Bunker 


Vicinity of the Bunker 
The flower is in a pile of Ancient Debris on the south riverbank, just 
northeast of the Bunker's entrance. 


Initiate ‘Insult to Injury’ and 
‘A Daughter's Vengeance’ 
Visit Mother's Rise and accept both Quests available there: ‘Insult 
to Injury’ and ‘A Daughter's Vengeance: 


Fia, Yan/Mother’s Rise 


Complete ‘Insult to Injury’ Vicinity of Mother’s Rise 


Be prepared for a fight against a group of Scrappers. 


Knock over Grazer Dummies Mother's Rise 


Knock over two Grazer Dummies in Mother's Rise. 


Initiate ‘Cauldron Sigma, ‘Sanctuary’ 
and ‘Luck of the Hunt,’ and advance ‘A 
Daughter's Vengeance’ 


Accept these Quests from their respective NPCs in Mother's 
Crown, then speak with Solai to advance ‘A Daughter's Vengeance! 


Advance ‘A Seeker at the Gates’ 


Dral, Den,Taim, 
Solai/Mother’s 
Crown 


Marea/Mother’s Crown 
Speak with Marea to advance this Quest. 
Knock over Grazer Dummies Mother's Crown 
Knock over two Grazer Dummies in Mother's Crown. 


Override the Devil's Thirst Tallneck Devil's Thirst 


This will clear the fog from the entire eastern third of the map. 
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Advance ‘Sanctuary’ Devil’s Thirst 


You'll have to fight two Sawtooths simultaneously, so bring plenty 
of Traps, ammunition and health potions. 


Acquire the Colorado Springs Vantage 


Cache near the Devil's Thirst Talineck Devil's Thirst 


You'll need to climb a Brave Trail inside the ruined skyscraper at the 
northwest corner of the Tallneck’'s patrol route to reach this cache. 
Initiate ‘Cause for Concern’ Nil/Devil’s Thirst Bandit Camp 
Speak to Nil outside the camp to initiate the quest. 


Clear the Devil'sThirst 


Bandit Camp Devil's Thirst Bandit Camp 
Speak to Jom after clearing the camp for some additional dialogue. 
Knock over Grazer Dummies Devil's Thirst Bandit Camp 


Knock over one Grazer Dummy at the Devil's Thirst Bandit Camp. 


Acquire the “Wayfarers” and “DroneHop” Vicinity of 
Ancient Vessels near the Devil’sThirst Bandit Devil's Thirst 
Camp Bandit Camp 


The “Wayfarer” vessel is located in a pile of Ancient Debris along 
the road leading to the camp's south entrance. The “DroneHop” 
vessel is in another pile of debris near Nil’s position north of the 
camp. 

Acquire the Explorer Museum Vantage 
Cache near the Devil’s Thirst Bandit 
Camp 


Vicinity of Devil's 
Thirst Bandit Camp 


The cache sits atop a spire of rock overlooking the road that runs 
along the southern edge of the forest. 


Acquire the “My Claim” Banuk 
Figure near the Devil's Thirst 
Bandit Camp 


Mountainside northeast of the 
Devil's Thirst Bandit Camp 


The figure is accessible via a long Brave Trail at the end of the road 
leading east from the nearby Vantage Cache. The trailhead is clearly 
marked with paintings and two large posts. 


Riverbank northeast of 
Mother's Crown 


Watch out for the Sawtooth patrolling the woods on the east side 
of the river. 


Advance ‘Luck of the Hunt’ 


‘Underequipped’ South of Cauldron SIGMA 
The Quest will start automatically when you approach the caravan. 
Cauldron SIGMA 


You cannot exit the Cauldron until you've completed the Quest, so 
be absolutely sure to bring plenty of Resources for crafting ammuni- 
tion and healing potions. 


Clear Corrupted Zone 07 Northeast of Cauldron SIGMA 


Approach the site via the south road and climb the southern cliff to 
snipe the Corrupted Machines from a safe perch. 


Clear Cauldron SIGMA 
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Acquire the Sterling-Malkeet Amphitheater Corrupted 
Vantage Cache at Corrupted Zone 07 Zone 07 


The cache is in plain view on the ground below the southern cliff 
face. 


‘A Moment's Peace’ Tikuk/Banuk Encampment 


Avoid the Machines on the way to the camp in order to make the 
long trek a bit faster. When you arrive, purchase a Fast Travel Pack 
from the local Merchant. After completing this Quest, Aluki will join 
you in Meridian during the game's final Quest. 


Acquire the “Punishment” 
Banuk Figure near the Banuk 
Encampment 

The Brave Trail leading to this figure begins at the foot of the cliffs 
just southeast of the encampment. Look for a small Banuk painting 
at ground level and several conspicuous wooden poles a short 
distance up the mountainside. 


Acquire the Metal Flower 
Mark I (H) near the Grave- 
Hoard 


This flower is in plain view a few steps south of the Campfire along 
the road leading to the Grave-Hoard. 


Complete ‘Luck of the Hunt’ 
and ‘Sanctuary’ 


Mountainside northeast of the 
Banuk Encampment 


Valley south of the 
Grave-Hoard 


Taim, Den/Mother's Crown 


Fast Travel to Mother's Crown and speak to the respective NPCs to 
complete these Quests. 


Clear the Valleymeet Hunting 


Trials and collect Resources Nalley meee Bundna;crodnd 


Aim for three Blazing Suns and repeat the Freeze or Shock Trials 
until you acquire a Bellowback Heart. Afterward, hunt Shell-Walkers 
at the Machine Site just south of Valleymeet to acquire a Shell-Walk- 
er Heart. 


Purchase the Nora Protector 
Heavy and Nora Silent Hunter 
Heavy Outfits 


Both of these Outfits will provide a crucial edge in many future 
encounters. Other Outfits available from Merchants at this point in 
the game are optional. 


Valleymeet Hunting 
Ground Merchant 


Knock over Grazer Dummies Hunter's Gathering 


Knock over two Grazer Dummies in Hunter's Gathering. 
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Acquire the “1 Name You” 
Banuk Figure near Hunter's 
Gathering 


The Brave Trail leading to the figure starts in Hunter's Gathering — 
look for a climbable pole next to the left Grazer Dummy. 


Mountainside northeast of 
Hunter's Gathering 


East end of the valley leading 
to Daytower 


Use the rock formations surrounding the Corrupted Grazers as 
cover while you target their Blaze Canisters with Fire Arrows. 
Clearing this zone counts toward the total required for ‘A Seeker at 
the Gates! 


Clear Corrupted Zone 02 


Acquire the two Metal Flowers 
Mark I (I and J) between 
Cormpted Zones 02 and 08 


The (I) flower lies west of Corrupted Zone 02 at the foot of a tree 
along the north side of the road. The (J) flower is on the north side 
of the road slightly east of Corrupted Zone 08. 


Clear Cormupted Zones 08 
and 01 


Only one of these zones is required if you've already cleared Zone 
02, but both count toward the total. Tread carefully when you reach 
Zone 01 —- the Corrupted Longlegs there are considerably stronger 
than most other enemies you've faced so far. 


Acquire the Bridal Veil Falls 
Vantage Cache near the Two- 
Teeth Bandit Camp 


This cache sits on a cliff overlooking the Forsaken Village. To reach 
it, follow the road toward Daytower and look for three tall shrubs 
growing close together — follow the ledge directly behind them to 
reach its location. 


Clear the Two-Teeth 


Bandit Camp and Knock Over 
Grazer Dummies 


Central valley leading 
to Daytower 


West end of the valley 
leading to Daytower 


Directly west of the Forsaken 
Village 


Two-Teeth Bandit Camp 


Save the Bandit Heavy’s Firespitter for the final encounter of ‘A 
Seeker at the Gates’ — after clearing the camp, knock over one 
Grazer Dummy near the alarm and carry the Firespitter to Daytower 
for use in the upcoming battle. 


Sawtooth Site in the 
mountains north of the 
Two-Teeth Bandit Camp 


Acquire the Metal Flower 
Mark III (C) north of the Two- 
Teeth Bandit Camp 


Follow the road north from the junction at the Sawtooth Site and 
climb over the edge of the rocks ahead to reach this flower. 
Complete ‘A Seeker at the Gates’ Daytower 


Defeat the Corrupted Machines attacking Daytower and approach 
the gate to complete this Quest. 


Initiate ‘The City of the Sun’ Automatic 


This Quest will automatically begin upon completion of ‘A Seeker at 
the Gates’ 
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Advance ‘A Daughter's 
Vengeance’ 


Cpt. Balahn, Zaid/Daytower 


Speak with Captain Balahn, then with Zaid to advance the quest. 


Purchase the Carja Ropecaster 
and a Gold Fast Travel Pack 


You'll need the Ropecaster for the Greatrun Hunting Trials, and the 
Gold Fast Travel Pack will provide a tremendous convenience when 
you need to revisit areas you've already explored. 


Daytower 


‘In Foreign Lands’ Captain Balahn/Daytower 


You'll have to fight at least one Snapmaw, so bring plenty of 
ammunition and restock your healing potions at Daytower before 
you leave. 


Complete ‘The War-Chief's Trail’ 


Head for the location indicated on the Map and complete the 
Quest. 


Massacre Site 


Initiate ‘Revenge of the Nora’ Automatic 


This Quest will automatically begin upon completion of ‘The War 
Chief's Trail’ 


Acquire the Metal Flower 
Mark I (D) near the Eclipse 
dig site 


Eclipse dig site visited during 
‘The War-Chief's Trail’ 


This flower can be found up the hill to the northeast of the dig site. 


Advance ‘Revenge of the Nora’ 
and clear Eclipse Camp | 


Rest at the Campfire to trigger the Quest's opening cutscene, then 
clear the nearest Eclipse camp on the west side of Devil's Grief. 


Acquire the “Miriam” and “USRC” Ancient Eclipse Camp | 
Vessels at Eclipse Camp | & Vicinity 


The “Miriam” vessel is in a pile of Ancient Debris by the roadside 
at the southwestern corner of the camp. The "USRC” vessel can 
be found in a pile of debris on the south side of the road leading 
toward the ruins of a gas station. 


Campsite west of Devil's Grief 


Acquire the Metal Flower 
Mark | (E) near Eclipse Camp | 


You'll find this flower nestled in the forested ruins of an ancient 
building on the south side of the remaining wall. 


Due south of Eclipse Camp | 


Due south of the 
ruined gas station 


Acquire the “KZ” Ancient Vessel south 
of Eclipse Camp Il 


This vessel can be found in a pile of Ancient Debris in a ruined 
garage directly south of the Campfire at the gas station. 
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Clear Eclipse Camp Il South side of Devil’s Grief 


Be careful of the Corrupted Watchers wandering the roads between 
each camp, and remember to craft Antidotes and healing potions as 
necessary. 


Acquire the Metal Flower 
Mark I (G) east of Eclpse 
Camp Il 


This flower lies at the easternmost corner of a large ruined building 
on the shore, at the foot of the exterior wall. 


Lakeshore along the southeast 
edge of Devil's Grief 


Acquire the Denver Stadium 
Vantage Cache east of Eclipse 
Camp Ill 

Enter the ruined skyscraper and locate a pair of lit torches atop a 
pile of rubble — the Brave Trail leading to the cache begins in the 
corner near the torches. 


Skyscraper on the east 
side of Devil's Grief 


Clear Eclipse Camp Ill and complete North side of 
‘Revenge of the Nora’ Devil's Grief 


Clear the final Eclipse Camp and head for the Metal Ring to avenge 
the Nora. Sona and Varl will now aid you during the game's penulti- 


mate Main Quest. 
“Shortage of Supplies’ Sona/Mother’s Crown 


Sona will take up residence in Mother's Crown after you complete 
‘Revenge of the Nora! 
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Clear the Greatrun Hunting 
Trials 


Aim for three Blazing Suns. If you're feeling bold, you can destroy 
the Stormbird circling to the northeast for some high-level Modifica- 
tions (it may already be fighting a group of Carja soldiers when you 
arrive, so use this to your advantage). 


Greatrun Hunting Ground 


Acquire the Metal Flower 
Mark III (J) near Morning’s 
Watch 


The flower is hidden under the east end of the bridge spanning the 
river between Morning's Watch and Lone Light. 


Directly between Morning's 
Watch and Lone Light 


Acquire the Metal Flower 
Mark II (C) north of Lone Light 
This flower is in plain sight at the riverside intersection where the 
road branches westward toward a Thunderjaw Site. 


Road junction due north 
of Lone Light 


Override the Copper Deeps 
Talineck 


This will reveal a circular area of the map surrounding the Tallneck. 


Just west of Cauldron RHO 


Acquire the Metal Flower 
Mark Ill (H) at Copper Deeps 
This flower is immediately visible in the center of the western 
lakeshore between the two islands. 
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Clear the Gatelands Bandit Camp Gatelands Bandit Camp 


You'll find Nil waiting on the north side of the camp if you wish to 
bring him with you. 
Just southwest of the 


ELI Ge adres shales Gatelands Bandit Camp 


Climb the cliffs along the southeastern edge of the basin to a snip- 
ing perch where the Corrupted Machines cannot reach you. 


Complete ‘A Daughter's Carja outpost just east 
Vengeance’ of Cut-Cliffs 


Speak to the soldiers at the outpost to proceed with the investiga- 
tion. Upon its completion, Nakoa will appear in Meridian to aid you 
during the game's final Quest. 


Mountainside due south 


Clear Cauldron RHO of Daytower 


Be sure you bring enough Resources, ammunition and healing 
potions to sustain you all the way through the Cauldron. 


Acquire the Metal Flower 
Mark III (B) between Cauldron 
RHO and the Spurflints 
Hunting Ground 


Atop an outcropping due 
west of a Glinthawk site 
along the road 


From the road, head directly west to the overlook just past the 
Glinthawk Site. The flower is in plain view just before the cliffs. 


Acquire the Metal Flower 
Mark Ill (A) between the 
Spurflints Hunting Ground 
and the Spire 


The flower sits plainly visible in the middle of the road a short dis- 
tance south of a three-way intersection along the top of a waterfall. 


Clear the Spurflints Hunting 
Trials 


Northeast corner of the lake 


Spurflints Hunting Ground 
Aim for three Blazing Suns. You can use the Sleight of Crate Trial to 
gather extra Resources for free. 


Purchase as many new 
Shadow weapons as possible 


Use the Stealth Trials to gather additional Shards if necessary 


Riverside south of the 
Spurflints Hunting Ground 


Spurflints Hunting 
Ground Merchant 


Clear Corrupted Zone 06 


The three Corrupted Stalkers here are extremely dangerous, so 
make good use of cover, Traps and Tripwires to prevent them from 
attacking you up close. 


Southwest of the Spurflints 
Hunting Ground 


Override the Spearshafts 
Talineck 

Don't forget to jump from the Tallneck’s head onto the cliff leading 
to an Easter egg and some loot. 
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Eclipse dig site at the southern 
tip of the map 


Clear Cauldron XI 


This is a very long Cauldron overrun by large numbers of Eclipse 
Cultists, so be absolutely sure to stock up on healing potions and 
Resources for ammunition before you enter. 


Acquire the Metal Flower Outside the Cauldron XI 
Mark III (D) near Cauldron XI dig site 


Exit the dig site through the west gate and head directly toward the 
large tree directly ahead. The flower is behind several boulders to 
the left of the tree. 


Initiate “Sunstone Rock’ Janeva/Sunstone Rock 


Corruption Arrows can turn the two Behemoths against each other 
and make the fight much easier; otherwise, tie them down with the 
Ropecaster and dislodge their Force Loaders with Tearblast Arrows. 


Acquire the Monument Valley Vantage Cache 


near Sunstone Rock Sunstone Rock 


To access this cache, you'll need to scale the cliff face on the south 
side of the road leading east from Sunstone Rock. 

Clear the Blackwing Snag 
Bandit Camp 


Approaching the camp along the southern road will allow you to 
destroy the alarm almost immediately. 


Blackwing Snag Bandit Camp 


Acquire the Metal Flower 
Mark Ill (E) near Meridian 
Village 


Due north of the Blackwing 
Snag Bandit Camp 


To reach the ridge where the flower is hidden, approach from the 

southern road and climb the rock face on the south side of the 

mesa. 

Across the river from the south 
gate of Meridian Village 

Use the Ropecaster to tie down the Corrupted Glinthawks and 


make them easier to hit with Fire Bombs or other hard-hitting 
munitions. 


Clear Corrupted Zone 04 


‘Fatal Inheritance’ Ranaman/Meridian Village 


Stock up on healing potions in Meridian Village and be prepared for 
an extended engagement against multiple strong machines. 


Lorund or Smiling Ranin/ 
Meridian Village 


If you don't already have the Snapmaw and/or Longleg Lenses, you 
may acquire the former from the Snapmaw Site east of Meridian 
Village and the latter near the Spearshafts Tallneck. 


‘Demand and Supply’ 


‘Blood on Stone’ Quarry Foreman/Cut-Cliffs 


You'll face an extremely powerful machine with almost no cover 
available, so stock up on healing potions from the Merchant before 
you descend into the quarry and use Fire Arrows to detonate the 
Blaze Containers when your target nears them. 
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Acquire the Eagle Canyon 
Vantage Cache at Cut-Cliffs 


Follow the road south from Cut-cliffs and look for a path branching 
off to the west just before you reach the Campfire further south. 
Climb the Brave Trail at the end of this path to reach the cache. 


Advance ‘The City of the Sun’ 


Cut-Cliffs 


Meridian 


Enter Meridian City to automatically trigger the next leg of this 
Quest. 


Initiate ‘The Field of the Fallen’ Automatic 


This Quest will automatically activate during ‘The City of the Sun! 


Initiate ‘Robbing the Rich’ and 


‘Honor the Fallon’ Ravan, Namman/Meridian 


You'll find Namman at the Sun Ring and Ravan outside his house in 
the northeastern section of the city near the normal Merchant. 


Complete ‘Robbing the Rich’ Meridian Village 


You'll be fighting a group of human enemies, so bring plenty of 
Precision and Hardpoint Arrows. 
Acquire the Metal Flower Mark III (1) 


east of Meridian and advance ‘Honor 
the Fallen’ 


Plateau between 
Meridian and 
Corrupted Zone 05 


You can reach the top of the plateau via a Brave Trail on the north 
side. Once you've eliminated the Glinthawks and completed this leg 
of ‘Honor the Fallen, cross the rope and collect the Metal Flower 
before you leave. 


Finish ‘Honor the Fallen’ Lake Shrine, Shrine of Kings 


Visit the two remaining locations and complete the Quest. Be pre- 
pared to fight a group of Snapmaws at the Lake Shrine. Namman 
will now aid you during the game's penultimate Quest. 


Initiate ‘A Curious Proposal, ‘Sun and 
Shadow’ and ‘Sun's Judgment’ 


Fernund, Lahavis, 
Gulahni/Brightmarket 


Speak to Fernund in the mill where the river branches, and to 
Lahavis on the bridge just north of that location, then continue north 
to the docks and speak with Gulahni. 
Complete ‘Sun’s Judgment’ Vicinity of Brightmarket 
Wrap up this Quest before you stray too far from Brightmarket. 
Advance ‘Sunstone Rock’ Brightmarket Inn 


Head to the inn and track down Gavan. 
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Acquire the “I Cannot 
Confess” Banuk Figure south 
of Brightmarket 


The Brave Trail leading to this figure begins just to the left of the 
waterfall and is marked by large, clearly-visible Banuk paintings on 
the rock face. 


Waterfall beyond the woods 
west of Meridian 


Southwest edge of 
the Sawtooth Site at the 
bend in the road 


Acquire the “Faro” Ancient 
Vessel south of Brightmarket 


The vessel can be found in a pile of Ancient Debris next to the ruins 
of a stone stairway a short distance from a wooden bridge. 


Acquire the Metal Flower Mark Ill (G) 
southwest of Brightmarket 


Remote 
Junction 


This flower is in plain sight at the junction of two roads between a 
Campfire to the east, a Longleg Site to the south and a Charger Site 
to the west. 


Mesa northwest of the 


(ENEISO TSE aks Blackwing Snag Bandit Camp 


Track down Rasgrund at his test site on the north side of the mesa, 
just east of the nearby campfire. 


Mesa northwest of the 


Complete ‘A Curious Proposal Blackwing Snag Bandit Camp 


The Brave Trail leading to the artifact can be found on the south side 
of the mesa, directly north of the nearby Campfire. 

Advance ‘Sunstone Rock’ Blackwing Snag Bandit Camp 
Return to the cleared camp and defeat Ullia. 
Complete ‘Sunstone Rock’ Janeva/Sunstone Rock 


Return to the prison and speak to Janeva, who will now aid you 
during the final Main Quest. 
Advance ‘Sun and Shadow’ Brightmarket Garden 
Follow the clues to Elida’s location on the island and speak to her. 


Collect the Metal Flower Mark 
Il (J) south of Kestrel’s Perch 


The flower is plainly visible on the eastern shore of the peninsula, 
but beware of the nearby Snapmaws when you move in to collect 
it. 


Snapmaw Site at the 
westernmost edge of the map 


Complete ‘Sun and Shadow’ Kestrel’s Perch 


You'll have to swim across the lake and clear a Shadow Carja 
outpost to complete this Quest, so bring plenty of Resources for 
ammunition. Elida will now aid you during the final Main Quest. 


Acquire the Lake Powell 
Vantage Cache north of 
Brightmarket 


Longest peninsula east 
of Sheaf’s Flight 


The Brave Trail leading to the cache starts at the Campfire on the 
north side of the nearby Snapmaw Site. 
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Acquire the Metal Flower 
Mark Il (I) south of Dimmed 
Bones 


Southern tip of the plateau 
overlooking the lake 


You'll find this flower atop the end of the plateau south of the rust- 
ed satellite dishes. You can access the plateau from ground level via 
the road past the Campfire to the north. 


Dimmed 
Bones 


Acquire the “Jomei” Ancient Vessel 
at Dimmed Bones 


This vessel lies in a pile of Ancient Debris fully visible on the south 
side of the road leading into Dimmed Bones. 


Complete ‘The City of the Sun’ 


How you deal with Olin will determine whether or not he will be 
available to help you with the ‘Collateral’ Quest. 


Eclipse Dig Site 


Flashpoint 


Occurrence: Consequence: 

During your Choose to let Olin live and not only will he join 
conversation with you on the ‘Collateral’ Quest, but his wife will 
Olin at the dig site also have some different things to say. 


Initiate ‘Maker's End’ Automatic 


This Quest will automatically begin when you complete ‘City of the 
Sun! 


Acquire the “Odyssey” Ancient 
Vessel at the Excavation Site 


‘City of the Sun’ 
Excavation Site 
This vessel can be found in a pile of Ancient Debris near Olin’s initial 
location during the final encounter of ‘City of the Sun! 

Clear the Sun Furrows 
Hunting Trials 


Aim for three Blazing Suns. The RHO Overrides are required here, 
but you'll already have them if you've followed the previous steps. 


Sun Furrows Hunting Ground 


Collect Resources Sun Furrows Hunting Ground 


Repeat the Ravager vs. Machines or Thunderjaw vs. Ravager Trials 
until you've obtained two Crystal Braidings from the Thunderjaw 
and a surplus of Shards. Sell any excess Modifications and non-criti- 
cal Resources to expedite the process. 


Purchase all remaining 
Shadow weapons and the 
Oseram Arrowbreaker Heavy 
Outfit 


Once you have these important pieces of equipment, you'll never 
need to farm Crystal Braidings again and can sell any new ones you 
find. 


Sun Furrows Hunting 
Ground Merchant 


North of the Sun Furrows 


Clear Cauldron ZETA Hunting Ground 


Avoid the Stalkers guarding the entrance by skirting up the hill to 
the east of the road or approaching through the nearby Scrapper 
site. This Cauldron is extremely short but its Core guardian is a 
Thunderjaw, so bring plenty of ammunition and healing potions. 
Clear Corrupted Zone 10 Desert east of Cauldron ZETA 


The Corrupted Rockbreakers here are some of the toughest ene- 
mies in the game. Climb the rock formations in the middle of this 
zone to avoid their digging attacks. 

Complete ‘The Field of the Fallen’ Erend/Ambush Site Vicinity 
Meet up with Erend and finish the Quest. 
Initiate ‘Into the Borderlands’ Automatic 


This Quest will automatically begin upon completion of ‘The Field 
of the Fallen. 


Advance ‘Hunting for the Lodge’ 


Enter the Hunter's Lodge to automatically hand in your medals and 
gain access to the Lodge. Ligan will tell you how to proceed with 
the Quest. 


Ligan/Hunter’s Lodge 
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“Weapons of the Lodge’ Aidaba/Hunter's Lodge 


Speak with Aidaba and hand in your medals. If you've acquired 
three Blazing Suns from every Hunting Ground, you'll instantly 
receive all three Lodge weapons and complete the Quest. 


Farmstead north of the 


ealitecl Spurflints Hunting Ground 


You'll have the option of a frontal assault on the complex or a 
stealthy infiltration, and Olin may be available to accompany you 
depending upon your choices during ‘The City of the Sun 


Spurflints and Sun 
Furrows Hunting Grounds; 
Meridian Area 


Complete ‘Hunting for the 
Lodge’ 


Obtain the Stalker and Ravager Trophies at the Spurflints and Sun 
Furrows Hunting Grounds. For the Sawtooth Trophies, visit the two 
Sawtooth Sites directly west of Meridian. 


Blameless Marad/Meridian 


Advance ‘Into the Borderlands’ Palace 


Enter the palace and speak with Marad to continue this quest. 


‘Hunter's Blind’ Talanah/Hunting Lodge 


Speak with Talanah to start this Quest. Upon its completion, you 
will receive the Tearblaster. 


‘Deadliest Game’ Talanah/Hunting Lodge 


Speak with Talanah to start this quest. You can acquire the Thunder 
jaw Trophy at the Sun Furrows Hunting Ground and the Stormbird 
Trophy from the Stormbird near the Greatrun Hunting Ground 


‘Redmaw’ Talanah/Hunting Lodge 


You'll be facing a Thunderjaw and a number of hurnan enemies, so 
bring as many healing potions as you can carry and be sure you 
have enough Resources to craft extra ammunition. Talanah will now 
aid you during the game's final Quest. 


Override the Sun-Steps 


Talineck Due north of Morning's Watch 


Overriding this Tallneck will reveal the area directly to the north 
encompassing Pitchcliff and the GAIA Prime facility. 


Hakurt/Near the Merchant 
directly northwest of the Sun- 
Steps Tallneck 


You'll find Hakurt lying wounded on the roadside; speak to him and 
the Quest will automatically begin. 


Initiate ‘Death from the Skies’ 


Brin/Banuk camp due west of 


ca uted TaEte the Sun-Steps Tallneck 


From Hakurt's location at the start of ‘Death from the Skies; follow 
the road west to a Broadhead Site and turn south toward the Camp- 
fire. Once you've unlocked this location for Fast Travel, you can 
move quickly to and from the Machine Sites and Hunting Grounds 
where the requested items are found. 


Acquire the Metal Flower Mark Il (F) in 
the middle of nowhere 


Due far east of 
Cauldron ZETA 


You'll find this flower on the crest of a ridge north of Hakurt's 
location at the start of ‘Death from the Skies’ The only nearby 
landmarks are Campfires to the west and south, a Ravager site to 
the south and a Trampler Site to the east. 


Acquire the “Mother” Banuk 
Figure south of Pitchcliff 


Stand across the river from the Campfire and locate the Banuk 
paintings clearly visible on the mountainside to the north — the 
Brave Trail leading to the figure starts at the foothills directly below 
those markings. 


Complete ‘Into the Borderlands’ 


Mountainside overlooking 
the river 


Pitchcliff 


‘Death from the Skies’ will be paused while ‘Into the Borderlands’ is 
active, so you'll need to complete this Quest first. 


Initiate ‘The Sun Shall Fall’ 


This Quest will automatically begin once you've completed ‘Into the 
Borderlands! 


Automatic 


HORIZON ZERO DAWN COLLECTOR'S EDITION GUIDE 


75 


76 


77 


78 


74 


Bl 


He 


43 


She thought of you W 


(> & Thisiisn't the time 


Pitchcliff 


you're really asking? @ 


Complete ‘Death from the Skies’ 


Tying down the Stormbird with your Ropecaster and overriding 
it will turn your most dangerous target into a source of close air 
support, making the final segment of this Quest far easier. 


Acquire the Metal Flower 
Mark Il (G) north of Pitchcliff 


The flower can be found atop a rock outcropping along the east 
wall just before the wooden gate at the end of the road. Watch out 
for the Stormbird circling overhead and be prepared for a fight as 
there's almost no cover in the area. 


Far northern end of the canyon 


Acquire the Metal Flower 
Mark II (E) west of Free Heap 


Approach from the north, past the Campfire. The flower is on 
the northern shore of the north pond, but you'll have to avoid (or 
destroy) the nearby Thunderjaw in order to reach it. 


Thunderjaw Site rimmed by 
hills and crags 


‘Heap of Trouble’ Petra/Free Heap 


You'll face a large number of human enemies, but Petra will provide 
you with a temporary weapon that all but trivializes the encounter. 


‘Hammer and Steel’ Kaeluf/Free Heap 


This Quest is only available after completing ‘The City of the Sun’ 
and ‘Heap of Trouble’ 


Acquire the Metal Flower 
Mark II (A) north of Dawn’s 
Sentinel 


Directly between Free Heap 
and Dawn's Sentinel 


This flower can be found at the end of the shallow gorge leading 
north from Dawn's Sentinel. 


Acquire the Metal Flower 
Mark II (B) east of Dawn’s 
Sentinel 


Snapmaw Site southeast of 
Dawn's Sentinel 


You'll find this flower on a small island next to the fuselage of the 
crashed aircraft a short distance north of the road. 


Complete ‘The Sun Shall Fall’ Avad/Meridian 


Return to Meridian and head for the palace to proceed with this 
Quest. Erend will now aid you during the game's penultimate 
Quest. 


Flashpoint 


Occurrence: Avad's future dialogue will 
change depending on your 


choice. 


During the conversation with 
Avad at the end of the quest 


SUNFALL, POINTS NORTH AND LOOSE ENDS 
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Acquire the Bryce Orbital Eastern mountains overlooking 
Vantage Cache at Sunfall Sunfall 


The Brave Trail leading to the cache begins on the opposite side of 
the mountains from Sunfall at the foothills just northwest of the 
Longlet Site. 


Acquire the Metal Flower Crest of a ridge overlooking 
Mark II (D) north of Sunfall Sunfall 


To reach this flower, you'll need to follow a path branching from the 
main road at the Shell-Walker Site to the east. The path ascends 
into the mountains and ends at a Brave Trail leading up to the 
flower. 


Clear the Shattered Kiln 
Bandit Camp 
Approaching the camp from the northwest road will position you 


to immediately destroy the alarm. You'll also find Nil waiting by the 
southeast road if you wish to bring him with you. 


Northeast of Sunfall 


Acquire the “Sterling- 
Malkeet” Ancient Vessel at the 
Shattered Kiln Bandit Camp 
This vessel can be found in a pile of Ancient Debris in front of the 
prisoner cages. 


Advance ‘Maker's End’ Maker’s End 


Find and loot the supply stash left for you by the mysterious 
stranger. 


Acquire the “Metallurgic” Ancient Vessel 
outdoors at Maker's End 


Shattered Kiln Bandit Camp 


Maker’s End 


You'll find this vessel in a pile of Ancient Debris on the south side of 
the nearby building, just north of the Campfire. 


Clear Corrupted Zone 09 Maker’s End 


Climb the northern cliff face to a sniping perch where the enemies 
can't reach you and dislodge the Corrupted Ravagers’ cannons to 
prevent them from counterattacking. 


Acquire the Faro Automated Rock spire south of the Shell- 
Solutions Vantage Cache near Walker Site near Corrupted 


Maker's End Zone 09 


This cache sits atop a spire of rock at the end of the road leading 
south from the Shell-Walker Site. 


Advance ‘Maker's End’ Maker's End 


Proceed through the ruins until Aloy begins commenting on the 
sounds of nearby explosions. 


Acquire the “Thunderheads” Ancient Vessel 


indoors at Maker’s End ELTA 


This vessel lies in a pile of Ancient Debris in plain view along the 
path through a ruined office building to the FAS headquarters — 
you'll pass it on the way to the Deathbringer encounter at the 
skyscraper entrance. 


Maker's End 


Be absolutely sure to collect the Power Cell at the top of the FAS 
building before you leave — you do NOT want to climb all the way 
back up a second time! 


Complete ‘Maker’s End’ 


Initiate ‘The Grave-Hoard’ Automatic 


This Quest will automatically begin when you complete ‘Maker's 
End. 
Fast Travel to the Banuk 


Encampment Banuk Encampment 


This will place you very close to the Grave-Hoard, making the trip 
there much shorter. 

Complete ‘The Grave-Hoard’ Grave-Hoard 
Make your way into the ruins and finish the Quest. 
Initiate ‘To Curse the Darkness’ Automatic 


This Quest will automatically start upon the completion of ‘The 
Grave-Hoard: 
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Hollow Fort 
Bandit Camp 


Clear the Hollow Fort Bandit Camp and 
complete ‘Cause for Concern’ 


Clearing this final Bandit Camp will complete ‘Cause for Concern’ 
and automatically initiate ‘Cause for Concern — Farewell! 


Initiate ‘Cause for Concern - 


. Nil/Final Bandit Camp cleared 
Farewell 
Speak to Nil after clearing the last Bandit Camp to start this Quest. 


Complete ‘Cause for Concern 
— Farewell’ 


Mesa just northwest of the 
Spearshafts Tallneck 


You can access the top of the mesa via a Brave Trail at the end of 
two converging roads on the east side. If you decline Nil’s request, 
he will appear in Meridian to aid you during the game's final Quest. 
Don't leave the area without picking up the nearby Metal Flower. 


Acquire the Metal Flower Mesa where you met with Nil 
Mark Ill (F) near the during ‘Cause for Concern — 
Spearshafts Tallneck Farewell’ 


You'll find this flower hidden behind a boulder atop the north side 
of the mesa where you encountered Nil during ‘Cause for Concern 
— Farewell’ 


Complete ‘To Curse the Darkness’ Eclipse Base 


Head for the coordinates provided by Sylens and finish the Quest. 


Initiate ‘Deep Secrets of the Earth’ Automatic 


You'll automatically receive this Quest upon completion of ‘To Curse 
the Darkness’ 


Override the Rustwash 


Talineck Northeast of Blazon Arch 


Overriding this Tallneck will reveal the remaining area of the Map 
surrounding Sunfall. 


Slightly northwest of the 


Clear Corrupted Zone 11 Rustwash Talinack 


From the Campfire west of the Rustwash Tallneck, follow the road 
north to the second arch and head directly west to a gap in the 
tocks — this will allow you to snipe the Corrupted Machines from 
relative safety. 
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2h, Acquire the “The Vision” Just north of 
Banuk Figure south of Sunfall Corrupted Zone 11 


From the Campfire west of the Rustwash Tallneck, follow the road 
north to the campfire at the junction, then face directly west and 
locate the Banuk paintings on the mountainside ahead. The Brave 
Trail leading to this figure begins below these markings. 


25 Initiate ‘Healer’s Oath’ Abas/Sunfall Refugee Camp 


Talk to Abas, then return to Blazon Arch and speak with Ghaliv. If 
you don’t already have a Thunderjaw Heart, you'll need to get one in 
a valley to the northwest of Blazon Arch. 


Acquire the Metal Flower 
26 Mark II (H) northwest of 
Blazon Arch 


Valley along the western 
edge of the Map 


Work your way north through the valley until you come to the 
flower, which sits in plain sight about halfway to the northern end. 
If you need a Thunderjaw Heart for ‘Healer’s Oath, you can get it 


here as well. 

27 Complete ‘Healer’s Oath’ Ghaliv, Abas/Sunfall 
Meet up with Ghaliv at Sunfall, then speak to Abas to finish the 
Quest. 

28 Advance ‘Deep Secrets of the Earth’ Sunfall 


Equip your disguise and enter Sunfall to proceed with the Quest. 
29 Initiate ‘Traitor’s Bounty’ Automatic 


‘Traitor's Bounty’ will automatically begin when you trigger the 
cutscene at the Sunfall palace. As soon as you receive this Quest, 
leave the Citadel and complete it before progressing any further in 
‘Deep Secrets of the Earth! 


3 Complete ‘Traitor’s Bounty’ Vanasha/Sunfall Refugee Camp 
Speak to Vanasha and head for the location she specifies to find 


Uthid: Flashpoint 

Al ‘Queen's Gambit’ Automatic Occurrence: Consequence: 
You'll automatically receive this Quest upon completion of ‘Traitor’s During the conversation with Changes how Lansra reacts to 
Bounty: Finish ‘Queen’s Gambit’ before you return to Sunfall and the High Matriarchs outside the you after you exit the facility 
resume ‘Deep Secrets of the Earth’ Uthid and Vanasha will now aid ELEUTHIA-9 facility 
you during the game's final Quest. 

j2 Complete ‘Deep Secrets of the Earth’ Sunfall 36 Initiate ‘The Mountain That Fell’ Automatic 
Return to Sunfall and complete ‘Deep Secrets of the Earth! This Quest will automatically activate upon completion of ‘Heart of 

the Nora’ 
33 ‘TheTerror of the Sun’ Automatic = == = 
= - - : 77 Acquire the King’s Peak Vantage Cliffs west of the GAIA 

‘Deep Secrets of the Earth’ will automatically transition into this Cachae near GAIA Prime Prime facility 


Quest upon completion. Your dialogue choices here don't matter, 
although the conversation will reflect whether or not you've com- 
pleted ‘Traitor’s Bounty’ and ‘Queen's Gambit’ before this point. 


34 ‘Heart of the Nora’ Mother's Watch 


This Quest will automatically activate upon completion of ‘Terror 

of the Sun: Fast Travel within the Embrace will be locked until the 

Quest is complete, so the closest available Fast Travel target is the 

Campfire outside the Main Embrace Gate. Speak to Teersa after 

fulfilling the final objective to learn Rost's past. 4 Complete ‘The Ancient Armory’ and acquire 
the Shield-Weaver Outfit 


Return to the Bunker and use all four Power Cells to reactivate the 
equipment. You may now access the Shield-Weaver Outfit. 
4{] ‘The Looming Shadow’ Erend/Meridian 


This Quest will automatically begin upon completion of ‘The Moun- 
tain That Fell’ You'll have a chance to review Meridian’s defenses 
and speak to all of the optional allies you've recruited up to now, as 
well as complete any activities or preparation you deem necessary 
before the final battle. 


4) ‘The Face of Extinction’ Meridian and the Spire 


The Brave Trail leading to the cache is visible on the cliff face to the 
west of the road along the river. 


3H Complete ‘The Mountain That Fell’ GAIA Prime 


Be absolutely sure to pick up the final Power Cell in the GAIA Prime 
facility during this quest. You'll also receive Sylens’ Lance, which 
will replace your Spear and provide massive upgrades to your 
melee attacks. 


Bunker 


Resting in Olin's house during ‘The Looming Shadow’ will transition 
directly into the beginning of this Quest, which pits you and your 
allies against the Eclipse in the final battle of the game. Good luck! 
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RECOMMENDED SKILL PROGRESSION 


he following tables outline a few of our recommended 
Skill progression paths, which emphasize the strengths 
of different playstyles. As with any journey in life, the first 
few steps are the most important, and to that end we have 
focused on the first 15 Skills that you acquire, since it’s 
the order in which you get them that will have the greatest 
impact on your gameplay. 


While we've named many of them according to the differ- 
ent Skill Trees, that does not mean that the progression is 
based purely around that tree. They are instead built around 
the spirit of the playstyles that the Skill Trees are trying to 
evoke, which means the acquisition of Skills from any tree 
to best suit that style. These tables serve only as a general 
guideline, so feel free to adjust the order in which you learn 


Skill This route is primarily focused on getting the 
1 Silent Strike most out of your bow Skills as early as possi- 
2 Lure Call ble, after acquiring a couple of utility combat 
3° Concentration Skills at the start. A lot of the Skills you'll be 
4 Heavy Lifter acquiring early by following this path require 
= 3 Skill Points each, so it does require quite 
5 Concentration + s "i 
— Fast Reload a heavy investment before you start seeing 
‘ast Reloa the returns. Once you do start to combine 
7 Double Shot all those bow Skills in combat, however, that 
8 Triple Shot investment starts to pay off immediately. 
3 Critical hit 


You then branch off into getting the stealth 
related skills so that you can move around 
the outskirts of a battlefield undetected while 
picking targets off at a distance. 


11 Silent Drop 
Low Profile 

12 Dodge Prowess 
1Q Quiet Sprint 

4 Precision 

15 Precision + 


BRAVE 

Skill Taking the Brave approach means focusing 
1 Concentration on up-close and personal encounters 
2 Critical Hit where you rely heavily on your Spear and 
3 Precision melee skills. Going for Knockdown early 
& Precision + will give you a lot of control against some 
ann nce BOW of the more dangerous enemies, which 
& Cura Call you'll need if you're fighting them at close 

2 g range. By taking Hunter Reflexes you can 

7 Silent Strike also gain some additional time dilation for 
8 Strike FromAbove lose range bow usage, without investing 
4 Strike From Below 


heavily in reaching Concentration +. 
10 Leader Strike 


ll Hunter Reflexes 
l2 Strong Strike 

7 Strong Strike + 
M4 Critical Hit + 

15 Heavy Lifter 


each Skill according to your personal preferences and game- 
play habits - for this purpose, you'll find specific information 
about the effects of each Skill on P68. 


Please note that the ‘Combat Override; ‘Combat Override 
+' and ‘Call Mount’ Skills do not become accessible until 
the conclusion of the Quest ‘Womb of the Mountain;’ and 
as a result, they can not be calculated into a fixed acquisi- 
tion order with the other skills. When you acquire them is 
totally dependent on how often you are using Overrides 
during combat, and how quickly you're seeking out Caul- 
drons to increase the number of machines you can Over 
ride. A good general pace is to acquire one of the Override 
skills each time you clear a Cauldron, because their acqui- 
sition will then be naturally faster or slower based on your 
progress. 


FORGGER 


Skill Opting to follow the forager path means 

1 Lure Call playing the long game and planning ahead. 

2 Silent Strike Acquiring all of the Resource skills first means 

3. Concentration that combat encounters during the early stag- 

4 Gatherer es of the game will be more difficult because 

5 Scavenger you lack the abilities required to help you ; 

fe Reel eraner during open combat. Taking Lure Call and Si- 
lent Strike first will help mitigate some of that 

7 Scavenger + as long as you are playing to the strengths of 

8 Healer those Skills. 

3 Herbalist 

11 Heavy Lifter 

ll Concentration + 

W Critical Hit 

13. Fast Reload 

144 Double Shot 

15 Precision 


The goal of this path, however, is to accumu- 
late masses of Resources both through gain- 
ing additional ones from kills and gathering, 
and from saving them when crafting ammo. 
What that allows you to do is upgrade all of 
your pouches sooner, so that you can carry 
even more items and have more things to sell 
to Merchants. With all of your extra wealth 
you'll be able to offset the lack of combat 
Skills through the purchasing of better weap- 
ons and Outfits, without ever having to worry 
about running out of ammo crafting materials. 


JaCk OF all TRADES 
Skill This is actually one of the few instances 
1 Silent Strike where the jack of all trades can quite 
2 Lure Call quickly also become the master of all of 
3° Concentration them. Taking a balanced approach to the 
A acquisition of both ranged and melee 
preieion Skills lets you reap Ga resis of both at 
5 Precision + : ae 
Gee chock Dawn a steady pace, without any real sacrifices. 
bs Knockdown should still be an early priority 
7 Heavy Lifter because of the additional enemy control 
f Concentration + that it offers, but then go straight into 
4 Fast Reload 


acquiring a group of ranged Skills that will 
11 Double Shot allow you to inflict as much damage as pos- 
ll Strike From Above _ sible to the enemy that you just knocked 

12 Strike From Below down. By going for Leader Strike next 

1]—_ Leader Strike you'll also be ready for any encounter with 
14 Triple Shot a heavy Human enemy, with the option of 
ict (piitar Reflexes both a ranged Double Shot approach, or a 
close range Silent Strike. 
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Horizon Zero Dawn’s lush world has 
been the subject of a lot of cartography 
over the millennia, but never in such 
exacting detail as you'll find on the 
pages that follow. Everything of interest 
in each major region or settlement is laid 
bare here. If you really want to help Aloy 
find what she’s looking for, this chapter 
will prove indispensable. 


The following pages feature maps ; 5 — " - 
of the entire world of Horizon. We've AUDIO DaTAPOINTS 
used the main geographical regions ‘ 
or settlements to split the maps up, 7 01) 02, 03) 04 05, 06 07) 08 09 10, 11) 12 
and included all interior maps that P511 P51 P51 P511 P511 R511 P51l P51 P549 P549 P549 PSST 
appear within each region.We're 13) (4) (15) 16) $17 918) 19) 920) p21) 922) p23) 24 
showing as many items, places P5657 P557 557 557 P557 55s P5SB «P558 «(P5Ss P55s Poos PbS 
and things of interest as we can on 

z f Obs §26) 27h $28) 2) Gb Bib B% si BR Bo Gi 
these maps without oversaturating P5s@ P558 P558 PS3B PSB P538 PRESB P539 P54 P54] P54T 
them and making them less useful. 
Before you turn the page, though, 
take a minute to see how we've or- 
ganized things — doing so will make 49 50 5) 52 53 54 55 57. 58 59 60 
Aare > . P511 PS553 P553 P553 P553 P553 P53 P553 P553 PS54 = P554 
finding what you want a little easier. 


37. 38 «(39 40 41 4D 43. 45 46 47 48 
P51 P541 P51 P542 542 P542 BAZ P52 P542 P52 P42 


61 62 63 
P554 554 P554 


Spoiler Level 

A quick note about the spoiler level 
of this chapter — it’s pretty high if 
you haven't played through the area 
you're looking at yet. The screens for 


each Datapoint and Collectible will < 01 02 03 O04 05 06 OF 08 09 10 1 12 
reveal locations and details you may P512 P531 P549 P549 P549 P550 P550 P550 P550 P52 P542 PBa2 
not want to see until you reach the f 

area in question. This chapter is best 133 M4 S15) M6p Mis MS) MS) 20) Mib 22: 
consulted either when you're near P542 P542 P5I2 P5I2 P5I2 P5I3 P5I3 P5I3 P54 P55S 


the end of the game or if you have 
already played through it once. 
? 5 $ a ae 


DaTaPoinTs anD | AR Text DaTaPoints - quests §@y 
COLLPCTIBLES ; ‘ 01 02 #03 04 05 O06 OF O08 09 10 11 12 


P51 P550 P550 P550 P550 P550 P550 P550 P55! P551 P55! P55S 


"fi i 3 iss MAb Midas Gh Mh Meh M9) Os ih 2» Hd) 4 

Y ou'll find the locations of all Da P559 «P5569 P559 P543 P543 P5433 P53 P543 P543 P5MS | PB4S 

tapoints and Collectibles on the 
maps that follow. To make it easy to 25 26 27 28 29 30 31 33, 34 35 36 
find ones you're missing we've linked P544 P544 P544 «6P544 6544 P44 PAS P544 «P545 P5I3 R514 
them to the in-game Notebook menus 37 38 «39° «40 «412 3 45 46 47 48 
and numbered each one within its P54 P54 «P54 «(P5S4 «6555 6 PS55 P55 P5585 P531 PS531 PSST 
category. If you want to find the 16th 

: ; 49> 50) s51p $52) 
Audio Datapoint, for example, follow P514 514 


the page reference shown for it, and 
then simply look for the icon with A16 
next to it. 
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REGION GUIDE ABOUT THIS CHAPTER 


DATAPOINT EXCEPTIONS 


he following Datapoints are not 

acquired in the simplest of ways. 
Some have particular conditions or 
can be acquired in differing possible 
orders. 


Tallneck Datapoints: M01-M05 
Y ou'll get these Datapoints in the 
same order regardless of when 
you override each Tallneck. We've 
placed them in the rough order in 
which you'll find them by following 
our recommended progression from 
the Quest Guide chapter. 


Cauldrons: M06-M10 
10 is received automatically upon 
completion of your last Cauldron 
(ZETA if you're following our progres- 
sion guide), so we've placed it at that 
location. 


Eclipse Camp during Main Quest 
‘To Curse the Darkness’: A28-A33 
hile you're making your way 
through the camp you'll go 
through Helis’ tent, and at that time 
there will be a total of six datapoints 
to scan. If you miss any of them, they 
will get washed into the river during 
your escape and wind up at the bot- 
tom of the waterfall, so you'll have a 
second chance to acquire them. 


Sobeck’s Journals during the Main 
Quest ‘The Mountain that Fell’: 
Q40-048 

s you go through the GAIA Prime 

facility you'll eventually reach 
Elisabet Sobeck’s office and have the 
chance to scan her journals. The data 
in the journals has become corrupted 
over the millennia, but your Focus is 
capable of making the repairs given 
enough time. By completing certain 
actions during the Main Quest ‘The 
Looming Shadow’ you can acquire 
the repaired versions of her journal 
entries to read at your leisure. 
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Log: Connor Chasson On the body of the 
Connor Chasson on the bunk to the left of the 
door to the sleeping quarters. 


Log: Skylar Rivera On the body of Skylar 
Rivera on a bunk in the sleeping quarters. 


Log: Ella Pontes On the body of Ella Pontes on 
a bunk in the sleeping quarters. 


Log: Jackson Frye On the body of Jackson 
Frye on a sofa in the room adjacent to the 
sleeping quarters. 


Log: Mia Sayied On the body of Mia Sayied 
next to a bunk in the sleeping quarters. 


REGION GUIDE THE EMBRACE 


RUINS 


Even within the meadows of the Embrace, the Nora can be tested by the lure of the Metal World. 
Children are taught from an early age that these caves are forbidden. 


Log: Connor Chasson On the table in the For Direction Evans Placed on a shelf on the 
| community room, accessed after prying open | other side of the first locked door. 
| the door where the unknown man is. 


| i [LESSON 57-6-A] Unlocked by scanning the | 
| Full Stop On the body of a man in the room pedestal in the entry to the third ward, second 
| adjacent to the community room. | floor of Eleuthia-9. | 
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DATAPOINT IL) 22) 
HAPPY BIRTHDAY ISAAC! 


o Hologram 


Happy Bir I On the body of the 
unknown man in a room at the bottom of the 
first stairs after the locked door. 


E9B1 


outside the second ward, second floor of 
Eleuthia-9. 


The chief settlement of the Nora straddles the hills overlooking the central Embrace. Inside its 
walls, the Matriarchs, hunters and braves of the tribe have their communal lodges, along with 
public areas for meeting, training, teaching and ritual. 


SPRL EBM «1 LD PG. ORLA i Ne PR A 2 CT EY 5) | MT PTET 
4 south side of the third ward, second floor of 
k Eleuthia-9. 


H17 © Hologram 


Ini D On the floor in the hall 
outside of the third ward, second floor of 
Eleuthia-9. 


BUNKER 
A shaft in the Nora valley leads down to a flooded channel. Shunned by braves for bearing the curse 
of the Metal World, whatever lies within has gone undisturbed for generations. 
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E9B1 Incident Log C On the floor on the 
north side of the third ward, second floor of 
Eleuthia-9. 


H19 © Hologram 


W to tl There are six copies 
of this Datapoint on desks in the upper level of 
the Lyceum, third floor of Eleuthia-9. 


Built alongside the small lake fed by the Searcher’s Course River as it heads into the outer valley, 
this small fishing village supplies food to the sentries of the Embrace walls, and for the interior. Its 
positioning makes it popular among those who prefer the Embrace’s safety, but not the crowds of 
Mother's Heart. 


FL Oe. 2 VO 


‘s Dying nlocked by scanning the 
central pedestal in the Control Room, second 
floor of Eleuthia-9. 


All Good igs On the body of Director 
Evans in a room accessible via breaking the 
stalagmites on the door. 


MIITHBR'S Ric 
MOTHER'S RISE 
A small village just outside the walls of the Embrace, Mother's Rise overlooks the rich hunting 


terrain of the Nora heartland and stands watch over ancient ruins of Devil's Thirst. It serves as the 
first stop of many young hunters leaving the Embrace for the first time. 


Ectoger 
ning the Ectogenic Chamber in the first ward, 
second floor of Eleuthia-9. 
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PEL OE TE 


ss On a desk inside the 
central chamber of the Bunker. Need to acquire 
2 of the 5 Power Cells to gain access to the 
chamber. 


On the podium inside the 
central chamber of the Bunker. Need to acquire 
2 of the 5 Power Cells to gain access to the 
chamber. 


This fort controls access to All-Mother Mountain, the tribe’s most sacred place. Because of its 
closeness to the Goddess, Mother's Watch is the most religious of all the Nora settlements, and 
the locus of much of the tribe's isolationist behavior. It is also the last line of defense, should the 
Metal Devil's children ever return to the Embrace. 


Set 1 We Flower 01 


Metal Flower - V 1 (A) Enter the Ruins and 
proceed to ha first door blocked by stalactites 
and stalagmites — destroy these with your 
Spear to gain access to the flower. 


] Unlocked by scanning ] Unlocked by scanning the 
the pedestal in the first ward, second floor of pedestal in the second ward, second floor of 
Eleuthia-9. Eleuthia-9. 


You cannot access 


this flower until after completing ‘Womb of the 
Mountain! Pass through the gate behind Rost's 
Hovel and follow the road to a Brave Trail on your 
right, then follow the Brave Trail to the flower. 


1] Unlocked by scan- 
ning the central pedestal in the third ward, 
second floor of Eleuthia-9. 
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pacman 9:2 FELD PAA ES SLED SCT ES 7 PEELS! TA RD «AU 1 EIR JERSE EY 


The tunnels inside All-Mother Mountain are the holiest place of the Beyond the Great Chamber in All-Mother Mountain lies the womb of 
Nora, as they believe them to be literally within the physical manifesta- the Goddess - according to Nora myth, the birthplace of all mankind. 
tion of their Goddess. As such, only the Matriarchs may enter. 


| rk I (C) This flower is lo- 
cated ona corel hill behind the first destroyed 
cabin on the way to the Sawtooth encounter 
during ‘The Point of the Spear’ 


es This vessel is in a pile of Ancient Debris 
on the south riverbank, just northeast of the 
Bunker's entrance. 


Set 1 @ Vantage 01 


ce Academy The first Vantage Point 
is s located a short way northeast of Mother's 
Cradle. Follow the path leading south out of 
Mother's Cradle, and as it rises you'll be able 
to see a large rocky hill to the northeast — that’s 
where you're heading. If the Southern Em- 
brace gate is open then you can simply follow 
the path that leads through it and brings you 
up north, straight to the hill. Alternatively, you 


Met y k L(F) This flower is in can fast travel to the Campfire just outside the RDERS Inside the ancient Air Force 
aie view beside the underground pool leading Main Embrace Gate and head southeast from Academy buldng at a Corrupted Zone to the 
to the Bunker. there. Once at the foot of the hill you'll find a east of Mother's Cradle. 


pair of ledges on its northeast side that will let 
you reach the Vantage Point. 
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DaTaPoinTs 


My Claim This Banuk Figure 
can be reached via a Brave Trail at the end of the 
road leading east from the Explorer Museum 
Vantage Cache. The trailhead is clearly marked 
with paintings and two large posts. 


Ba Artifac 


Set 1 @ vantage 02 


his view of Colorado 
Springs can only been seen by scaling an 
ancient, crumbling skyscraper in Devil's Thirst, 
near where the Tallneck patrols. Approach the 
building from the south and you'll see some 
yellow handholds on the western corner. Use 
these to climb up and inside the building. 
Once inside, you'll need to jump across a gap, 
scale the pillar with the handholds and jump 
across another gap to reach a large section of 
crumbling ground. Next, jump up again to the 
next level, where you'll find the Supply Crate 
and Vantage Point. From here you can quickly 
rappel back down. 


REGION GUIDE DEVIL'S THIRST 


Set 1 w Vessel 03 


eHop This vessel can be found in a pile of 
Ancient Debris near Nil’s position west of the 
Devil's Thirst Bandit Camp. 


Wayfarers This vessel can be found in a pile of 
Ancient Debris by the side of the south road 
leading into the Devil's Thirst Bandit Camp. 


Set 1 Ye Flower 04 


1 (D) You'll find this 
Metal Flower up the hill to the northeast of the 
Eclipse dig site visited during ‘The War-Chief’s 
Trail! 


Metal Flower - M 


Set 1 @® Vantage 03 


neer Museum There's a small rock forma- 
tion near Mother's Crown with a view of the 
Devil's Thirst Bandit camp — that’s where you'll 
find this Vantage Point. This one is very simply 
accessed; from the camp, head northwest and 
scale the rock from behind. 


gee Museum Opens Underneath a rusted 
cooling tower. 


»Haere M 


i” In the building ruins just south of 
the Devil's Thirst Tallneck. 
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Schott v. Frost Inside a building ruin next to a 
metal beam. 


UK Vets Struggle North of the river overpass 
located above the Colorado Springs Vantage. 


Hartz Wins Bahamas North of the northern- 
most Grazer Site in Devil's Thirst. 


Show Located underneath the 
Devil's Thirst map marker. 


Leaks Spark Fears On the south-east side of 
the Colorado Springs Vantage point structure. 
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1st Amendment Virtual? Inside the ruined 
building just west of the Devil's Thirst location 
marker. 


Harriet Choi Dies Found behind a hedge near 
a road intersection between a Strider and two 
Grazer Sites. 


DaTaruints 


Metal Flower — Mark I (E) This Metal Flower 

is located on the south side of a ruined wall on 
the edge of the woodland due south of Eclipse 
Camp I's location during ‘Revenge of the Nora’ 


Set 1 XZ Flower 07 


Metal Flower - Mark | (G) This flower sits 
beneath the easternmost corner of a large ru- 
ined building on the lakeshore at the southeast 
corner of Devil's Grief. 


ang 


cient Debris beside the road at the southwest- 
ern corner of the ruined building where Eclipse 
Camp | is located during ‘Revenge of the Nora’ 


USRC You'll find this vessel in a pile of Ancient 
Debris on the side of the road leading east 
toward the ruined gas station in the southwest- 
ern corner of Devil's Grief. 


Vessel 03 


KZ This vessel can be found in a pile of Ancient 
Debris in a ruined garage due south of the gas 
station at the southwestern corner of Devil's 
Grief. 


Set 3 @ Vantage 03 


Red Rocks Amphitheatre To the west of 
Devil's Grief there’s a Corrupted Zone, and this 
vantage point is located within it, among a herd 
of Corrupted Chargers and a Bellowback. Since 
it's an open clearing between two huge rock 
formations, you have little choice but to kill all 
of the enemies and clear the Corrupted Zone 
before accessing your prize. 


Denver Stadium This vantage point requires a 
long and dangerous climb through the innards 
of a dilapidated skyscraper in Devil's Grief. This 
building is just to the east of the Devil's Grief 
map marker, and climbing it is much easier 
during the daytime. From inside the building, 
look for some yellow handholds leading up a 
hanging slab of concrete. After scaling those, 
there are more handholds leading up two steel 
girders to small platform. From here, use the 
ledge on the wall to reach the handholds that 
let you move across the gap, dropping you 
back down on another platform. A short jump 
across leads to further ledges, and the platform 
these deposit you on requires you to cross a 
beam and climb up one more time to reach 
the vantage point of the stadium. If you turn 
around you'll see a handy rappel point behind 
you. 


ee 


AllThe Same Inside a square-roofed building 
to the southwest of Devil's Grief. 
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&. a P 
wags 6 Text 


E At the bottom of a tall building ruin Luna Here e On a rusted metal and 
Grief. at the east of Devil's Grief, underneath the concrete beam to the west of Devil's Grief. 
Denver Stadium Vantage point. 


ans Beneath a metal structure 
east of the Corrupted Zone marker to the West 


She‘s The One On a small rise on the southern 
TNC EMIS CUS: to the far east of Devil's Grief. of Devil's Grief. 


r Inside the remains of a metal archway 


MEXICS 


Log Inside the remains of 
a building just south of the Corrupted Zone 
marker in Devil's Grief. 


Idiot Army Near a small pond just south of 
Denver Stadium in Devil's Grief. 


was @ ret 


ting Hidden underneath a concrete 
slab on the west side of Denver Stadium in 
Devil's Grief. 


Log: 5/18/63 Next to a set of stairs to the 
north of the Corrupted Zone marker on the 
west of Devil's Grief. 


Cram Inside a large structure on the south- 
west of Devil's Grief. 
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DaTaPoints 


M/SIGMA: CORE LOG 763E Unlocked when 
completing Cauldron SIGMA. 


Banuk Artifact - 1 Name You The Brave Trail 
leading to this figure begins in the northwest 
corner of Hunter’s Gathering next to a Grazer 
Dummy. 


Set 2 wy Flower 02 


Metal Flower — Ac I (B) This flower can be 
found next to the fuselage of a crashed aircraft 
on a small island at the Snapmaw Site east of 

Dawn's Sentinel. 


REGION GUIDE HUNTER’S GATHERING 


MOTHER'S CROWN 

This imposing Nora fortress marks the cur 
rent edge of the tribe's territory, after they 
were forced to give ground to the Carja 
during the Red Raids. The walls have held 
against many attacks from both man and 
machine, and it is considered a great honor 
among Nora braves to bolster its defenses. 
As the furthest-removed settlement from 
the Embrace, Mother's Crown is a hub of 
activity for the tribe's hunting and gathering 
in the valley. 


Metal Flower — Mark I (I) You'll find this flower 
west of Corrupted Zone 02 partially hidden 
among a stand of trees along the north side of 
the road. 


as. 
— 


ra 


Metal Flowe 


rk Ill (C) This flower sits 
atop a ledge overlooking the Sawtooth Site 
over the mountain ridge to the north of the 
Two-Teeth Bandit Camp. To reach it, follow the 
toad north from the junction and climb the 
ledge at the dead end. 


Set 1 Ww Flower 10 


Metal Flower — Mark I (J) This Metal Flower is 
located just off the north side of the road east 
of Corrupted Zone 08. 


Lure of the Real On the blade of a wind 
turbine next to a Watcher Site located north 
of Valleymeet Hunting Grounds. 


Set 1 @ Vantage 04 


Bridal Veil Falls You can find this vantage point 
a little to the southeast of Daytower. If you 
follow the mountain path from Daytower you 
arrive at a steep incline that is home to a group 
of Lancehorns, and possibly a Sawtooth. You 
can avoid them by skirting the small cliffs to 
the south, and then making your way down 

as you reach the hard bend in the path. You 
should be able to see the Vantage Point below 
you before dropping down. There are also a 
series of ledges and handholds that allow 

you to reach it from the bottom if you'd rather 
approach from the east. 
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Reiker Building? In between building ruins 
on an island to the south of Bandit Camp: 
Two-Teeth. 


Dis i Sait 
W16 6 Text 


GetTi-D-O Started! Inside a ruin on the west 
side of a lake south of Bandit: Camp Two-Teeth. 


Robar is Coming! On the edge of a cliff on the 
south end of the Bandit Camp: Two-Teeth. 


EZVenue Staffing Located on a river bank to 
the south-east of Bandit Camp: Two-Teeth on 
the edge of a Corrupted Zone border. 


| Inebri8 Available! In a stream near a Strider 
| Site to the east of Mother's Crown. 
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RPGreet In a ruin on a mountain to the north- 
east of Mother's Crown. 


Get Tactile! Next to a large overgrown struc- 
ture to the north-east of Mother's Crown. 


Log: 3/3/64 Next to the road south of a Broad- 
head Site located west of Cauldron SIGMA. 


DITION GUIDE 


HUNTER'S GATHERING 


Nestled above the valley between Nora and 
Carja territories, this permanent camp is 

a Nora-sanctioned trading post where the 
tribe can mingle with outsiders — without al- 
lowing outsiders free access to the Sacred 
Lands. Hunters and outlanders of all kinds 
can be found here on their way through the 
East, along with traders making the trek 
back and forth from the Carja outpost. 


| Must Thank You Next to a wind turbine near 
the snow line west of a watcher Site located 
North of Valleymeet Hunting Grounds. 


[No subject] Behind a rock below a Strider site 
south of Dawn's Sentinel. 


DdYTOWER 


A Carja outpost situated beyond the abandoned old Nora border at Shivering Watch, the gates of 
Daytower guard the main road between the Carja Sundom and the East. From here, the signal 
beacon can be seen from Carja watchtowers across the eastern side of the Sundom and along the 
toad to Meridian. Daytower's reputation as a slaving postin the time of the Red Raids still endures, 
though today it houses a bustling marketplace and its soldiers are under strict instructions not to 
trespass on Nora land. 


OBSERVER EVENT LOG US-W-19 Climb and 
then override the Talineck. 


= =< \ 
S05 al Scanned Glyph 


The Derangement On a table on the upper 
crane in Daytower. level of Daytower. 


The Claim On a platform suspended by a 


| M/RHO: CORE LOG 6532 Unlocked after 
completing Cauldron RHO. 
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The Old Ones Located on a shelf in a cellar inn 
in Lone Light. on the western side of Lone Light. 


The Banuk On a cupboard in a tavern on a cliff 
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Metal Flower - Mark Ill (H) You'll find this 
flower between the road and the western 
shore of the lake patrolled by the Copper 
Deeps Tallneck. 


Metal Flower - Mark Ill (J) You'll find this Met- 
al Flower beneath the east end of the bridge 
west of Morning’s Watch. 


=" 


LONE LiGHT 


Originally a collection of Carja freeholds, this small settlement has since fortified and grown into 
a way station for travelers on the road to Meridian. Its positioning high above the Greatrun River 
canyon protects it from most roving dangers, although flying machines pose an occasional threat. 


We Were Indonesia Located underneath an 
ancient machine next to some cacti near a 
Broadhead Site to the south-east of Lone Light. 


Metal vs. Meat! Inside an aircraft fuselage 
near a road west of Cauldron RHO. 


Vani In Concert On a river bank south of the 
Copper Deeps Tallneck. 
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FREE HEdP 


An independent Oseram frontier town, the Free Heap is a young settlement, built by work gangs 
who fled Meridian during the Mad Sun-King's reign, They lay claim to a rich seam of ancient metal 
for their livelihood and trade, and defend it fiercely with weapons of their own making. Many would 
consider the Oseram of the Free Heap useful allies, though they are a source of frustration to their 
own tribe by refusing to adhere to tribal laws — or taxes. 


DaTaPoinTs 


OBSERVER EVENT LOG US-W-18 Climb and 
then override the Tallneck. 


Metal Flower - Mark II (C) This flower is 
located in plain sight at the road junction north 
of Lone Light. 


REGION GUIDE SUN-STEPS/FREE HEAP 


Metal Flower - Mark Il (F) This Metal Flower 
sits atop a ridge accessed via the gorge east of 
Corrupted Zone 10. 


ER 


Destin Folds Located on the remains of an 
ancient machine east of a Snapmaw Site. 


Grey Swarms D) 
Broadhead Sites southwest of Free Heap. 


Holo Listings Located high up on a mountain 
to the northwest of Morning’s Watch. 


I (A) You'll find this flow- | 
er at the end of a shallow gorge leading north 
from the Sundom side of Dawn’s Sentinel. | 


Metal Flower - Mark 


va vil 


Set 2 Ww Flower 05 


Metal Flower — Mark II (E) You'll find this flow- 
er on the north side of the two small ponds at 
the Thunderjaw Site west of Free Heap. 


Course Listing, 2063 In a lake directly north 
of a Thunderjaw site to the northeast of the 
Sun-Steps Tallneck. 
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DaTaPaints 


3 Automatically 
acquired ‘after scanning obeck’'s Journals in 
GAIA Prime, and then speaking to Blameless 
Marad in Meridian during the Main Quest, ‘The 
Looming Shadow! 


The center of the Carja Sundom and, according to its builders, of civilization in the known world, 
Meridian is a proud and ancient mesa-top city. Its tenements, villas and cliff-houses have been 
spiritual and physical home to the Carja tribe for fourteen generations of Sun-Kings. In all that time, 

the City of the Sun's significance in trade, culture and military might has only grown. The recent 
ann ne, aaa spehne ieee at the Hee the Mad Sunking Jiran and his appetite for SENa RTE ance left a stain on the 
Sie WTO NSN BEL he Estee In city's history, but following the Liberation, the new king has worked to recast Meridian as a beacon 

7 of progressive thinking. Sun-King Avad’s Oseram allies have been formally welcomed into city life 

for the first time, and a sense of change is in the air, from the highest noble houses to the busy 
lakeside markets. 


acquired after scanning Sobock! 's Journals in. 


~RELORO OF REDNAW 2. 


Joumal. 1-15-66 R Automatically AS ss 


Sob: = : 
acquired after scanning Sobeck's Journals in é i 

GAIA Prime, and then speaking to both Varl and S02 fil Scanned Glyph S01 fil Scanned Glyph 
Erend at the Spire during the Main Quest, ‘The 


Looming Shadow! Record of Redmaw 2 Located on the upper The Sun-Kings On a crate at the Sun Palace to 
floor of the Hunters’ Lodge in Meridian. the north of Meridian. 
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Bylaws of the Lodge Located on the corner of 
the bar in the Hunter’s Lodge in Meridian. 


Legendary Hunts Found next to Ahsis on the 
upper floor of the Hunter's Lodge in Meridian. 


Founding Of Meridian Found on the throne of 
the Sun-King at the Sun Palace in Meridian. 


Record of Redmaw 1 Located on the upper 
floor of the Hunter’s Lodge in Meridian. 


Metal Flower - Mark Ill (I) To the east of 
Meridian there's a tall mesa that can be scaled 
from its northern side. Atop you'll find a group 
of Glinthawks and the Metal Flower, which you 
must cross a tightrope to acquire. 


The Liberation On a table near the northern 
bridge entrance of Meridian. 


nulie 


Olin’s Journal On a bench in the basement of 
Olin’s apartment in Meridian. 


Who Did This? #86 On the ground south of a 
campfire near Cut-Cliffs. 


The Mad Sun-King Found on a cart at the 
palace square center in Meridian. 


The Sun Faith Found in the Sun-Ring in 
Meridian. 


Set 2 @ Vantage 01 


Eagle Canyon When heading down the path- 
way from the Cut-Cliffs settlement towards 
Meridian, look to the west as you reach the 
third pair of pillars that mark the entranceway 
to the great city. You'll see some ledges in the 
cliff face that lead up to a small peak. Make 
your way up these ledges and handholds to 
find the Eagle Canyon Vantage Point. 


Tormented Giveaway! Located in the ruins of 
a building southwest of the Thunderjaw Site to 
the southwest of Lone Light. 


Naysay Doom On a rock near a lake to the 
east of the Royal Maizelands. 
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Set 3 we Flower 02 


Metal Flower — Mark Ill (B) You'll find this 
flower on an overlook just west of the Glint- 
hawk site between the Copper Deeps Tallneck 
and the Spurflints Hunting Ground. 


NT LOG U 
then override the Tallneck. 


V-20 Climb and 


VIP Program Between two large boulders 
on a riverbank to the northeast of a Stormbird 
Site to the far east of The Estate. 


M/THE 2E LOG 89: 
completing Cauldron XI. 


/ Unlocked after 


Meta 


i Ill (F) Far south of Me- 
tidian there's a mesa that can be climbed from 
its western side. Atop, there's a small camp 
beneath a huge, ancient satellite dish, with the 
Metal Flower close by. 


- wy diy ABO 
Set 3 we Flower 01 


Flow k Ill (A) To the southeast 
of Meridian there's a lake fed by a waterfall on 
its north shore. The flower is a little way from 
the top of the waterfall, and best approached 
from the Campfire directly east of the lake. 


I BER! Located near a road cross- 
ing to the northeast of The Estate. 


On a large rock near a 
river southeast of a Snapmaw Site. 
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Ade 


Captains and Capers In between some crops 
northwest of Sunstone Rock. 


Set 2 © Vantage 02 


Monument Valley Before heading for this 
Vantage Point you'll want to save the Sunstone 
Rock settlement from the pair of rampaging 
Behemoths, otherwise they'll make this very 
difficult for you. From Sunstone Rock, follow 
the cliffs to the east until you can see small 
handholds painted in white. These will guide 
you upward and around the cliff face until you 
reach a slipine that takes you straight down 

to the Vantage Point. 


Set 3 Ye Flower 04 


Metal Flower — Mark Ill (D) To the far south of 
Meridian, a little west of Cauldron XI, this flow- 
er lies on open ground. There are Bellowbacks 
in the area, so be careful in your approach. 


Metal Flower — Mark Ill (E) Just south of 
Meridian there's a small but high mesa that can 
be scaled from its south side. Atop you'll find a 
merchant and this flower. 


Be 


Greece is Calling Located on the ground near 
a Strider Site southwest of Meridian Village. 


It’s PizzaVeet! Underneath the rusted wreck 
of a Deathbringer, west of a Corrupted Zone to 
the southwest of Meridian. 


AVOID THE TOUR! Near a large rock on the 
bank of an island south of a Bellowback Site, 
west of Cauldron XI. 


VeetEats! Located on a rusted moss-covered 
tank to the southwest of Meridian Village. 
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What scares me... Located northwest of the 
Bandit Camp: Blackwing Snag. 


Its once-busy harbor stilled by the ongoing Carja civil 


war, Brightmarket grew strong on trade 


brought downriver from Oseram territory, and holds jurisdiction over the waterlands that supply 
Meridian’s aqueduct. Lacking the big city’s social distinctions, Carja noble governors rub shoulders 


with tradespeople and even lakeside smugglers - the 


scoundrels are among the few that still risk 


taking boats across the lake to supply the Shadow Carja exiles. 


DaTaPoints 


Wife On a rug inside the large tent in the 
Eclipse Camp. 


Me ‘s On the ground next to a bowl 
in the large tent in the Eclipse Camp. 


Prophecy On a sack inside the large tent in the 


Eclipse Camp. 


Vv On a rock next to the river where the 
bridge was destroyed. 


all On some debris near the cliff 


next to the waterfall where the bridge was 
destroyed. 


Prophecy On some debris from the destroyed 
bridge, near the waterfall. 


A31_ &)) Audio 


Itamen Coddled On the platform near the ar 
mor inside the large tent in the Eclipse Camp. 
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Itamen Coddled On the ground amongst 
some plants near the waterfall where the 
bridge was destroyed. 


Without Pity On a table inside the large tent in 
the Eclipse Camp. 


a Scanned Glyph 


Without Pity On the river bank near where the 
bridge was destroyed. 


> BS sw 
$14 al Scanned Glyph 


The Nora Inside an inn to the southeast of the 
Brightmarket settlement marker. 


Chosen of the Sun On a table inside the large 
tent in the Eclipse Camp. 


Set 1 cc] Vessel 01 


‘0 This vessel lies in a pile of Ancient Debris 
along the southwest border of the Sawtooth 
Site south of Brightmarket. Look for the ruins 
of a stone stairway near a wooden bridge — 
you'll find the debris pile on the ground next to 
the ruins. 


A33_ &)) Audio 


Chosen of the Sun On a outcrop of rock over 
the river near where the bridge was destroyed. 


Banuk Artifact - | Cannot Co 


Trail leading to this figure begins just to the 
left of the waterfall beyond the woods west of 
Meridian. 


REGION GUIDE BRIGHTMARKET 


Metal Flower - Mark Il (J) This Metal Flower 
sits at the water's edge just north of a Snap- 
maw Site across the lake from Kestrel’s Perch. 


Metal Flower — Mark Ill (G) There's a sheer 
cliff face to the west of Meridian, with two 
Campfires along its edge. Approach from one 
of these and the flower is on open ground at 
the junction of two roads just east of a Charger 
Site. 


SUMMER SALE! YUMNOW! Located under 
neath a slip-line near the Sawtooth Site marker 
below Brightmarket. 


DO NOT IGNORE! Located on the ground near 
the Sawtooth Site marker below Brightmarket. 
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ZERO DAWN PROJECT FaciLiTy 


Generations ago, the Carja built their fortress of Sunfall over the remains of a sealed, ancient laby- 
rinth, only hinted at above ground by an arena of smooth grey stone. Few still remember what lies 
beneath - and none have breached the outer door to unravel the mysteries within. 


DaTaPoints 


Interview: Tom Paech Unlocked by scanning Interview: Brad Andac Unlocked by scanning Interview: Cpt. Okilo On a shelf in the 
a pedestal on the north side of the Medical a pedestal on the north side of the Medical Medical room, second floor of Zero Dawn. 
room, second floor of Zero Dawn. room, second floor of Zero Dawn. 


Interview: Travis Tate Unlocked by scanning 


a pedestal on the north side of the Medical Medical room, second floor of Zero Dawn 
room, second floor of Zero Dawn. | . : 


aos Interview: Ron Felder On a desk in the 
SSR STEEL. Ch EE tn iD Medical room, second floor of Zero Dawn. 
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A40_ &) Audio | 


Interview: Dr. Hsu-Vhey On the upper balcony 
of the Medical room, second floor of Zero 
Dawn. 


A45 &)) Audio 
Log: Christina Hsu-Vhey On a bunk in the 
second section of the Processing area, second 
floor of Zero Dawn. 


‘C} Hologram 


The Good ‘News Unlocked upon entering 
Viewing Room 2, second floor of Zero Dawn. 


Interview 2: Brad Andac On a table in the 
Processing area, second floor of Zero Dawn. 


| Interview 2: Susanne Alpert On a desk ina 
side room from the Processing area, second 
floor of Zero Dawn. 


~ 


arr 
OM FELD 


has, 


| A43 &)) Audio 


Interview 2: Ron Felder On a shelf in a side 
room from the Processing area, second floor 
of Zero Dawn. 


| Log:Tom Paech On a desk in the second 
section of the Processing area, second floor 
of Zero Dawn. 


Log: Travis Tate On a desk in the second 
section of the Processing area, second floor of 
Zero Dawn. 


GAIA log: 27 March 2065 On a desk in the 
GAIA area of Central Projects, first floor of Zero 
Dawn. 


ee 
A47_— &) Audio 
Herres Testimonial On top of the central po- 


dium in the APOLLO area of Central Projects, 
second floor of Zero Dawn. 


GAIA Log: 5 June 2065 On a desk in the GAIA 
area of Central Projects, first floor of Zero 
Dawn. 


Code Nexus Problems Next to the broken 
Code Nexus in the second section of the Pro- 
cessing area, second floor of Zero Dawn. 


H14 ‘C) Helogrern 


GAIA log: 13 January 2066 On a desk in the 
GAIA area of Central Projects, first floor of Zero 
Dawn. 


THE BRD NEWS 


H10 © Hologram 


The Bad News Unlocked upon entering 
Viewing Room 1, second floor of Zero Dawn. 


then override the Tallneck. 
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ESET SLY. A eS a DE 


Fr. 


back of the Entrance Hall, second floor of Zero 
Dawn. 


p ar In On the reception desk in the 
Entrance Hall, second floor of Zero Dawn. 


Founded to commemorate an early Sun-King’s crossing of the Great Lake of the Daybrink, this 
Carja port was sparsely populated even in better times. Since being claimed by the Shadow Carja, 
boats in and out have stopped, and few stay here by choice — other than a sizeable army garrison. 


? On a table in the waiting 
room, second floor of Zero Dawn. 


s (2) On the floor behind Eni - A On a trolley in the 
the first desk i in the Processing area, second APOLLO al area aif Central Projects, second 
Tt: On a desk in a room next to floor of Zero Dawn. floor of Zero Dawn. 

the waiting room, second floor of Zero Dawn. 


in Unlocked by 
scanning a pedestal in front of the first desk 
in the Processing room, second floor of Zero 
Dawn. 


On a shelf on the lower 
floor of the APOLLO area of Central Projects, 
second floor of Zero Dawn. 


nes (1) Ona desk in the 
Medical room, second floor of Zero Dawn. 
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Simulation Results On a desk in the 
HEPHAESTUS area of Central Projects, 
second floor of Zero Dawn. 


Full On a desk in the 
HEPHAESTUS area of Central Projects, 
second floor of Zero Dawn. 


aints On top of some boxes in 
the HADES area of Central Projects, second 
floor of Zero Dawn. 


HADES PROTOCOL 


HA On a desk in the HADES area 
of Central Projects, second floor of Zero Dawn. 


A military fortress at the far edge of the Carja Sundom, Sunfall was built at the order of the seventh 
Sun-King to guard against threats from the Forbidden West. Over the generations it grew into a 
bustling settlement of its own, and a great Citadel was constructed for nobles and visiting royalty. 
During the reign of the Mad Sun-King Jiran, Sunfall took on a darker aspect, with its Sun-Ring used 
for mass sacrifice. Now it harbors the Shadow Carja exiles — the lucky within its imposing walls, 
and the less fortunate refugees in the tent city outside. 


ed On the far side of the central 
deski in the ELEUTHIA area of Central Projects, 
second floor of Zero Dawn. 


FZ Cha s On the central desk in the 
ELEUTHIA area of Central Projects, second 
floor of Zero Dawn. 


On a desk with debris on it in 
the HADES area of Central Projects, second 
floor of Zero Dawn. 
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On a desk next to 
a Ectogenic Chamber in the ELEUTHIA area 
of Central Projects, second floor of Zero Dawn. 


DITION GUIDE 


On the desk in Sobeck’'s 
joor of Zero Dawn. 


REGION GUIDE SUNFALL/RUSTWASH 


ARTEMIS status On a side table in Sobeck’s 
Office, first floor of Zero Dawn. 


$18 al Scanned Glyph 


The Forbidden West On a boat near the dock 
at Blazon Arch. 


Metal Flower - Mark Il (D) To reach this flower 
you will need to scale the mountains north 

of Sunfall, and then battle your way past the 
flock of Glinthawks that are guarding it at the 
summit. 


gi 
s 


Set 3 $77 Artifact 01 


Banuk Artifact - The Vision From the Camp- 
fire west of the Rustwash Talineck, follow the 
road north to the Campfire at the junction, 
then face directly west and locate the Banuk 
paintings on the mountainside ahead. The 
Brave Trail leading to this figure begins below 
these markings. 


Set 2 Vantage 03 


Bryce Orbital The mountains overlooking the 
Citadel conceal to the Vantage Point of Bryce 
Orbital. To reach it, follow the northern road out 
of the Citadel and head north at the junction. 
When you come across the group of Longlegs 
you'll be able to see the ledges leading up into 
the mountain to the west. These ledges and 
handholds will lead you up and then along to 
the north. When they end at the peak you'll 
have a couple of Scrappers to deal with, and a 
Vantage Point to inspect. 


| Mourn Mosquitoes? On the ground in a large 
canyon southwest of Sunfall. 


: , al 
Set 2 Ye Flower 08 


Metal Flower - Mark II (H) Head for the valley 
northwest of Blazon Arch and work your way 
north until you come to the flower, which sits 
in plain sight about halfway to the northern 
end. 


| Do Your Part On a rock near a campfire directly 
| south of a Rockbreaker Site. 


Set 2 @ Vantage 04 


Lake Powell This Vantage Point is located just 
north of Brightmarket, but you'll need to cross 
the lake and deal with the pair of Snapmaws 
nearby to reach it. There's a Campfire just 
north of the Sanpmaw site, and that's a good 
place to begin your ascent. From there, look 
for ledges in the cliff to the west, which will 
lead you up to another series of ledges and 
handholds, and then to a tightrope you'll need 
to cross. There are more handholds on the 
other side of the tightrope, and these will take 
you all the way to the peak, where the Vantage 
Point awaits. 


Dalgaard on FZ Inside a crashed aircraft to the 
north-west of the Rustwash Tallneck. 


| Odyssey Ready? Inside the crashed aircraft to 
| the south-east of the Rustwash Talineck. 
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M/XI CORE LOG 231L Unlocked after 
completing Cauldron ZETA. 


M/ALL-US-W CM LOG 
completing all Cauldrons. 


Odyssey This vessel is buried in a pile of 
Ancient Debris near Olin’s initial position at 
the Eclipse Dig Site during ‘City of the Sun! 


$$$ With Mechbooker! On a road in a valley 


to the north-west of Lone Light. 


ial Ne UR GN 

Set 2 ye Flower 09 
Metal Flower — Mark Il (I) You'll find this 
flower atop the end of the plateau south of the 
tusted satellite dishes at Dimmed Bones. You 


can access the plateau from ground level via 
the road past the Campfire to the north. 


f 
" 3 is 
Set 3 cc] Vessel 
JOMEIThis vessel lies in a pile of Ancient De- 
bris fully visible on the south side of the road 
leading into Dimmed Bones. You'll walk right 


past it when you accompany Erend to this area 
during ‘Field of the Fallen! 


Your ,,Gift” On the ground south of Sun 
Furrows Hunting Grounds. 


Turing Act Criticized On a rock near a road 
southeast of Unflinching Watch. 


Just Got Back On the ground next to a road 


south of Cauldron ZETA. 
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FARO AUTOMATED SOLUTIONS 


This lakeside ruin is known for the strangely-carved metal tower rising over it, and for the many 
devices unearthed from the frozen ground. Explorers believe it was a gathering place for ancient 


artisans, and named it Maker's End. 


SE >) ERE 


DaTaPoints 


R&D and Lab Retooling On a desk in a lab 
opposite the exit from the reception hall on the 
first floor. 


ENTANGLED WAVEFORMS — 
me f 


Entangled Waveforms On a desk in the lab 
opposite the elevator shaft on the first floor of 
Faro Automated Solutions. 


REGION GUIDE MAKER'S END 


Regarding Negative Rumors On the floor 
when climbing the tower to reach Ted Faro’s 
office, sixth floor of Faro Automated Solutions. 


WELCOME TO FAS 


Welcome to Faro Automated Solutions 
Granted upon entering the reception hall of 
Faro Automated Solutions. 


FAS-ACA3 SCARAB Unlocked via interacting 
with a hologram pedestal in the FAS Show 
Room, third floor of Faro Automated Solutions. 
Must watch the hologram through to comple- 
tion. 


FAS-FSP5 KHOPESH Unlocked via interacting 
with a hologram pedestal in the FAS Show 
Room, third floor of Faro Automated Solutions. 
Must watch the hologram through to comple- 
tion. 
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| FAS-BOR7 HORUS Unlocked via interacting 

| with a hologram pedestal in the FAS Show 

| Room, third floor of Faro Automated Solutions. 
| Must watch the hologram through to comple- 
| tion. 


lel 
|i 
bs 
| 


| Holo Record: 31 October 2065 Unlocked after 
| recovering data from the FAS Executive Data 

| Storage device in Ted Faro’s office, twelfth floor 
| of Faro Automated Solutions. 


| Holo Record: 1 November 2065 Unlocked 
| after recovering data from the FAS Executive 
| Data Storage device in Ted Faro’s office, 
| twelfth floor of Faro Automated Solutions. 


Bio: Elisabet Sobeck Downloaded to Aloy’s 
Focus by Sylens after leaving the reception hall. 


552) 
‘BO: TED FARO 


Bio: Ted Faro Downloaded to Aloy’s Focus by 
Sylens after leaving the reception hall. 


Reception Log On a shelf in the reception hall, 
behind the statue of the Deathbringer. 


History: FAS Downloaded to Aloy’s Focus by 
Sylens after leaving the reception hall. 


Re: Complaint On a desk in the sales office, 
second floor of Faro Automated Solutions. 


| Holo Record: 3 November 2065 Unlocked 
| after recovering data from the FAS Executive 
Data Storage device in Ted Faro’s office, 


| twelfth floor of Faro Automated Solutions. 


== 2 
‘DEFINITION: CORPORATION 


Definition: Corporation Downloaded to Aloy’s 
Focus by Sylens after leaving the reception hall. 
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Banda Sea Incident On a small table in the 
VP office, eleventh floor of Faro Automated 
Solutions. 


F resion GUIDE MAKER'S a | 


| 
| 


| 


All Hands on Deck On a bench when climbing 
the tower to reach Ted Faro’s office, seventh 
floor of Faro Automated Solutions. 


SPIRITUAL SUMMIT 


Spiritual Summit On a desk in the room next 
to the Show Room, third floor of Faro Automat- 
ed Solutions. 


Vantage 01 


Faro Automated Solutions Follow the eastern 
dirt path from Maker's End until it winds 
around a rock formation with a tree protruding 
from it. Underneath the bulge of rock this tree 
is attached to, you'll find some ledges to as- 
cend. These will take you around the formation 
and upwards, until you eventually reach its 
peak, where the Vantage Point awaits. 


Thunderheads This vessel is located in the 
interior section of the last ruined office building 
leading to the entrance of the Faro skyscraper 
at Maker's End. 


Set 3 GB vessel 02 

Metallurgic This vessel is buried in a pile of 
Ancient Debris next to a building a few steps 
north of the Campfire at Maker's End. 


Odyssey Injustice? Inside a tank hull next to 
the road towards Maker's End, directly west of 
a Charger Site. 


| 


AS CAMPUS LOS 


FAS Campus Log On a desk in the western- 
most room of the third floor of Faro Automated 
Solutions. 


Sterling Malkeet This vessel can be found in 
a pile of Ancient Debris in front of the prisoner 
cages at the Shattered Kiln Bandit Camp. 


Odyssey Drives Ready Near a river northeast 
of the charger site near Maker's End. 


Odyssey to Nowhere Inside a rusted tank 
next to the road towards Maker's End, west 
of a campfire. 
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GAIA PRIME 


The hollowed-out core of the Mountain that Fell exposes the remains of an ancient facility, shatte- 
red in the force of the explosion that tore mountain and metal apart. Only the wanderer Sylens has 
ventured inside the crater until now, and even he has been denied access to its mysteries. 


REGION GUIDE PITCHCLIFF 


Rest in Peace On the Shrine, available after 
viewing Shrine hologram, first floor of GAIA 


The Future In the bottom of the elevator shaft 
accessed after the Shrine, first floor of GAIA 
Prime. 


The Solution Under part of the broken bridge 
on the way to the Control Room, second floor 


of GAIA Prime. 


DaTaPoinTs 


ic 


GAIA PRIME Arrival Log On a shelf in the first 
room accessible after entering GAIA Prime. 


Log: Charles Ronson On a desk in Charles 
Ronson‘s room, third floor of GAIA Prime. 


Log: Charles Ronson On the Shrine, available 
after viewing Shrine hologram, first floor of 
GAIA Prime. 


Log: Margo Shen On a shelf in Margo Shen‘s 
| room, third floor of GAIA Prime. 


Log: Travis Tate On the Shrine, available after 
viewing Shrine hologram, first floor of GAIA 
Prime. 


De 


ra 


‘FanE Cowra, 


Core Control Log Ona desk in the room 
south-east of the Shrine, first floor of GAIA 
Prime. 
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re 
Though the Oseram and Carja are currently at peace, the situation remains a politically volatile one, 
and access to Oseram territory has been gated to outsiders. Instead, the typically Oseram settle- 


ment of Pitchcliff - rough-hewn, smoke-filled and loud — now serves as a border town for all trade 
between the two tribes, much to the dismay of its mayor. 


RECORDING DEVICE 


| Recording Device Unlocked after examining 
the music box in Dervahl’s camp workshop. 
Can only be accessed during or after comple- 
| tion of the Main Quest ‘Into the Borderlands’ 


Hologram 


| The Shrine Unlocked by interacting with the 
pedestal in the Shrine Room, first floor of GAIA 
| Prime. 


A61 ®» Audio 


Buried Shadow Placed on some boxes next to 
a stool in Sylens’ Workshop, first floor of GAIA 
Prime. 


ELEUTHIA Runtime Check On a shelf in the 
room west of the Shrine behind two pry-able 
| doors, first floor of GAIA Prime. 


Emergency Recording Unlocked by interacting 
with the pedestal in the Control Room, second 
floor of GAIA Prime. 


Donengeran 
+ res @ Ny 


First Meeting On the work bench in Sylens’ Intercepted Transmission Placed on crates in 
| Workshop, first floor of GAIA Prime. Sylens’ Workshop, first floor of GAIA Prime. 


Sobeck Journal, 11-19-64 On Elisabet 
Sobeck’s desk, first floor of GAIA Prime. 
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Journal On Elisabet Sobeck’‘s 
desk, first floor of GAIA Prime. 


€ 31-65 On Elisabet 
Sobeck’ s desk, first floor of GAIA Prime. 


al Unlocked after examining 
Dervahl' 's camp workshop. Can only 
be accessed during or after completion of the 
Main Quest, ‘Into the Borderlands. 


s k Journal, 1-15-66 On Elisabet Sobeck’s 
desk, first floor of GAIA Prime. 


GAIA Log: 3 Feb 2065 On Elisabet Sobeck’s 
desk, first floor of GAIA Prime. 


Vi’ 


Sobeck Journal, 11-19-64 R Automatically 
acauifed after scanning Sobeck’s Journals in 
GAIA Prime, and then leaving Sylens’ work- 
shop upon completing the Main Quest, ‘The 
Mountain that Fell! 


In a book on a workbench in 
Dervahl’s mountain workshop. Becomes avail- 
able after defeating the Stormbird and disabling 
the lures during the Side Quest, ‘Death from 
the Skies. 


vo 


Set 3 @ Vantage 02 


King‘ Kk This Vantage Point is located high 
in the mountains to the north, on the way to 
The Mountain that Fell. After scaling the first 
set of ledges and coming face-to-face with the 
Stormbird, you can head off the path to the 
west to find another series of ledges and hand- 
holds leading up into mountains there. These 
will take you on a fairly direct route to the peak, 
where you'll discover a view of the GAIA Prime 
facility at King’s Peak. 


B « Artifact - Mother You'll find this Banuk 
Figure on the cliffs overlooking the river south 
of Pitchcliff. To reach it, cross the river north 
from Corrupted Zone 10 and follow the Banuk 
paintings on the mountainside to the foot of 
the Brave Trail leading to the figure. 


| ll 
~~ 


ark Il (G) This flower is 
located at the Stormbird Site north of Pitchcliff 
on a rocky ledge along the east wall just before 
the end of the road. 


On metal debris on the road 
leading towards the Stormbird during the 
Main Quest, ‘The Mountain that Fell’ 


tain that Fell’ 


re 
SS 


Phantom Limbs Inside a large metal hull that 
can be found on the road leading towards the 
Stormbird during the Main Quest, ‘The Moun- 
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COMME LOG: Lr. 
5 ‘ 


Comms Log: Lt. Murell On the body of 
Lt. Fiona Murell in the entry room of the 
Grave-Hoard. 


THE GRAVE-HOaRD 


Still encircled by the corpse of a Metal Devil, this ruin was named by the Oseram delvers who first 
braved its caves of ice and twisted steel. A desperate battle between man and machine was fought 
here long ago, when the facility was known as US Robot Command. 


4 8) 


Comms Log: Cpl. Mills On the body of 
Cpl. Yana Mills in the entry room of the 
Grave-Hoard. 


Reminder. Again. On a wheeled trolley in a 
hallway, second floor of the Grave-Hoard. 


coWMS LO sar. fulN 
e : 


Comms Log: Sgt. Guliyev On the body of 


Sgt. Ames Guliyev in the entry room of the 
Grave-Hoard. 


Comms Log: Sgt. Wandari On the body of 
Sgt. Usizo Wandari in the entry room of the 
Grave-Hoard. 


| m1 ol 
LOG CPL. acOSTAYA) 


art) 


Log: Cpl. Acosta (A) On a bunk in the sleeping 
quarters, second floor of the Grave-Hoard. 
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Log: Cpl. Acosta (B) On a bunk in the sleeping 
quarters, second floor of the Grave-Hoard. 


2) 


Just a Little Longer On a shelf in a storage 
room, second floor of the Grave-Hoard. 


So Sorry! On a shelf in a storage room, 
second floor of the Grave-Hoard. 
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Edited and Approved 1 Unlocked via scanning 
a server in the mail room, third floor of the 
Grave-Hoard. 


Edited and ‘Approved 2 Unlocked via scanning 
a server in the mail room, third floor of the 
Grave-Hoard. 


| Believe In You Unlocked via scanning a server 
in the mail room, third floor of the Grave-Hoard. 


DITION GUIDE 


b) 


Please Reply! Unlocked via scanning a server 
in the mail room, third floor of the Grave-Hoard. 


Unit Status Report Unlocked via scanning 
a server in the mail room, third floor of the 
Grave-Hoard. 


Code Nexus Reminder On the floor next 
to the broken Code Nexus, third floor of the 
Grave-Hoard. 


SecureCom EVZD-XX1X011X Unlocked via 
scanning a server in the War Room, fourth floor 
of the Grave-Hoard. 


ae 


Log: Cpl. Sarai (A) On a side table in the most 
northwestern room of the second floor of the 
Grave-Hoard. 


BanuK Camp 


rr 
REGION GUIDE THE LONGROAM y| 


The nomadic Banuk seldom make camp outside of their territory, but this settlement has drawn 
many hunters and shamans out of Ban-Ur to experience its unusual properties. Rumor has it that 
the Banuk shamans here are able to exert their mystical powers to control machines. 


| 013 &) 


Log: Cpl. Sarai (B) On a shelf in the most 
northwestern room of the second floor of the 
| Grave-Hoard. 


Report: Biosphere Degradation On a desk in 
| the room before the War Room, fourth floor of 
the Grave-Hoard. 


USRC Deployment Records On the table in 
the projection room, third floor of the Grave- 
| Hoard. 


Metal Flower — Mark I (H) This Metal Flower is 
in plain view a few steps south of the Campfire 
along the road leading to the Grave-Hoard. 


Banuk Artifact - Punishment The Brave Trail 
leading to this figure begins at the foot of the 
cliffs just southeast of the Banuk Encampment. 
Look for a small Banuk painting at ground level 
and several conspicuous wooden poles a short 
distance up the mountainside. 
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one 


Presented here for your reference 

is every usable item that Aloy can 
collect on her long journey. Whether 
you want to know whether to keep 
an item for later, need something to 
craft more ammo or can’t remember 
which Merchant was offering the item 
you require, this chapter will be your 
one-stop source of information. 


BEHaNTS OF THE WORLD 
" y ff Vv 


As you explore the Nora-controlled regions and the vast lands beyond, you'll 
encounter many different types of merchants with different wares for sale. 
The inventory of these merchants expands as you make your journey west 
towards the economic hub of Meridian, where you'll also find a plethora of 
unique merchants with exotic trinkets for sale. To better help you to keep track 
of who sells what, we have split the different merchants into four tiers based 
on their selection of items and marked them by tier to make them easier to 
identify. 


TRADER KaRST 


Kec is the only general merchant that will trade with you prior to completing 
the Main Quest ‘The Proving’, and you'll normally be able to find him just south- 
east of Mother's Cradle. When you speak to Karst as part of the Main Quest ‘The 
Point of the Spear’, his inventory will be somewhat limited, but he'll become an 
ordinary Tier 1 merchant from the Main Quest ‘Mother's Heart’ onward. 


Weapons 


Item Name 


a Tripcaster 


Scrapper Lens x1 


Metal Shards x90 


Tripcaster 


Sling Metal Shards x70 


Sharpshot Bow Metal Shards x105 


Ropecaster Metal Shards x75 


— <  #i—_—_ 
Already Owned 
While looking through the available 
items for purchase at any merchant, 
if you see this symbol, it means that 
you already have at least one of those 
items in your inventory. 


Traps And Potions ‘Ss 


Item Name Cost 


; Health Potion Metal Shards x35, 
Sparker x3, Wire x3 


Full health Potion 
Metal Shards x80, Metal Vessel x2 


) Resist Fire Potion 
Metal Shards x10, Blaze x1 


» ShockTrap Metal Shards x20 


| __ Detonating Blast Trap 
a Metal Shards x25 


al 
Ammo B/ 


Item Name Cost 


Metal Shards x5 


Hunter Arrow Pack 


| Fire Arrow Pack Metal Shards x25 


Shock Wire Pack Metal Shards x20 


War Bow Metal Shards x100 

&. Carja Sling 
uy Metal Shards x150, Blaze x15 

a 
Resources o% 
(@> Wire Metal Shards x5 
 Sparker Metal Shards x5 
_ Metal vessel Metal Shards x12 
» | 
¥ Blaze Metal Shards x12 
| J, Wood Bundle 

i Metal Shards x20, Sparker x5 


562 HORIZON ZERO DAWN COLLECTOR'S EDITION GUIDE 


lf Freeze Bomb Ammo Pack 
i. Metal Shards x40 


=, Precision Arrow Pack 
pee Metal Shards x20 


Metal Shards x15 


_))) Tie Rope Light Pack 
| Shock Arrow Pack Metal Shards x15 


Rock Bundle —_ Metal Shards x5, Wire x1 


cae 


Treasure Boxes 


Item Name Cost 


i 
——. Free Sample Box Free 


f MERCHANTS MERCHANTS OF THE WORLD 


TRADER TEB 


Ithough Teb has done rather well for himself in his career as a stitcher for the 
Nora, the only time you'll be able to purchase items from him is during the 
Main Quest ‘Mother's Heart’. During that time he will be the first merchant from 

whom you can purchase Outfits. As a show of thanks for saving him when you 
were young, he'll give you a Nora Brave Outfit that he created especially for you. 


Nora Survivor Light 
Metal Shards x45, Wire x5 


Nora Silent Hunter Light 
Metal Shards x50, Blaze x3 


Nora Protector Light 
Metal Shards x65, Sparker x5 


TIER 1 MERCHANTS 


fter completing the Proving and 

becoming a full-fledged part of the 
Nora tribe, the merchants throughout 
The Embrace will no longer shun you 
so you'll be able to purchase items 
from them. Since The Embrace is the 
heart of Nora territory where the most 
isolationist and devout tribesmen live, 
not many goods make their way to the 
merchants here, so they have only the 
most basic things for sale. 


Nora Brave Free 


Nora Silent Hunter Medium 
Metal Shards x200, Watcher Lens x2 


Treasure Boxes =) 


Item Name Cost 


| | Free Sample Box Free 


s 


Metal Shards x90 


Weapons 
Item Name 


Tripcaster 


Sling Metal Shards x70 


) Sharpshot Bow Metal Shards x105 


Ropecaster Metal Shards x75 


War Bow Metal Shards x100 


ki Carja Sling 
Metal Shards x150, Blaze x15 


“sf 


70) Nora Survivor Light 
¥ Metal Shards x45, Wire x5 


rf) Nora Silent Hunter Light 
x Metal Shards x50, Blaze x3 


>“) Nora Protector Light 
Z Metal Shards x65, Sparker x5 


(Sy Nora Silent Hunter Medium 
Metal Shards x200, Watcher Lens x2 


& 


Resources % 


Item Name 


| & | Sparker 


Metal Shards x5 


Metal Shards x5 


Metal Shards x12 


| Metal vessel 


Blaze 


Metal Shards x12 


Wood Bundle 
Metal Shards x20, Sparker x5 


Traps And Potions 
Item Name 


Health Potion 
Metal Shards x35, Sparker x3, Wire x3 


Full health Potion 
Metal Shards x80, Metal Vessel x2 


Resist Fire Potion 
Metal Shards x10, Blaze x1 


Shock Trap 


Detonating Blast Trap 


Metal Shards x20 


Metal Shards x25 


Ammo x 


Item Name 


rl Hunter Arrow Pack Metal Shards x5 


Fire Arrow Pack 


Shock Wire Pack 


Freeze Bomb Ammo Pack 


G Metal Shards x40 
Precision Arrow Pack 


Metal Shards x25 


Metal Shards x20 


Metal Shards x20 


Tie Rope Light Pack Metal Shards x15 


Shock Arrow Pack Metal Shards x15 


3 | Rock Bundle —_ Metal Shards x5, Wire x1 


Treasure Boxes 
Item Name 


= Free Sample Box 
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Cost 


Banuk Ice Hunter Light 
Metal Shards x40, Metalburn x1 


Nora Survivor Light 
Metal Shards x45, Wire x5 


Nora Silent Hunter Light 
Metal Shards x50, Blaze x3 


Banuk Sickness Eater Light 
Metal Shards x60, Fatty Meat x2 


Nora Protector Light 
Metal Shards x65, Sparker x5 


Banuk Ice Hunter Medium 
Metal Shards x150, 
Shell-Walker Lens x1 


Nora Survivor Medium 
Metal Shards x185, 
Broadhead Lens x1 


Nora Silent Hunter Medium 
Metal Shards x200, Watcher Lens x2 


Banuk Sickness Eater Medium 
Metal Shards x150, Scrapper Lens x1 


Nora Protector Medium 
Metal Shards x190, Grazer lens x1 


TIER 2 MERCHANTS 


nce you venture outside of The 

Embrace, you'll encounter these 
merchants more frequently in the oth- 
er Nora-controlled lands. Since they're 
much closer to the border with Carja 
territory where foreign traders operate, 
a much wider selection of goods can 
be found here. 


Weapons © 
Cost 


Item Name 


Tripcaster Metal Shards x90 


Sling Metal Shards x70 


Blast Sling Metal Shards x200 


Sharpshot Bow Metal Shards x105 


Ropecaster Metal Shards x75 


War Bow Metal Shards x100 


Rattler Metal Shards x130 


Carja Hunter Bow 
Metal Shards x50, Sparker x5, Wire x5 


Carja Tripcaster 
Metal Shards x180, Chillwater x10 


Carja Sling 
Metal Shards x150, Blaze x15 


Carja Sharpshot Bow 
Metal Shards x210, Metalburn x10 


Banuk Ice Hunter Heavy 
Metal Shards x800, 
Strider Heart x1, Metal Vessel x20 


Nora Survivor Heavy 
Metal Shards x900, 
Watcher Heart x2, Blaze x40 


Nora Silent Hunter Heavy 
Metal Shards x800, 
Bellowback Heart x1 


Resist Shock Potion 
Metal Shards x10, Sparker x5 


Resist Freeze Potion 
Metal Shards x10, Chillwater x1 


y 


Antidote Metal Shards x12, Wire x5 
Shock Trap Metal Shards x20 
—. BlastTrap Metal Shards x22 


Detonating BlastTrap 
Metal Shards x25 


Ammo x 


| te) te [Cas] ly 


Item Name 


Hunter Arrow Pack Metal Shards x5 


a 
Fire Arrow Pack 


Metal Shards x25 


“= Shock Wire Pack Metal Shards x20 


Blast Wire Pack 


Freeze Bomb Ammo Pack 
Metal Shards x40 


Fire Bomb Ammo Pack a 
Metal Shards x30 


Shock Bomb Ammo Pack 
Metal Shards x30 


Blast Bomb Ammo Pack 
Metal Shards x35 


Metal Shards x40 


Precision Arrow Pack 
Metal Shards x20 


Banuk Sickness Eater Heavy 
Metal Shards x760, Grazer Heart x1 


Tearblast Arrow Pack 


Nora Protector Heavy 
Metal Shards x1000, 
Shell-Walker Heart x1 


© 
Resources oe 


Item Name 


ae FastTravel Pack Metal Shards x2, 


Metal Shards x15 


Metal Shards x90 
Tie Rope Light Pack 


| Shock Arrow Pack 
Metal Bolt Pack 


Rock Bundle —_ Metal Shards x5, Wire x1 


Metal Shards x15 


Metal Shards x15 


Metal Shards x5 


Ridge-Wood x15, Rich Meat x1 
| | Sparker 


Metal Shards x5 


Metal vessel Metal Shards x12 

Blaze Metal Shards x12 
Chillwater Metal Shards x12 
Wood Bundle 


Metal Shards x20, Sparker x5 


Traps And Potions @ 


Item Name 


Health Potion 
Metal Shards x35, Sparker x3, Wire x3 


& Full health Potion 
Metal Shards x80, Metal Vessel x2 


Health Boost Potion 
Metal Shards x35, Chillwater x2 


i) 
Shadow Sling 
Metal Shards x650, Crystal Braiding x1 
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Resist Fire Potion 
Metal Shards x10, Blaze x1 
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Treasure Boxes SB 


Item Name 


= Free Sample Box Free 


‘= Shard Gambler's Box 
Metal Shards x10 


Modification Box Metal Shards x100 


mi Special Modification Box 
Metal Shards x1350 


Special Items YW 
Item Name Cost 


& Map - Metal Flowers 
Metal Shards x5, Blaze x2 


& Map - Banuk Figures 


Metal Shards x8, 
Rich Meat x1, Fatty Meat x1 


fw Map - Ancient Vessels 
Metal Shards x10, Metalburn x1 


| Map - Vantages 
Metal Shards x12, Chillwater x2 


TIER 3 MERCHANTS 


P iceevienncmioar mene { 


ast the walls of the Carja fort, Daytower, the long road known as the Way of 

Broken Stones extends across the arid desert towards Meridian. Along that 
road and in the surrounding areas, Tier 3 merchants will attempt to sell you a far 
wider array of goods than ever made it into Nora lands. 


Weapons © 


Item Name 


Tripcaster Metal Shards x90 


Metal Shards x70 


Metal Shards x200 


Sharpshot Bow Metal Shards x105 


Ropecaster Metal Shards x75 


War Bow Metal Shards x100 


Rattler Metal Shards x130 


Metal Shards x50, 
Sparker x5, Wire x5 


Carja Hunter Bow 


Carja Tripcaster 
Metal Shards x180, Chillwater x10 
Carja Sling 
Metal Shards x150, Blaze x15 


Carja Blast Sling Metal Shards x400 
Metal Vessel x10, Luminous Braiding x1 


Carja Sharpshot Bow 
Metal Shards x210, Metalburn x10 


Shadow Stalwart Light* 
Metal Shards x55, Chillwater x4 


Banuk Ice Hunter Light 
Metal Shards x40, Metalburn x1 


Nora Survivor Light 
Metal Shards x45, Wire x5 


Nora Silent Hunter Light 
Metal Shards x50, Blaze x3 


Banuk Sickness Eater Light 
Metal Shards x60, Fatty Meat x2 


Nora Protector Light 
Metal Shards x65, Sparker x5 


a 


Carja Silks Medium 
Metal Shards x240, Snapmaw Lens x1 


Oseram Sparkworker Medium 
Metal Shards x230, Lancehorn Lens x1 


Carja Blazon Medium 
Metal Shards x220, Glinthawk Lens x1 


Oseram Arrow Breaker Medium 
Metal Shards x280, Ravager Lens x1 


Shadow Stalwart Medium* 
Metal Shards x230, Trampler Lens x1 


Banuk Ice Hunter Medium 
Metal Shards x150, Shell-Walker Lens x1 


Nora Survivor Medium 
Metal Shards x185, Broadhead Lens x1 


Nora Silent Hunter Medium 
Metal Shards x200, Watcher Lens x2 


Carja Ropecaster 
Metal Shards x200, Echo Shell x6 


Banuk Sickness Eater Medium 
Metal Shards x150, Scrapper Lens x1 


Carja War Bow Metal Shards x300, 
Desert Glass x5, Slagshine Glass x2 


Carja Rattler 
Metal Shards x250, Rich Meat x10, 
Fatty Meat x5, Bony Meat x5 


Shadow Hunter Bow 
Metal Shards x650, Watcher Heart x1 


ShadowTripcaster 
Metal Shards x750, Scrapper Heart x1 


Metal Shards x650, 
Crystal Braiding x1 


Shadow Sling 


Shadow Sharpshot Bow 
Metal Shards x800, Sawtooth Heart x1 


Outfits 4 


Item Name 


Carja Silks Light 
Metal Shards x35, Blaze x6 


Oseram Sparkworker Light 
Metal Shards x50, Slagshine Glass x1 


Carja Blazon Light 
Metal Shards x65, Sparker x10 


Oseram Arrow Breaker Light 
Metal Shards x70, Desert Glass x2 


Nora Protector Medium 
Metal Shards x190, Grazer lens x1 


Carja Silks Heavy - 
Metal Shards x770, Longleg Heart x1 


Oseram Sparkworker Heavy 
Metal Shards x800, Luminous Braiding x2 


Carja Blazon Heavy 
Metal Shards x780, Charger Heart x1 


Oseram Arrow Breaker Heavy 
Metal Shards x1100, Crystal Braiding x1 


Shadow Stalwart Heavy* 
Metal Shards x680, Stalker Heart x1 


Banuk Ice Hunter Heavy 
Metal Shards x800, Strider Heart x1, 
Metal Vessel x20 


Nora Survivor Heavy 
Metal Shards x900, 
Watcher Heart x2, Blaze x40 


Nora Silent Hunter Heavy 
Metal Shards x800, 
Bellowback Heart x1 


Banuk Sickness Eater Heavy 
Metal Shards x760, Grazer Heart x1 


Nora Protector Heavy 
Metal Shards x1000, 
Shell-Walker Heart x1 


*Only after Main Quest ‘The Terror of the Sun’ 


Resources % 


Item Name 


ape FastTravel Pack Metal Shards x2, 
Ridge-Wood x15, Rich Meat x1 


Golden FastTravel pack 
Metal Shards x50, 
Fox Skin x1, Fatty Meat x10 


Metal Shards x5 


(@) Wire 
| & | Sparker 


Metal vessel 


Blaze 


Qo Chillwater 


Z Echo Shell 


Metal Shards x5 


Metal Shards x12 


Metal Shards x12 


Metal Shards x12 


Metal Shards x30 


4 Wood Bundle 
Metal Shards x20, Sparker x5 


Traps And Potions @ 


Item Name 


Health Potion 
Metal Shards x35, Sparker x3, Wire x3 


& Full health Potion 
Metal Shards x80, Metal Vessel x2 


ealth Boost Potion 
Metal Shards x35, Chillwater x2 


Resist Fire Potion 
Metal Shards x10, Blaze x1 


© Resist Shock Potion 
Metal Shards x10, Sparker x5 


Resist Freeze Potion 
Metal Shards x10, Chillwater x1 
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Metal Shards x12, Wire x5 


& Antidote 


=) Shock Trap 


Blast Trap 


Detonating BlastTrap 
a Metal Shards x25 


Metal Shards x20 


Metal Shards x22 


Ammo y 


Item Name 


©])) Hunter Arrow Pack 


é 


Fire Arrow Pack 


mm Hardpoint Arrow Pack 


Metal Shards x5 


Metal Shards x25 


Metal Shards x15 


Shock Bomb Ammo Pack 
Metal Shards x30 


Sticky Bomb Ammo Pack 
Metal Shards x50 


A Precision Arrow Pack 
Metal Shards x20 


Blast Bomb Ammo Pack 
Metal Shards x35 


Tearblast Arrow Pack 
Metal Shards x90 


Harvest Arrow Pack = Metal Shards x15 


Tie Rope Light Pack Metal Shards x15 


Tie Rope Medium Pack 
Metal Shards x20 


Shock Wire Pack Metal Shards x20 


Shock Arrow Pack Metal Shards x15 


Blast Wire Pack Metal Shards x40 


Fire Wire Pack Metal Shards x30 


Freeze Bomb Ammo Pack 
Metal Shards x40 


ete] c/a 


Freeze Arrow Pack Metal Shards x30 


Metal Shards x15 


va 
“ 


Metal Bolt Pack 


Metal Shards x20 


Shock Bolt Pack 


Fire Bomb Ammo Pack 
Metal Shards x30 


TIER 4 MERCHANTS 


i Rock Bundle —_ Metal Shards x5, Wire x1 


Treasure Boxes = 


Item Name 


3 Free Sample Box Free 


=-§ Shard Gambler's Box 
= Metal Shards x10 


{>} Modification Box Metal Shards x100 


Special Modification Box 
Metal Shards x1350 


Special Items wy 


Item Name 


Map - Metal Flowers 
Metal Shards x5, Blaze x2 


& Map - Banuk Figures 
Metal Shards x8, Rich Meat x1, 
Fatty Meat x1 


Map - Ancient Vessels 
Metal Shards x10, Metalburn x1 


Map - Vantages 
Metal Shards x12, Chillwater x2 


M eridian and Sunfall are home to the best artisans and craftsman in the land, so 
it's only natural that the merchants you encounter in these areas will not only 
have an expanded selection of goods for sale, but everything will be of the high- 
est quality. Hopefully you've been saving up your Metal Shards, because going on 
a shopping spree at these merchants can quickly clean you out! 


Weapons sc 


Item Name Cost 


Tripcaster Metal Shards x90 


Sling Metal Shards x70 


Blast Sling Metal Shards x200 


Sharpshot Bow Metal Shards x105 


Ropecaster Metal Shards x75 


War Bow Metal Shards x100 


Rattler Metal Shards x130 


Carja Hunter Bow 
Metal Shards x50, Sparker x5, Wire x5 


CarjaTripcaster 
Metal Shards x180, Chillwater x10 


Carja Sling 
Metal Shards x150, Blaze x15 


Carja Sharpshot Bow 
Metal Shards x210, Metalburn x10 


Carja Ropecaster 
Metal Shards x200, Echo Shell x6 


Carja War Bow Metal Shards x300, 
Desert Glass x5, Slagshine Glass x2 


Carja Rattler 
Metal Shards x250, Rich Meat x10, 
Fatty Meat x5, Bony Meat x5 


Shadow Hunter Bow 
Metal Shards x650, Watcher Heart x1 


Shadow Tripcaster 
Metal Shards x750, Scrapper Heart x1 


Metal Shards x650, 
Crystal Braiding x1 


Shadow Sling 


x58 Shadow Blast Sling 
. Metal Shards x1400, 
Lancehorn Heart x1 


Shadow Sharpshot Bow 
Metal Shards x800, 
Sawtooth Heart x1 


EN Shadow Ropecaster 
> Metal Shards x500, 
Snapmaw Heart x1 


Shadow War Bow 
Metal Shards x800, Trampler Heart x1 


Carja Blast Sling Metal Shards x400, 
Metal Vessel x10, Luminous Braiding x1 
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Shadow Rattler Metal Shards x950, 
Boar Skin x1, Rabbit Skin x1, Fox Skin x1 


| MERCHANTS OF THE ee 


Outfits e 


Item Name Cost 


bid Carja Silks Light 
= Metal Shards x35, Blaze x6 


eg 
Resources oe 


Item Name 


a Fast Travel Pack Metal Shards x2, 
be Ridge-Wood x15, Rich Meat x1 


Oseram Sparkworker Light 
Metal Shards x50, Slagshine Glass x1 


Carja Blazon Light 
Metal Shards x65, Sparker x10 


Oseram Arrow Breaker Light 
Metal Shards x70, Desert Glass x2 


Shadow Stalwart Light* 
Metal Shards x55, Chillwater x4 


Banuk Ice Hunter Light 
Metal Shards x40, Metalburn x1 


Nora Survivor Light 
Metal Shards x45, Wire x5 


Nora Silent Hunter Light 
Metal Shards x50, Blaze x3 


Banuk Sickness Eater Light 
Metal Shards x60, Fatty Meat x2 


Nora Protector Light 
Metal Shards x65, Sparker x5 


Carja Silks Medium 
Metal Shards x240, Snapmaw Lens x1 


Oseram Sparkworker Medium 
Metal Shards x230, Lancehorn Lens x1 


Carja Blazon Medium 
Metal Shards x220, Glinthawk Lens x1 


Oseram Arrow Breaker Medium 
Metal Shards x280, Ravager Lens x1 


Shadow Stalwart Medium* 
Metal Shards x230, Trampler Lens x1 


Banuk Ice Hunter Medium 
Metal Shards x150, Shell-Walker Lens x1 


Nora Survivor Medium 
Metal Shards x185, Broadhead Lens x1 


Nora Silent Hunter Medium 
Metal Shards x200, Watcher Lens x2 


Banuk Sickness Eater Medium 
Metal Shards x150, Scrapper Lens x1 


Nora Protector Medium 
Metal Shards x190, Grazer lens x1 


Carja Silks Heavy 
Metal Shards x770, Longleg Heart x1 


Oseram Sparkworker Heavy 
Metal Shards x800, Luminous Braiding x2 


Carja Blazon Heavy 
Metal Shards x780, Charger Heart x1 


Oseram Arrow Breaker Heavy 
Metal Shards x1100, Crystal Braiding x1 


Shadow Stalwart Heavy* 
Metal Shards x680, Stalker Heart x1 


Banuk Ice Hunter Heavy 
Metal Shards x800, 
Strider Heart x1, Metal Vessel x20 


“Nora Survivor Heavy 
Metal Shards x900, 
Watcher Heart x2, Blaze x40 


Nora Silent Hunter Heavy 
Metal Shards x800, Bellowback Heart x1 


Banuk Sickness Eater Heavy 
Metal Shards x760, Grazer Heart x1 


Nora Protector Heavy 
Metal Shards x1000, 
Shell-Walker Heart x1 


*Only after Main Quest 'The Terror of the Sun’ 


J Golden FastTravel Pack 


Shock Bomb Ammo Pack 
Metal Shards x30 


Blast Bomb Ammo Pack 
Metal Shards x35 


Sticky Bomb Ammo Pack 
Metal Shards x50 


Proximity Bomb Ammo Pack 
Metal Shards x30 


Metal Shards x50, Fox Skin x1, 
(@) Wire 


Metal Shards x5 


Precision Arrow Pack 
Metal Shards x20 


Fatty Meat x10 
Sparker 


Metal Shards x5 


Tearblast Arrow Pack 
Metal Shards x90 


Metal Shards x12 


Metal vessel 


Harvest Arrow Pack —_ Metal Shards x15 


Metal Shards x12 


Tie Rope Light Pack Metal Shards x15 


Blaze 


Tie Rope Medium Pack 


Chillwater Metal Shards x12 Metal Shards x20 
| Echo Shell Metal Shards x30 Fame ope Hea PaeN a ahadlasao 
Metalburn Metal Shards x30 4 Shock Arrow Pack Metal Shards x15 

Wood Bundle 

Metal Shards x20, Sparker x5 Freeze Arrow Pack Metal Shards x30 
ro Corruption Arrow Pack 
Traps And Potions Metal Shards x60 


Item Name 


ei Health Potion 


Metal Shards x35, 
Sparker x3, Wire x3 


Metal Shards x80, 
Metal Vessel x2 


Full health Potion 


Health Boost Potion 
Metal Shards x35, Chillwater x2 


Resist Fire Potion 
Metal Shards x10, Blaze x1 


oO Resist Shock Potion 
Resist Freeze Potion 


Metal Shards x10, Sparker x5 
Metal Shards x10, Chillwater x1 
Antidote Metal Shards x12, Wire x5 


Metal Shards x20 


Shock Trap 


Metal Shards x22 


Fy Blast Trap 


Detonating BlastTrap 
Metal Shards x25 


Ammo x 


Item Name 


©) Hunter Arrow Pack 


? 


Metal Shards x5 


Fire Arrow Pack Metal Shards x25 


Metal Bolt Pack Metal Shards x15 


Freeze Bolt Pack Metal Shards x25 


7, Shock Bolt Pack Metal Shards x20 


Tearblaster Charge Pack 


| Metal Shards x30 
3 | Rock Bundle 


Metal Shards x5, Wire x1 


Treasure Boxes B 


Item Name 


= Free Sample Box Free 


§ Shard Gambler's Box 
Metal Shards x10 


Modification Box Metal Shards x100 


Special Modification Box 
Metal Shards x1350 


Special Items “er 


Item Name 


Map - Metal Flowers 
Metal Shards x5, Blaze x2 


& Map - Banuk Figures 


Metal Shards x8, 
Rich Meat x1, Fatty Meat x1 


il Hardpoint Arrow Pack 
Metal Shards x15 


Map - Ancient Vessels 
Metal Shards x10, Metalburn x1 


Metal Shards x20 


Shock Wire Pack 


Metal Shards x40 


Blast Wire Pack 


Fire Wire Pack Metal Shards x30 


Freeze Bomb Ammo Pack 
Metal Shards x40 


Fire Bomb Ammo Pack 
Metal Shards x30 


(s) Map - Vantages 
Metal Shards x12, Chillwater x2 
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a oF 4 


AA AA 


Meridian is home to a number of specialty Merchants 
with unique items for sale that you'll not find anywhere 
else in the game. While some of these merchants will be 


ARTIFACT COLLECTIBLES 


reward box. 


SPECiaITY MERCHANTS 


a Gry 


By x 


there when you first arrive, others will only open up shop 
after you've completed the investigation of Olin’s Apart- 
ment as part of the Main Quest ‘The City of the Sun’. 


t the southern end of the market area in central Meridian you'll find the mer 
chant Cantarah, who specializes in trading for rare Banuk Artifacts. If you talk 
to her you can find out more about the cultural significance of these artifacts, and 
if you bring back complete sets of two for her, you can trade them for a lucrative 


Treasure Boxes 


Item Name 


4 Cantarah’s Reward Box | 
Banuk Artifact: | Name You x1, 
Banuk Artifact: My Claim x1 


Cantarah’s Reward Box II 
Banuk Artifact: Punishment x1, 
Banuk Artifact: | Cannot Confess x1 


| Cantarah’s Reward Box III 
Banuk Artifact: The Vision x1, 
Banuk Artifact: Mother x1 


tudious Palas used to venture out to explore ancient ruins looking for relics, but 

such times have long passed, and he now relies on outsiders to bring the ob- 
jects of his desire to him at his stall. Of particular interest to him are Ancient Ves- 
sels that are rumored to have been used in the solemn custom of beard-shaving, 
and since it would naturally take a full set of four to properly shave ones beard, 
that is what he is after. Bring them back to him in exchange for a hefty reward. 


Te 
Treasure Boxes eS 


Sar 


Special Items 


Item Name 


&@ Map - Metal Flowers 
Metal Shards x5, Blaze x2 


& Map - Banuk Figures 


Item Name 


Palas’ Reward Box | 

. Ancient Vessel - Faro x1, 
Ancient Vessel - Arches x1, 
Ancient Vessel - DroneHop x1, 
Ancient Vessel - Wayfarers x1 


Metal Shards x8, 
Rich Meat x1, Fatty Meat x1 


fw] Map - Ancient Vessels 
Metal Shards x10, Metalburn x1 


[ Map - Vantages 
Metal Shards x12, Chillwater x2 


Palas’ Reward Box II 
Ancient Vessel - Miriam x1, 
Ancient Vessel - USRC x1, 
Ancient Vessel - KZ x1, 
Ancient Vessel - Sterling-Malkeet x1 


iG Palas’ Reward Box Ill 
¢ Ancient Vessel - Odyssey x1, 
Ancient Vessel - Metallurgic x1, 
Ancient Vessel - Jomei x1, 
Ancient Vessel - Thunderheads x1 


— 


int 
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Special Items ~ 


Item Name 


& Map - Metal Flowers 
Metal Shards x5, Blaze x2 


& Map - Banuk Figures 


Metal Shards x8, 
Rich Meat x1, Fatty Meat x1 


Map - Ancient Vessels 
Metal Shards x10, Metalburn x1 


Map - Vantages 
Metal Shards x12, Chillwater x2 


VESSEL COLLECTIBLES 


FLOWER COLLECTIBLES 


K udiv has an eye for the finer things in life, and he considers nothing finer than 
the beauty of the enigmatic Metal Flowers. The love of his partner, Theradine, 
keeps him from venturing out on his own to collect them these days, so now he 
looks to other hunters to acquire the blooms for him. It takes a full set of flowers 


to make a proper arrangement, and if you manage to obtain them all for him, 
you'll be rewarded handsomely. 


Treasure Boxes 


we 


Special Items 
Item Name 


& Map - Metal Flowers 
Metal Shards x5, Blaze x2 


& Map - Banuk Figures 


Item Name 


— 


Kudiv’s Reward Box | 
Metal Flower - Mark | x10 

f= Kudiv’s Reward Box II 

uml Metal Flower - Mark II x10 

F-=@ Kudiv’s Reward Box III 

= Metal Flower - Mark III x10 


Metal Shards x8, 
Rich Meat x1, Fatty Meat x1 


fx] Map - Ancient Vessels 
Metal Shards x10, Metalburn x1 


Map - Vantages 


Metal Shards x12, Chillwater x2 


MYSTERY BOXES 


merchant, not every box is winner. 


MERCHANTS SPECIALTY MERCHANTS 


he mysterious Mystery Box merchant is the ultimate back-alley dealer, always 

on the lookout for valuables and willing to trade a vast array of different items 
for one of his special boxes. Many items that you may have simply sold to other 
merchants can be used here to acquire Treasure Boxes, the contents of which 
could potentially be worth far more than what you paid. But as with any shady 


Cost 


Treasure Boxes 


Item Name 


= Shard Gambler's Box 
Metal Shards x10 


Modification Box Metal Shards x100 


Special Modification Box 
Metal Shards x1350 


Scavenger Dark Box 
Processed Metal Block x1 


§ Scavenger Light Box 
Processed Metal Block x1 


Outlaw Dark Box Desert Glass x1 


i@ Outlaw Light Box Slagshine Glass x1 


¥) Hunter Big Game Box 
Crystal Braiding x1 


Scrap Collector Box 
Dirty Basket - Small x1, 
Dirty Basket - Medium x1, 
Dirty Basket - Large x1 


Hunter Small Game Box 
Luminous Braiding x1 


HunterTiny Game Box Tiny Meat x5. 


Charcoal-Burner Box 
Dirty Resin Chunk - Small x1, 
Dirty Resin Chunk - Medium x1, 
Dirty Resin Chunk - Large x1 


Sculptor Box 


Dirty Rusted Bolt - Small x1, 
Dirty Rusted Bolt - Medium x1, 
Dirty Rusted Bolt - Large x1 


Mysterious Box 
Stranded Figure x1, 
Stranded Shackles x1, 
Stranded Necklace x1 
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MACHINE RESOURCES 


estled at the base of the stairs leading up to the Hunters’ Lodge, the Machine 

Resources merchant is ideally positioned to take advantage of all the machine 
parts being brought back by the hunters. While prices may be at a premium, the 
convenience of being able to buy a particular Lens or Heart that you require is 


priceless. 


Metal Shards x100 


Metal Shards x100 


Metal Shards x120 


@) Trampler Lens Metal Shards x390 


2) Ravager Lens Metal Shards x420 


Tel 10 | 


(¥) Snapmaw Lens Metal Shards x330 


Stalker Lens Metal Shards x270 


© 


Watcher Heart Metal Shards x200 


Metal Shards x120 


tm 
(G3) Lancehorn Lens 
re 


Metal Shards x200 


xy Broadhead Lens 


Metal Shards x180 


& Glinthawk Lens 


Metal Shards x400 


Metal Shards x220 


Metal Shards x310 


Strider Heart Metal Shards x200 


Scrapper Heart Metal Shards x250 


Grazer Heart Metal Shards x250 


Lancehorn Heart Metal Shards x400 


Shell-Walker Heart Metal Shards x340 


Broadhead Heart Metal Shards x360 


Bellowback Heart Metal Shards x760 


Glinthawk Heart Metal Shards x800 


Trampler Heart Metal Shards x780 


Metal Shards x320 


Charger Heart Metal Shards x440 


Ravager Heart Metal Shards x840 


Shell-Walker Lens 


Metal Shards x170 


Sawtooth Heart Metal Shards x620 


Snapmaw Heart Metal Shards x660 


9) Bellowback Lens 


Metal Shards x380 


Longleg Heart Metal Shards x640 


Seseaneaeen 


ECLECTIC COLLECTIBLES 


Stalker Heart Metal Shards x540 


n every market there is a stall that prides itself on selling small knick-knacks and 

bizarre curios, and the market in Meridian is no different. In exchange for a mod- 
est sum of Metal Shards and some readily available machine parts, you'll be able 
to obtain unique items that you can use to barter with the Mystery Box merchant 


for some of his specialty items. 


Special Items xg 


Item Name 


Dirty Basket - Large 
Metal Shards x35, Watcher Heart x1 


= Dirty Basket - Medium 
Metal Shards x25, Scrapper Heart x1 


Dirty Basket - Small 
Metal Shards x15, 
Shell-Walker Heart x1 


Dirty Resin Chunk - Large 
Metal Shards x25, Longleg Lens x1 
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Dirty Resin Chunk - Medium 
Metal Shards x30, Snapmaw Lens x1 


Dirty Resin Chunk - Small 
Metal Shards x50, 
Luminous Braiding x1 


& 
- Dirty Rusted Bolt - Large 

vw Metal Shards x50, Chillwater x10 
&, 

ie 


Dirty Rusted Bolt - Medium 
Metal Shards x40, 
Luminous Braiding x1 


Dirty Rusted Bolt - Small 
Metal Shards x30, 
Crystal Braiding x1 


There are items in the game that you can get from a 
myriad of sources, and others that are significantly more 
difficult to track down, and even then, the potential uses 
for the item are not always immediately apparent. In this 
section we aim to provide you with a list of items sorted 
into easy-to-use categories that will let you quickly see 
whether or not you need to hold onto something for a 
later quest, or if it’s safe to sell for some extra shards. 
We've also included the unique Quest Items that you'll 
acquire and use almost immediately as you progress 
through Quests. These items always go directly into the 
Special Items section of your inventory when you pick 
them up, but because they're used so soon, it’s easy to 
forget that you can look at them. 


RESOURCES 


Blaze 4a 
This common resource is a primary crafting ingredient for Fire 
ammunition types, and valuable to merchants. 


SOURCES Tier 1/2/3/4 Merchants, Trader - Karst, Strider, Grazer, Broadhead, 
Sawtooth, Charger, Fire Bellowback, Snapmaw, Rockbreaker, Stormbird, 
Thunderjaw USED FOR Crafting Ammunition, Crafting Items, Trading with 
Merchants, Selling For Metal Shards 


Chillwater 4 ab 
This common resource is a primary crafting ingredient for Freeze 
ammunition types, and valuable to merchants. 


SOURCES Tier 2/3/4 Merchants, Lancehorn, Glinthawk, Sawtooth, Rav- 
ager, Freeze Bellowback, Snapmaw, Behemoth, Stormbird, Thunderjaw 
USED FOR Crafting Ammunition, Crafting Items, Trading with Merchants, 
Selling For Metal Shards 


Echo Shell 15 Mb 
zg This common resource is a primary crafting ingredient for Tear 
ammunition types, and is valuable to merchants. 


Metal Shards 
This common resource is a primary crafting ingredient and essen- 


tial in transactions with merchants. 


SOURCES All Machines, Merchants USED FOR Crafting Ammunition, Craft- 
ing Items, Trading with Merchants 


Metal Vessel 4a 
This common resource is a primary crafting ingredient and valu- 
able to merchants. 


SOURCES Tier 1/2/3/4 Merchants, Trader - Karst, Scrapper, Lancehorn, 
Broadhead, Trampler, Shell-Walker, Stalker, Deathbringer USED FOR Crafting 
Ammunition, Crafting Items, Trading with Merchants, Selling For Metal 
Shards 


Metalburn 15 bh 
This common resource is a primary crafting ingredient for Corrup- 


tion ammunition types, and is valuable to merchants. 


SOURCES Tier 4 Merchants, Corrupted Machines, Corruptor, Deathbringer 
USED FOR Crafting Ammunition, Crafting Items, Trading with Merchants, 
Selling For Metal Shards 


Processed Metal Block 8 ab 
Harvested only from Scrappers which have scavenged machine 


corpses, this uncommon machine part is valuable to merchants. 


SOURCES Scrappers & Glinthawks that have fed from debris piles or ma- 


chine corpses USED FOR Trading with Merchants, Selling For Metal Shards 


Rusted Scrap 24 
This old resource is near-worthless. 


SOURCES Cauldrons USED FOR Selling For Metal Shards 


Sparker 14) 
This common resource is a primary crafting ingredient for Shock 
ammunition types, and valuable to merchants. 


SOURCES All Machines, Tier 1/2/3/4 Merchants, Trader - Karst USED FOR 
Crafting Ammunition, Crafting Items, Trading with Merchants, Selling For 
Metal Shards 


Wire iP \s 
This common resource is a primary crafting ingredient and valu- 
able to merchants. 


SOURCES Tier 3/4 Merchants, Longleg, Stormbird, Thunderjaw, Rockbreak- 
er, Behemoth, Stalker USED FOR Crafting Ammunition, Crafting Items, Trad- 
ing with Merchants, Selling For Metal Shards 


Fast Travel Pack 2a 
5-3 This item provides Fast Travel to a single discovered Campfire or 
Settlement throughout the world. 


SOURCES Human Enemies, Tier 2/3/4 Merchants, Crafting USED FOR Fast 
Travel, Selling For Metal Shards 


© Golden Fast Travel Pack 20 #b 
J This item provides unlimited Fast Travel to discovered Campfires 
kell and Settlements throughout the world. 


SOURCES All Machines, Tier 1/2/3/4 Merchants, Trader - Karst USED FOR 
Crafting Ammunition, Crafting Items, Trading with Merchants, Selling For 
Metal Shards 


MACHINE PARTS 


Behemoth Heart 140 #b 
Harvested only from the Behemoth, this rare machine part is 
valuable to merchants. 


SOURCES Tier 3/4 Merchants USED FOR Fast Travel, Selling For Metal 
Shards 


SOURCES Behemoth USED FOR Trading with Merchants, Selling For Metal 
Shards 
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Behemoth Lens 70 
3) Harvested only from the Behemoth, this uncommon machine part 


is valuable to merchants. 


Deathbringer Lens 68 &b 
Harvested only from the Deathbringer, this uncommon machine 


part is valuable to merchants. 


SOURCES Behemoth USED FOR Trading with Merchants, Selling For Metal 
Shards 


Bellowback Heart 76 ab 
Harvested only from the Bellowback, this rare machine part is 
valuable to merchants. 


SOURCES Fire Bellowback, Freeze Bellowback, Machine Resources 
Merchant USED FOR Trading for the Nora Silent Hunter Heavy Outfit (x1), 
Selling for Metal Shards 


Bellowback Lens 38 @b 
Harvested only from the Bellowback, this uncommon machine 
part is valuable to merchants. 


SOURCES Fire Bellowback, Freeze Bellowback, Machine Resources Mer 
chant USED FOR Trading with Merchants, Selling For Metal Shards 


Broadhead Heart 36 @b 
te Harvested only from the Broadhead, this rare machine part is 


valuable to merchants. 


SOURCES Broadhead, Machine Resources Merchant USED FOR Trading with 
Merchants, Selling For Metal Shards 


Broadhead Lens 18 Ab 
% Harvested only from the Broadhead, this uncommon machine part 


is valuable to merchants. 


SOURCES Broadhead, Machine Resources Merchant USED FOR Trading for 
the Nora Survivor Medium Outfit (x1), Selling for Metal Shards 


Charger Heart 44 Ab 
Harvested only from the Charger, this rare machine part is valu- 
able to merchants. 


SOURCES Charger, Machine Resources Merchant USED FOR Trading for the 
Carja Blazon Heavy Outfit (x1), Selling for Metal Shards 


Charger Lens 22 ab 
Harvested only from the Charger, this uncommon machine part is 
valuable to merchants. 


SOURCES Charger, Machine Resources Merchant USED FOR Trading with 
Merchants, Selling For Metal Shards 


Corruptor Heart 
Harvested only from the Corruptor, this rare machine part is 
valuable to merchants. 


75 a 


SOURCES Corruptor USED FOR Trading with Merchants, Selling For Metal 
Shards 


Corruptor Lens 38 @b 
Harvested only from the Corruptor, this uncommon machine part 
is valuable to merchants. 


SOURCES Corruptor USED FOR Trading with Merchants, Selling For Metal 
Shards 


é Crystal Braiding 50 #b 
Ke Harvested only from large-sized Machines, this rare machine part 


is valuable to merchants. 


SOURCES Rockbreaker, Behemoth, Stormbird, Thunderjaw, Deathbringer, 
Machine Scavenger Box, Sculptor Box USED FOR Trading for the Shadow 
Sling (x1) and Oseram Arrowbreaker Heavy Outfit (x1); Selling for Metal 
Shards 


Deathbringer Heart 136 @b 
Harvested only from the Deathbringer, this rare machine part is 
valuable to merchants. 


SOURCES Deathbringer USED FOR Trading with Merchants, Selling For 
Metal Shards 


572 HORIZON ZERO DAWN COLLECTOR'S EDITION GUIDE 


SOURCES Deathbringer USED FOR Trading with Merchants, Selling For 
Metal Shards 


Glinthawk Heart 80 4b 
Harvested only from the Glinthawk, this rare machine part is 
valuable to merchants. 


SOURCES Glinthawk, Machine Resources Merchant USED FOR Trading with 
Merchants, Selling For Metal Shards 


Glinthawk Lens 40 @b 
Harvested only from the Glinthawk, this uncommon machine part 


is valuable to merchants. 


SOURCES Glinthawk, Machine Resources Merchant USED FOR Trading for 
the Carja Blazon Medium Outfit (x1), Selling for Metal Shards 


Grazer Heart 25 Mh 
Harvested only from the Grazer, this rare machine part is valuable 
to merchants. 


SOURCES Grazer, Machine Resources Merchant USED FOR Trading for the 
Banuk Sickness Eater Heavy Outfit (x1), Selling for Metal Shards 


Grazer Lens 12 ab 
Harvested only from the Grazer, this uncommon machine part is 
valuable to merchants. 


SOURCES Grazer, Machine Resources Merchant USED FOR Trading for the 
Nora Protector Medium Outfit (x1), Selling for Metal Shards 


Lancehorn Heart 40 4b 
Harvested only from the Lancehorn, this rare machine part is 
valuable to merchants. 


SOURCES Lancehorn, Machine Resources Merchant USED FOR Trading for 
the Shadow Blast Sling (x1), Selling for Metal Shards 


Lancehorn Lens 20 @b 
Harvested only from the Lancehorn, this uncommon machine part 
is valuable to merchants. 


SOURCES Lancehorn, Machine Resources Merchant USED FOR Errand: 
‘Shortage of Supplies, Trading for the Oseram Sparkworker Medium Outfit 
(x1), Selling for Metal Shards 


LongLeg Heart 64 &b 
Harvested only from the Longleg, this rare machine part is valu- 
able to merchants. 


SOURCES LongLeg, Machine Resources Merchant USED FOR Trading for the 
Carja Silks Heavy Outfit (x1), Selling for Metal Shards 


LongLeg Lens 32 @b 
Harvested only from the Longleg, this uncommon machine part is 
valuable to merchants. 


SOURCES LongLeg, Machine Resources Merchant USED FOR Errand: ‘De- 
mand and Supply, Selling for Metal Shards 


Luminous Braiding 30 bh 
Harvested only from mid-sized Machines, this rare machine part is 


valuable to merchants. 


SOURCES Sawtooth, Longleg, Shell-Walker, Fire Bellowback, Freeze Bel- 
lowback, Trampler, Ravager, Snapmaw, Stalker, Corruptor, Machine Scav- 
enger Box, Sculptor Box USED FOR Trading for the Carja Blast Sling (x1) and 
Oseram Sparkworker Heavy Outfit (x2); Selling for Metal Shards 


Machine Core - Large 
This rare machine part is of enormous value to merchants. 


100 @h 


SOURCES Rockbreaker, Behemoth, Stormbird, Thunderjaw, Deathbringer, 
Machine Scavenger Box, Extraordinary Reward Box, Hunter Small Game 
Box, Hunter Big Game Box, Scrap Collector Box USED FOR Selling For 
Metal Shards 


- 


/ ITEMS OF THE WORLD MACHINE PARTS { 


oh 


beck Machine Core - Medium 50 @b 
a This rare machine part is greatly valued by merchants. 


Shell-Walker Lens 17 4b 
Harvested only from the Shell-Walker, this uncommon machine 
part is valuable to merchants. 


SOURCES Sawtooth, Longleg, Shell-Walker, Fire Bellowback, Freeze Bel- 
lowback, Trampler, Ravager, Snapmaw, Stalker, Corruptor, Machine Scav- 
enger Box, Extraordinary Reward Box, Hunter Small Game Box, Hunter Big 
Game Box, Scrap Collector Box USED FOR Selling For Metal Shards 


g Machine Core - Small 20 4b 


SOURCES Watcher, Strider, Scrapper, Grazer, Lancehorn, Broadhead, 
Glinthawk, Charger, Machine Scavenger Box, Extraordinary Reward Box, 
Hunter Small Game Box, Hunter Big Game Box, Scrap Collector Box 
USED FOR Selling For Metal Shards 


Ravager Heart 84 Ab 
Harvested only from the Ravager, this rare machine part is valu- 
able to merchants. 


SOURCES Ravager, Machine Resources Merchant USED FOR Trading with 
Merchants, Selling For Metal Shards 


Ravager Lens 42 ab 
Harvested only from the Ravager, this uncommon machine part is 
valuable to merchants. 


SOURCES Ravager, Machine Resources Merchant USED FOR Trading for the 
Oseram Arrowbreaker Medium Outfit (x1), Selling for Metal Shards 


Rockbreaker Heart 150 4b 
Harvested only from the Rockbreaker, this rare machine part is 
valuable to merchants. 


SOURCES Rockbreaker USED FOR Trading with Merchants, Selling For Metal 
Shards 


Rockbreaker Lens 75 Ab 
Harvested only from the Rockbreaker, this uncommon machine 
part is valuable to merchants. 


SOURCES Rockbreaker USED FOR Trading with Merchants, Selling For Metal 
Shards 


Sawtooth Heart 62 ab 
Harvested only from the Sawtooth, this rare machine part is 
valuable to merchants. 


SOURCES Sawtooth, Machine Resources Merchant USED FOR Trading for 
the Shadow Sharpshot Bow (x1), Selling for Metal Shards 


Sawtooth Lens 31 #b 
Harvested only from the Sawtooth, this uncommon machine part 
is valuable to merchants. 


SOURCES Sawtooth, Machine Resources Merchant USED FOR Trading with 
Merchants, Selling For Metal Shards 


Scrapper Heart 25 ab 
Harvested only from the Scrapper, this rare machine part is valu- 
able to merchants. 


SOURCES Scrapper, Machine Resources Merchant USED FOR Trading for the 
Shadow Tripcaster (x1), Selling for Metal Shards 


Scrapper Lens 12 Ab 
Harvested only from the Scrapper, this uncommon machine part is 
valuable to merchants. 


SOURCES Scrapper, Machine Resources Merchant USED FOR Trading for the 
Banuk Sickness Eater Medium Outfit (x1), Selling for Metal Shards 


Shell-Walker Heart 34 @b 
Harvested only from the Shell-Walker, this rare machine part is 
valuable to merchants. 


SOURCES Shell-Walker, Machine Resources Merchant USED FOR Trading for 
the Nora Protector Heavy Outfit (x1), Selling for Metal Shards 


SOURCES Shell-Walker, Machine Resources Merchant USED FOR Trading for 
the Banuk Ice Hunter Medium Outfit (x1), Selling for Metal Shards 


Snapmaw Heart 66 &b 
A valuable machine component, promised to a group of hunters 
so they will leave the vicinity of Lone Light. 


SOURCES Snapmaw, Machine Resources Merchant USED FOR Trading for 
the Shadow Ropecaster (x1), Selling for Metal Shards 


ZS) Snapmaw Lens 33 @b 
@) Harvested only from the Snapmaw, this uncommon machine part 


is valuable to merchants. 


SOURCES Snapmaw, Machine Resources Merchant USED FOR Side Quest: 
‘Hunter's Blind; Errand: ‘Demand and Supply; Trading for the Carja Silks 
Medium Outfit (x1), Selling for Metal Shards 


Stalker Heart 54 @b 


Harvested only from the Stalker, this rare machine part is valuable 
to merchants. 


SOURCES Stalker, Machine Resources Merchant USED FOR Trading for the 
Shadow Stalwart Heavy Outfit (x1), Selling for Metal Shards 


Stalker Lens 27 ab 
Harvested only from the Stalker, this uncommon machine part is 
valuable to merchants. 


SOURCES Stalker, Machine Resources Merchant USED FOR Trading with 
Merchants, Selling For Metal Shards 


Stormbird Heart 164 bh 
Harvested only from the Stormbird, this rare machine part is 
valuable to merchants. 


SOURCES Stormbird USED FOR Trading with Merchants, Selling For Metal 
Shards 


Stormbird Lens 82 @b 
Harvested only from the Stormbird, this uncommon machine part 
is valuable to merchants. 


SOURCES Stormbird USED FOR Trading with Merchants, Selling For Metal 
Shards 


Strider Heart 20 #b 
Harvested only from the Strider, this rare machine part is valuable 
to merchants. 


SOURCES Strider, Machine Resources Merchant USED FOR Trading for the 
Banuk Ice Hunter Heavy Outfit (x1), Selling for Metal Shards 


Strider Lens 10 &b 
Harvested only from the Strider, this uncommon machine part is 
valuable to merchants. 


SOURCES Strider, Machine Resources Merchant USED FOR Trading with 
Merchants, Selling For Metal Shards 


Thunderjaw Heart 200 4b 
Harvested only from the Thunderjaw, this rare machine part is 
valuable to merchants. 


SOURCES Thunderjaw USED FOR Errand: ‘Healer’s Oath; Selling for Metal 
Shards 


Thunderjaw Lens 100 @b 
Harvested only from the Thunderjaw, this uncommon machine 
part is valuable to merchants. 


SOURCES Thunderjaw USED FOR Trading with Merchants, Selling For Metal 
Shards 
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Trampler Heart 78 Ab 


Harvested only from the Trampler, this rare machine part is valu- 
able to merchants. 


SOURCES Trampler, Machine Resources Merchant USED FOR Trading for the 
Shadow War Bow (x1), Selling for Metal Shards 


Trampler Lens 39 @b 


Harvested only from the Trampler, this uncommon machine part is 
valuable to merchants. 


SOURCES Trampler, Machine Resources Merchant USED FOR Trading for the 
Shadow Stalwart Medium Outfit (x1), Selling for Metal Shards 


Watcher Heart 20 @b 


Harvested only from the Watcher, this rare machine part is valu- 
able to merchants. 


SOURCES Watcher, Machine Resources Merchant USED FOR Trading for the 
Shadow Hunter Bow (x1), Selling for Metal Shards 


Watcher Lens 10 @b 


Harvested only from the Watcher, this uncommon machine part is 
valuable to merchants. 


SOURCES Watcher, Machine Resources Merchant USED FOR Trading for the 
Nora Silent Hunter Medium Outfit (x2), Selling For Metal Shards 


PLANTS & WILDLIFE 


Animal Talisman Skull 
eS This rare animal part offers tremendous value when sold to 
merchants. 


20 ah 


SOURCES Wildlife USED FOR Selling For Metal Shards 


Animal Talisman Tail 40 &b 
This rare animal part offers enormous value when sold to mer 


chants. 


SOURCES Wildlife USED FOR Selling For Metal Shards 


Animal Talisman Tooth 15 Ah 
This rare animal part offers great value when sold to merchants. 


SOURCES Wildlife USED FOR Selling For Metal Shards 


te 


Boar Bone 10 @b 


Carved only from the Boar, this uncommon animal part is useful in 
crafting and is valuable to merchants. 


SOURCES Boar USED FOR Crafting Resources Satchel Lv3 (x2) and Hunter 
Bow Quiver Lv2 (x1); Selling For Metal Shards 


Boar Skin 25 ab 
Carved only from the Boar, this rare animal part is useful in craft- 
ing and is valuable to merchants. 


SOURCES Boar USED FOR Crafting Resources Satchel Lv4 (x1), Hunter 
Bow Quiver Lv3 (x1) and Tripcaster Ammo Pouch Lv4 (x1); Trading for the 
Shadow Rattler (x1), Selling For Metal Shards 


Bony Meat 1a 
This common Animal resource is a primary crafting ingredient and 


valuable to merchants. 


SOURCES Wildlife USED FOR Crafting Health Boost Potion (x5), Full Health 
Potion (x5), Traps Pouch Lv2 (x5), War Bow Quiver Lv2 (x5) and Ropecaster 


Ammo Pouch Lv2 (x5); Trading for the Carja Rattler (x5), Selling For Metal 
Shards 


Corruption Glaze Root 2 ab 
This natural resource can be used to craft resistance potions. 


SOURCES Nature USED FOR Crafting Items, Selling For Metal Shards 
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Fatty Meat 24 
This common Animal resource is a primary crafting ingredient and 
valuable to merchants. 


SOURCES Wildlife USED FOR Crafting Health Boost Potion (x3), Full Health 
Potion (x5), Weapons Satchel Lv2 (x5), Outfits Satchel Lv2 (x5), Hunter 
Bow Quiver Lv2 (x5), Sling Ammo Pouch Lv2 (x5), Blast Sling Ammo Pouch 
Lv2 (x5) and Rattler Ammo Pouch Lv2 (x5); Trading for the Golden Fast 
Travel Pack (x10), Banuk Sickness Eater Light Outfit (x2) and Map - Banuk 
Figures (x1); Selling For Metal Shards 


Fire Kiln Root 
This natural resource can be used to craft resistance potions, 


14 


SOURCES Nature USED FOR Crafting Items, Selling For Metal Shards 


Fish Bone i \s 
z @ Carved only from Fish, this uncommon animal part is useful in 


crafting and is valuable to merchants. 


SOURCES Fish USED FOR Crafting Outfits Satchel Lv3 (x2), Potions Pouch 
Lv2 (x1), Sling Ammo Pouch Lv2 (x1), Ropecaster Ammo Pouch Lv3 (x1) 
and Rattler Ammo Pouch Lv3 (x1); Selling For Metal Shards 


Fish Skin 26 #b 
Carved only from Fish, this rare animal part is useful in crafting 
and is valuable to merchants. 


SOURCES Fish USED FOR Crafting Outfits Satchel Lv4 (x1), War Bow Quiver 
Lv4 (x1), Sling Ammo Pouch Lv3 (x1), Rattler Ammo Pouch Lv4 (x1) and 
Tearblaster Ammo Pouch Lv3 (x1); Selling For Metal Shards 


Fox Bone i \s 
Carved only from the Fox, this uncommon animal part is useful in 
crafting and is valuable to merchants. 


SOURCES Fox USED FOR Crafting Modifications Satchel Lv3 (x2), War Bow 


Quiver Lv3 (x1) and Tripcaster Ammo Pouch Lv2 (x1); Selling For Metal 
Shards 


Fox Skin 26 &b 


Carved only from the Fox, this rare animal part is useful in crafting 
and is valuable to merchants. 


SOURCES Fox USED FOR Crafting Modifications Satchel Lv4 (x1), Hunter 
Bow Quiver Lv4 (x1) and Tripcaster Ammo Pouch Lv3 (x1); Trading for the 


Golden Fast Travel Pack (x1) and Shadow Rattler (x1); Selling For Metal 
Shards 


aid Freeze Rime Root 14h 
I This natural resource can be used to craft resistance potions. 


SOURCES Nature USED FOR Crafting Items, Selling For Metal Shards 


Goose Bone 15 Mb 


Carved only from the Goose, this uncommon animal part is useful 
in crafting and is valuable to merchants. 


SOURCES Goose USED FOR Selling for Metal Shards 


Goose Skin 30 4b 
Carved only from the Goose, this rare animal part is useful in 
crafting and is valuable to merchants. 


SOURCES Goose USED FOR Crafting Tearblaster Ammo Pouch Lv4 (x1), 
Selling for Metal Shards 


Rabbit Bone 9 Mb 
Carved only from the Rabbit, this uncommon animal part is useful 
in crafting and is valuable to merchants. 


SOURCES Rabbit USED FOR Crafting Weapons Satchel Lv3 (x2), Hunter Bow 
Quiver Lv3 (x1) and Blast Sling Ammo Pouch Lv2 (x1); Selling for Metal 
Shards 


Rabbit Skin 24 Mb 
Carved only from the Rabbit, this rare animal part is useful in 


crafting and is valuable to merchants. 


SOURCES Rabbit USED FOR Crafting Weapons Satchel Lv4 (x1), Sharpshot 
Bow Quiver Lv4 (x1) and Blast Sling Ammo Pouch Lv3 (x1); Trading for the 
Shadow Rattler (x1); Selling for Metal Shards 


Raccoon Bone 12 Mb 
Carved only from the Raccoon, this uncommon animal part is 
useful in crafting and is valuable to merchants. 


SOURCES Raccoon USED FOR Crafting Sharpshot Bow Quiver Lv2 (x1) and 
Tearblaster Ammo Pouch Lv3 (x1); Selling for Metal Shards 


Raccoon Skin 27 ab 
Carved only from the Raccoon, this rare animal part is useful in 
crafting and is valuable to merchants. 


SOURCES Raccoon USED FOR Crafting Potions Pouch Lv3 (x1), Traps Pouch 
Lv3 (x1), Sharpshot Bow Quiver Lv3 (x1) and Ropecaster Ammo Pouch Lv4 
(x1); Selling for Metal Shards 


Rat Bone 8 ab 
Carved only from the Rat, this uncommon animal part is useful in 
crafting and is valuable to merchants. 


SOURCES Rat USED FOR Crafting Sling Ammo Pouch Lv3 (x1), Blast Sling 
Ammo Pouch Lv3 (x1) and Rattler Ammo Pouch Lv2 (x1); Selling for Metal 
Shards 


Rat Skin 20 &> 
Carved only from the Rat, this rare animal part is useful in crafting 
and is valuable to merchants. 


SOURCES Rat USED FOR Crafting Blast Sling Ammo Pouch Lv4 (x1) and 
Rattler Ammo Pouch Lv3 (x1); Selling for Metal Shards 


Rich Meat 3 a 
This common Animal resource is a primary crafting ingredient and 
valuable to merchants. 


SOURCES Wildlife USED FOR Crafting Items, Trading with Merchants, Selling 
For Metal Shards 


Ridge-Wood 
VA Most abundant near water, this natural resource is a common 
crafting ingredient for arrows. 


SOURCES Merchants, Nature USED FOR Crafting Ammunition, Crafting 
Items, Trading with Merchants 


& Shock Wax Root 14 
3 


y This natural resource can be used to craft resistance potions. 


SOURCES Nature USED FOR Crafting Items, Selling For Metal Shards 


Tiny Meat 1b 
This common animal resource is a primary crafting ingredient, and 


is valuable to merchants. 


MODIFICATIONS 


4 Coil (Rare) 20 &b 
us 


SOURCES Sawtooth, Longleg, Shell-Walker, Fire Bellowback, Freeze 
Bellowback, Trampler, Ravager, Snapmaw, Stalker, Corruptor, Machine 
Scavenger Box, Modification Box USED FOR Weapon Modification 


x ( Coil (Uncommon) 10 #b 
% 


%. 


SOURCES Watcher, Strider, Scrapper, Grazer, Lancehorn, Broadhead, 
Glinthawk, Charger, Machine Scavenger Box, Modification Box USED FOR 
Weapon Modification 


MG] Coil (Very Rare) 50 Ab 


mas 


SOURCES Rockbreaker, Behemoth, Stormbird, Thunderjaw, Deathbringer, 
Machine Scavenger Box, Kudiv'’s Reward Boxes, Modification Box, Special 
Modification Box USED FOR Weapon Modification 


Vay) Weave (Rare) 25 &bh 
: 


SOURCES Sawtooth, Longleg, Shell-Walker, Fire Bellowback, Freeze 
Bellowback, Trampler, Ravager, Snapmaw, Stalker, Corruptor, Machine 
Scavenger Box, Modification Box USED FOR Outfit Modification 


TY Weave (Uncommon) 12 4h 
? 


SOURCES Watcher, Strider, Scrapper, Grazer, Lancehorn, Broadhead, 
Glinthawk, Charger, Machine Scavenger Box, Modification Box USED FOR 
Outfit Modification 


wv Y Weave (Very Rare) 50 4b 
? 


SOURCES Rockbreaker, Behemoth, Stormbird, Thunderjaw, Deathbringer, 
Machine Scavenger Box, Modification Box, Special Modification Box 
USED FOR Outfit Modification 


ANCIENT WORLD ITEMS 


Ancient Black Bracelet 25 bh 
) This common item of the ancients offers good value when sold to 
merchants. 


SOURCES Rat USED FOR Crafting Items, Trading with Merchants, Selling For 
Metal Shards 


G Turkey Bone i \s 
Carved only from the Turkey, this uncommon animal part is useful 
in crafting and is valuable to merchants. 


SOURCES Turkey USED FOR Crafting Sharpshot Bow Quiver Lv3 (x1), War 
Bow Quiver Lv2 (x1), Tripcaster Ammo Pouch Lv3 (x1) and Ropecaster 
Ammo Pouch Lv2 (x1); Selling for Metal Shards 


G Turkey Skin 26 @b 
Carved only from the Turkey, this rare animal part is useful in 
crafting and is valuable to merchants. 


SOURCES Turkey USED FOR Crafting Traps Pouch Lv3 (x1), War Bow Quiver 
Lv3 (x1), Sling Ammo Pouch Lv4 (x1) and Ropecaster Ammo Pouch Lv3 
(x1); Selling for Metal Shards 


SOURCES Ancient Debris USED FOR Selling For Metal Shards 


Ancient Bright Bracelet 20 4b 
ro This common item of the ancients offers good value when sold to 


merchants. 


SOURCES Ancient Debris USED FOR Selling For Metal Shards 


Ancient Chimes 15 @b 
a This common item of the ancients offers good value when sold to 
merchants. 


SOURCES Ancient Debris USED FOR Selling For Metal Shards 


Ancient Metal Eye 50 4b 
a This uncommon item of the ancients offers good value when sold 


to merchants. 


SOURCES Ancient Debris USED FOR Selling For Metal Shards 
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Ancient Necklace 70 
This uncommon item of the ancients offers good value when sold 
to merchants. 


HP Dirty Rusted Bolt - Large 
we This item holds no value except to the most eclectic of merchants. 
Ancient scrap. 


SOURCES Ancient Debris USED FOR Selling For Metal Shards 


Ancient Ring 10 ab 
This common item of the ancients offers good value when sold to 
merchants. 


SOURCES Ancient Debris USED FOR Selling For Metal Shards 


MM Ancient Sculpture 150 4b 
This rare item of the ancients offers good value when sold to 
merchants. 


SOURCES Ancient Debris USED FOR Selling For Metal Shards 


Ancient Toothpick 10 &b 
This common item of the ancients offers good value when sold to 
merchants. 


SOURCES Ancient Debris USED FOR Selling For Metal Shards 


Ancient Wreath 10 @b 
This common item of the ancients offers good value when sold to 
merchants. Markings show: RedRock Handbag Company 


SOURCES Ancient Debris USED FOR Selling For Metal Shards 


Desert Glass 
This uncommon crystal is valuable to merchants. 


SOURCES Human Enemies USED FOR Trading with Merchants, Selling For 
Metal Shards 


10 4b 


“=> Dirty Basket - Large 
= This item holds no value except to the most eclectic of merchants. 
A container made from ancient material. 


SOURCES Specialty Merchant - Eclectic Collectibles USED FOR Trading with 
Merchants 


Dirty Basket - Medium 
| This iter holds no value except to the most eclectic of merchants. 
A container made from ancient material. 


SOURCES Specialty Merchant - Eclectic Collectibles USED FOR Trading with 
Merchants 


irty Basket - Small 
This item holds no value except to the most eclectic of merchants. 
A container made from ancient material. 


SOURCES Specialty Merchant - Eclectic Collectibles USED FOR Trading with 
Merchants 


ity Resin Chunk - Large 
This iter holds no value except to the most eclectic of merchants. 
A dried ancient substance. 


SOURCES Specialty Merchant - Eclectic Collectibles USED FOR Trading with 
Merchants 


Dirty Resin Chunk - Medium 
th; This item holds no value except to the most eclectic of merchants. 
A dried ancient substance. 


SOURCES Specialty Merchant - Eclectic Collectibles USED FOR Trading with 
Merchants 


irty Resin Chunk - Small 
% This item holds no value except to the most eclectic of merchants. 
A dried ancient substance. 


SOURCES Specialty Merchant - Eclectic Collectibles USED FOR Trading with 
Merchants 
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SOURCES Specialty Merchant - Eclectic Collectibles USED FOR Trading with 
Merchants 


SS Dirty Rusted Bolt - Medium 
£ This item holds no value except to the most eclectic of merchants. 


Ancient scrap. 


SOURCES Specialty Merchant - Eclectic Collectibles USED FOR Trading with 
Merchants 


Dirty Rusted Bolt - Small 
This item holds no value except to the most eclectic of merchants. 
Ancient scrap. 


SOURCES Specialty Merchant - Eclectic Collectibles USED FOR Trading with 
Merchants 


(3) Irregular Ancient Charm 
tJ This rare item of the Old World is valuable to merchants. 


SOURCES Human Enemies USED FOR Selling For Metal Shards 


6 Notched Ancient Charm 100 @b 
4am This rare item of the Old World is valuable to merchants. 


SOURCES Human Enemies USED FOR Selling For Metal Shards 


70 


Polished Ancient Charm 45 ab 
This rare item of the Old World is valuable to merchants. 
SOURCES Human Enemies USED FOR Selling For Metal Shards 
Reflective Ancient Charm 40 &b 
This rare item of the Old World is valuable to merchants. 
SOURCES Human Enemies USED FOR Selling For Metal Shards 
25 #b 


® Slagshine Glass 
® This rare crystal is valuable to merchants. 


SOURCES Human Enemies USED FOR Trading with Merchants, Selling For 
Metal Shards 


r Smooth Ancient Charm 
This rare item of the Old World is valuable to merchants. 
SOURCES Human Enemies USED FOR Selling For Metal Shards 


Stranded Figure 
This mysterious item is valuable to only the most curious mer 


chants. A battered idol of an infant, smelling faintly of decay 


55 bh 


SOURCES ELEUTHIA-9 USED FOR Trading with Merchants 


Stranded Necklace 
This mysterious item is valuable only to the most curious mer 


chants. Six tarnished metal ingots threaded with a plain wire. 


SOURCES The Grave-Hoard USED FOR Trading with Merchants 


Stranded Shackles 
This mysterious item is valuable to only the most curious mer 


chants. Shackles made from an unknown, smooth material. 


SOURCES Zero Dawn Project Facility USED FOR Trading with Merchants 


Warm Socks 100 @b 
This rare item of the ancients offers good value when sold to 
merchants 


SOURCES Mysterious Box USED FOR Selling for Metal Shards 


ITEMS OF THE WORLD ANCIENT WORLD ITEMS | UNIQUE QUEST ITEMS 


UNIQUE QUEST ITEMS 


Ammunition 
ae gi coi 
A crate of ammunition intended for Marzavid's caravan. 


QUEST Underequipped (P383) 


Arana’s Spear 
A beautifully made spear, crafted by Arana’s mother. 
QUEST In Her Mother's Footsteps (P366) 


Behemoth Cables 
Strong, heat-resistant cabling from a Behemoth. Of use to the 


as Oseram of the Free Heap. 
QUEST Hammer and Steel (P439) 


Power Cell 
A power source for Petras cannon. 
QUEST Heap of Trouble (P385) 


Power Cell 
A battery designed for a mid-21st-century military Holo Lock. 
QUEST Ancient Armory (R372) 


Proving Trophy 
A pristine eye unit from a Grazer. 
QUEST The Proving (P:286) 


Ravager Trophy 
Proof that a Ravager was downed for the Hunters Lodge. 
QUEST Hunting for the Lodge (P423) 


Carja Bow 
A finely filigreed Carja soldier's bow, worse for wear. 
QUEST In Foreign Lands (P.430) 


Sawtooth Blood 
A flask containing fluid from a Sawtooth. Clear, acidic. 
QUEST Acquired Taste (P388) 


Corruptor Blood 
A flask containing fluid from a Corruptor. Oozing, malodorous. 
QUEST Acquired Taste (P388) 


QUEST Insult to Injury (P378) 


Eclipse Focus 
A standard Focus device, modified for use by the enemy. 
QUEST Maker's End (R321) 


Dreamwillow 
Willow bark oil. When ingested, causes drowsiness and reduces 
pain. 


QUEST Deep Secrets of the Earth (P339) 


Emitter 
< A circuit breaker. It is currently switched off. 


Farmstead Key 
A heavy iron key found on one of the Eclipse guards. 
QUEST Collateral (P434) 


Grata’s Prayer Beads 

Polished wood beads, worn from heavy use, attached to a leather 
strap. 

QUEST Odd Grata (R422) 


Keys 
Crude iron keys made for simple locks. 
QUEST A Daughter's Vengeance (P:380) 


Keys 
& Copper key. Atral’s last request was to give this to Elida. 
QUEST Sun and Shadow (P412) 


Lost Ring 

Taim’s lucky ring, a sculpted machine part dressed in animal fur. 
Wet. 

QUEST Luck of the Hunt (P426) 


Mg Master Override 
Rs The Override, originally designed to purge GAIA and her subordi- 


nate functions, has the power to purge HADES - if you can find a 
way to use it. 
QUEST The Mountain that Fell (P349) 


Sawtooth Trophy 
Proof that a Sawtooth was downed for the Hunters Lodge. 
QUEST Hunting for the Lodge (P423) 


py 


Scrappersap Bottle 
Contents: alcohol, dangerously high proof. 
QUEST To Old Acquaintance (R428) 


Songcores 


A crate of valuable machine parts stolen from Marzavid's caravan. 


QUEST Underequipped (R383) 


Stalker Blood 
A flask containing fluid from a Stalker. Bubbly, sour-smelling. 
QUEST Acquired Taste (P3883) 


Stalker Trophy 
Proof that a Stalker was downed for the Hunters Lodge. 
QUEST Hunting for the Lodge (P423) 


Stormbird Blood 
A flask containing fluid from a Stormbird. Pale, sparkly. 
QUEST Acquired Taste (P388) 


Stormbird Trophy 
Proof that a Stormbird was downed for the Hunters Lodge. 
QuEsT Deadliest Game (P-433) 


Thunderjaw Blood 
A flask containing fluid from a Thunderjaw. Thick, viscous. 
QUEST Acquired Taste (P388) 


Thunderjaw Trophy 
Proof that a Thunderjaw was downed for the Hunters Lodge. 
QUEST Deadliest Game (R433) 


Weapon Part 


Component of a cannon designed by Petra to defend the settle- 


ment of Free Heap. 
QUEST Heap of Trouble (P:385) 


Workshop Key 
Awell-crafted iron key, made for a quality lock. 
QUEST Fatal Inheritance (P.402) 
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TREdSURE BOXES 


es the potential loot you can get upon killing enemies in 
the game, many Treasure Boxes contain multiple groups 
of items in different quantities, and only when you open 
them do you find out the exact combination of items they 
contain. The number and combination of items also vary 
depending on the box you're opening. To make things as 
straightforward as possible, we've listed each box with all 
of its possible loot pools, and the chance you have to get 
each individual item. 


Ee) Free Sample Box 


SOURCE Trader Karst, Teb, Tier 1-4 Merchants COST Free 


Drop Chance Amount Item 


Medium 1 Health Boost Potion 
Medium 1 Health Potion 
Medium 1 Full Health Potion 
Medium 1 Resist Freeze Potion 
Medium 1 Resist Shock Potion 
Medium 1 Resist Fire Potion 
Medium 1 Resist Fire Potion 

High 1 Shock Trap 

High 1 Detonating Blast Trap 

Equal 2 Metal Vessel 

Equal 2 Blaze 

Equal 2 Chillwater 

Guaranteed 1 Fast Travel Pack 


Shard Gambler’s Box 


SOURCE Tier 2-4 Merchants, Special Merchants: Mystery Boxes 
COST Metal Shards x10 


Loot Groups Explain 

¢ Guaranteed Loot: Upon ope 
teed to get all of these items. 

¢ Guaranteed Loot Chance: Upon opening the box, you 
have a guaranteed chance at the items within that group. 
The number in front indicates how many items within the 
group you will get, but it is possible to get two batches of 
the same item. 

¢ Special Condition Guaranteed Loot Chance: This is unique 
to the Machine Scavenger Box because the contents of 
that box are determined by the machine from which you 
obtained it. from. The box will never contain an item that 
you couldn't have normally obtained from the machine it 
came from, so even though many items are listed here, 
not all are available from every box. 

* Possible Loot Chance: This means you have the chance 
of getting either nothing, or a certain number of items 


g the box, you are guaran- 


DrOpiCnanics a alte from the specified group (shown by the number in the 
“Amount” column). 
Very Low 1 Rock 
High 1 MetalShards 
High 2 Metal Shards 
High 3 Metal Shards 
High 4 Metal Shards | Modification Box 
High 5 - MetalSyares SOURCE Tier 2-4 Merchants, Special Merchants: Mystery Boxes 
High 6 Metal Shards COST Metal Shards x100 
High 7 Metal Shards Drop Chance Amount Item 
High 8 Metal Shards 
High 9 Metal Shards High 1 Coil - Uncommon 
High 10 Metal Shards Low 1 Coil - Rare 
Medium 15 Metal Shards Extremely Low 1 Coil - Very Rare 
Low 20 Metal Shards High 1 Weave - Uncommon 
Very Low 75 Metal Shards Low 1 Weave - Rare 
Extremely Low 250 Metal Shards Extremely Low 1 Weave - Very Rare 
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ITEMS OF THE WORLD TREASURE BOXES 


Special Modification Box 


Hunter Tiny Game Box 


SOURCE Tier 2-4 Merchants, Special Merchants: Mystery Boxes 


COST Metal Shards x1350 


SOURCE Special Merchants: Mystery Boxes COST Tiny Meat x5 


op Chance Amount Item 
p Chance Amount Item 
Equal 1 Watcher Lens 
High 1 Coil - Very Ri 
ig TSS Equal 1 Strider Lens 
Low 1 Weave - Very Rare Equal 1 Scrapper Lens 
Equal 1 Grazer Lens 
Scavenger Light Box Equal 1 Lancehorn Lens 
SOURCE Special Merchants: Mystery Boxes COST Processed Metal Block x1 Equal 1 Broadhead Lens 
Di Ch A it It 
FoRe ance, moury mn Equal 1 Glinthawk Lens 
Equal 1 Charger Lens 
High 15 to75 Metal Shards 
Equal 1 Sawtooth Lens 
Medium 1 Fast Travel Pack 
: Equal 1 Longleg Lens 
Medium 1 Ridge-Wood Bundle 
Equal 1 Bellowback Lens 
| Equal 1 Trampler Lens 
Scavenger Dark Box — 
" Equal 1 Ravager Lens 
SOURCE Special Merchants: Mystery Boxes i 
COsT Processed Metal Block x1 Equal 1 Snapmaw Lens 
Drop Chance Amount Item Equal 1 Stalker Lens 
Equal 4to8 Rich Meat Hunter Small Game Box 
Equal 4to8 Fatty Meat SOURCE Special Merchants: Mystery Boxes COST Luminous Braiding x1 
Equal 4to8 Bony Meat Drop Chance Amount Item 
Medium 1 Animal Bone Equal 1 Metal Shards 
Low 1 Animal Skin Equal 1 Ridge-Wood 
Very Low 1 Animal Talisman 
Extremely Low 1 Machine Core - Small 
Outlaw Light Box Extremely Low 1 Machine Core - Medium 
Extremely Low 1 Machine Core - Large 


SOURCE Special Merchants: Mystery Boxes COST Slagshine Glass x1 


Drop Chance Amount Item 
Hunter Big Game Box 
Equal 3to6 Shock Trap SOURCE Special Merchants: Mystery Boxes COST Crystal Braiding x1 
Equal 3to6 Blast Trap Drop Chance Amount Item 
Equal 3to6 Detonating Blast Trap 
Equal 50 to 100 Metal Shards 
El Outlaw Dark Box 
Extremely Low 200 Metal Shards 
SOURCE Special Merchants: Mystery Boxes COsT Desert Glass x1 
Low 1 Machine Core - Small 
Drop Chance Amount Item 
Low 1 Machine Core - Medium 
Medium 2 Rock Bundle Low 1 Machine Core - Large 
Medium 2 Metal Vessel 
tow : Echo Shell Charcoal-Burner Box 
L Metall SOURCE Special Merchants: Mystery Boxes COST Dirty Resin Chunk - 
sid 2 letalburn Small x1, Dirty Resin Chunk - Medium x1, Dirty Resin Chunk - Large x1 
Drop Chance Amount Item 
Very Low 2 Rock Bundle 
Very Low 2 Metal Vessel Guaranteed 50 Blaze 
Extremely Low 2 Echo Shell Guaranteed 50 Metal Vessel 
Extremely Low 2 Metalburn Guaranteed 50 Chillwater 
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Scrap Collector Box EJ Kudiv’s Reward Box | 


SOURCE Special Merchants: Mystery Boxes COST Dirty Basket - Small x1, SOURCE Special Merchants: Flower Collectibles 
Dirty Basket - Medium x1, Dirty Basket - Large x1 COST Metal Flower - Mark | x10 
Drop Chance Amount Item Drop Chance Amount Item 
Guaranteed 3 Machine Core - Small Guaranteed 1000 Metal Shards 
Guaranteed 3 Machine Core - Medium Guaranteed 5 Modification Box 
Guaranteed 3 Machine Core - Large Guaranteed - a ~ Coil ~Very Rare - 
Sculptor Box E] Kudiv’s Reward Box Il 
SOURCE Special Merchants: Mystery Boxes Cost Dirty Rusted Bolt - Small SOURCE Special Merchants: Flower Collectibles 
x1, Dirty Rusted Bolt - Medium x1, Dirty Rusted Bolt - Large x1 COST Metal Flower - Mark II x10 
Drop Chance Amount Item Drop Chance Amount Item 
Guaranteed 500 Metal Shards Guaranteed 1000 Metal Shards 
Guaranteed 2 Luminous Braiding Guaranteed 5 Modification Box 
Guaranteed 2 Crystal Braiding Guaranteed 2 Coil - Very Rare 
i 
| Mysterious Box mill Kudiv’s Reward Box Ill 
SOURCE Specialty Merchants: Mystery Boxes COST Stranded Figure x1, SOURCE Special Merchants: Flower Collectibles 
Stranded Shackles x1, Stranded Necklace x1 COST Metal Flower - Mark III x10 
Drop Chance Amount Item Drop Chance Amount Item 
Guaranteed 1 Special Modification Box Guaranteed 1000 Metal Shards 
Guaranteed 1 Modification Box Guaranteed 5 Modification Box 
Guaranteed 1 Shard Gambler's Box Guaranteed 2 Coil - Very Rare 
Guaranteed 1 Warm Socks 


Palas’ Reward Box | 


SOURCE Special Merchants: Vessel Collectibles 
SOURCE All Machines (requires Scavenger or Scavenger + Skill) COST N/A cosT Ancient Vessel - Faro x1, Ancient Vessel - Arches x1, 
Ancient Vessel - DroneHop x1, Ancient Vessel - Wayfarers x1 


Machine Scavenger Box 


Drop Chance Amount Item 


Drop Chance Amount Item 
High 6 to 18 Metal Shards 
High 61018 Wire Guaranteed 500 Metal Shards 
High 6 to 18 Sparker Guaranteed 5 Modification Box 
High 6 to 18 Blaze 
High 6 to 18 Metal Vessel wall Palas’ Reward Box Il 


SOURCE Special Merchants: Vessel Collectibles 


High aka Soho cost Ancient Vessel - Miriam x1, Ancient Vessel - USRC x1, 


High 6 to 18 Echo Shell Ancient Vessel - KZ x1, Ancient Vessel - Sterling-Malkeet x1 
High 6 to 18 Metalburn Drop Chance Amou! Item 
Low 1 Coil - Uncommon 
Low 1 Coil - Rare Guaranteed 500 Metal Shards 
Low 1 - Coil - Very Rare Guaranteed 5 Modification Box 
Low 1 Weave - Uncommon ae 
Low 1 Weave - Rare Palas’ Reward Box III 
Low 1 Weave - Very Rare SOURCE Special Merchants: Vessel Collectibles 
cost Ancient Vessel - Odyssey x1, Ancient Vessel - Metallurgic x1, 
Low 1 Luminous Braiding Ancient Vessel - Jomei x1, Ancient Vessel - Thunderheads x1 
Low 1 Crystal Braiding Drop Chance Amount Item 
Extremely Low | Machine Core - Small 
Extremely Low 1 Machine Core - Medium Guaranteed 500 Metal Shards 
Extremely Low 1 Machine Core - Large Guaranteed 5 Modification Box 
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ITEMS OF THE WORLD TREASURE BOXES 


— 
Cantarah’s Reward Box | Shield-Weaver Outfit Box 
SOURCE Special Merchants: Artifact Collectibles SOURCE Reward for completing the Side Quest ‘Ancient Armory’ (R372) 
COST Banuk Artifact: | Name You x1, Banuk Artifact: My Claim x1 cost N/A 
Drop Chance Amount Item Drop Chance Amount Item 
Guaranteed 500 Metal Shards Guaranteed 1 Shield-Weaver 
Guaranteed 5 Modification Box 
4 Generous Reward Box 
itt ‘ 
Cantarah’s Reward Box II SOURCE Reward from various Quests COST N/A 
SOURCE Special Merchants: Artifact Collectibles CoST Banuk Artifact: Drop Chance Amount Item 


Punishment x1, Banuk Artifact: | Cannot Confess x1 


Dropichance Amour aterm Medium 4to 12 Metal Shards 


Medium 4to 12 “Wire 


Guaranteed 500 Metal Shards Ried Rai 
4to1 
Guaranteed 5 Modification Box iat wae oath 
Medium 3to6 Blaze 
Medium 3to6 Metal Vessel 
wma ~Cantarah’s Reward Box Ill 
Medium 3to6 Chillwater 
SOURCE Special Merchants: Artifact Collectibles 
COST Banuk Artifact: The Vision x1, Banuk Artifact: Mother x1 Medium 1to2 Rich Meat 
Drop Chance Amount Item Medium 1to2 Fatty Meat 
Medium 1to2 Bony Meat 
Guaranteed 500 Metal Shards Low 10 to 30 Metal Shards 
Guaranteed 5 Modification Box Low 1 Fast Travel Pack 
Low 2 Health Boost Potion 
Tearblaster Weapon Box Low 3 Health Potion 
SOURCE Reward for completing the Side Quest ‘Hunters’ Blind’ (R407) Low 1 Full Health Potion 
costa) Low 1 Shock Trap 
Drop Chance Amount Item 
Low 1 Blast Trap 
Low 1 Detonating Blast Trap 
Guaranteed 1 Tearblaster 
Guaranteed 10 Tearblaster Charge 


Remarkable Reward Box 


Lodge War Bow Weapon Box SOURCE Reward from various Quests COST N/A 


SOURCE Reward for obtaining a set of Blazing Sun Medals at all Hunting aC wa) 
Grounds as part of the Side Quest ‘Weapons of the Lodge’ (P394) 
Cost N/A Equal 6 to 18 Metal Shards 


Drop Chance Amount Item Equal 6 to 18 Wire 


Equal 6 to 18 Sparker 


Guaranteed 1 Lodge War Bow Equal Biow0 Bisse 
. Equal 5 to 10 Metal Vessel 
Lodge Blast Sling Weapon Box Equal Fine eRidaia: 
SOURCE Reward for obtaining a set of Half Sun Medals at all Hunting Equal 206 Echo Shell 


Grounds as part of the Side Quest ‘Weapons of the Lodge’ (P394) i _ 
cost N/A Equal 2to6 Metalburn 


Drop Chance Amount Item 


Equal 15 to 45 Metal Shards 


Guaranteed 1 Lodge Blast Sling Equal 2 Shock Trap 
Equal 2 Blast Trap 
[met Lodge Ropecaster Weapon Box Equal 2 Detonating Blast Trap 
SOURCE Reward for obtaining a set of Full Sun Medals at all Hunting Equal 1 Watcher Lens 
Grounds as part of the Side Quest ‘Weapons of the Lodge’ (P394) 
COST N/A Equal 1 Strider Lens 
p Chance Amount Item Equal 1 Scrapper Lens 
Equal 1 Grazer Lens 
Guaranteed 1 Lodge Ropecaster Equal 1 Lancehorn Lens 
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Extraordinary Reward Box 
SOURCE Reward from various Quests COST N/A 


Drop Chance Amount Item 


Equal 10 to 30 Metal Shards 

Equal 10 to 30 Wire ey 

Equal 10 to 30 Sparker About Hunting Ground Treasure Boxes 

With the exception of Echo Shells not being available in 


Equal 8 to 16 Blaze 

the reward boxes from the Nora Hunting Ground, all other 
Equal Bteis Motalvessé! potential rewards in the Treasure Boxes you receive for 
Equal 8 to 16 Chillwater completing trials at the different Hunting Grounds are the 
Equal 4 to 12 Echo Shell same. For that reason we have combined their entries in 
Equal 4to 12 Metalburn these tables. 


Equal 6 to 18 Metal Shards 
Equal 6 to 18 Wire 


Equal 6 to 18 Sparker 
Equa) {5 to'10: Blaze ~ Half Sun Reward Box 
Equal 5to10___—Metal Vessel - SOURCE Hunting Grounds cost N/A 
Equal pitond Chillwater Drop Chance Amount Item 
Equal 2to6 Echo Shell 
Equal Zitgie Ea Guaranteed 15 to 25 Metal Shards 
Equal 2to4 Metal Vessel 
Low 20 to 80 Metal Shards Equal 2to4 Blaze 
Mealumn 2 Shocerap Equal 2to4 Chillwater 
Medium 2 Blast Trap Equal 2to4 Echo Shell 
Medium 2 Detonating Blast Trap 
Equal 1 Machine Core - Small Full Sun Reward Box 
Equal 1 Machine Core - Medium SOURCE Hunting Grounds COST N/A 
Equal 5 Machine Core - Large op Chance Amount __ Item 
Equal 1 Broadhead Lens 
Equal 1 Glinthawk Lens Guaranteed 30 to 40 Metal Shards 
Equal 1 Charger Lens Equal 4to8 Metal Vessel 
Equal 1 Sawtooth Lens Equal aioe Blaze 
Equal 1 Longleg Lens Equal 4to8 Chillwater 
Equal 1 Bellowback Lens Equal 4to8 Echo Shell 
Equal 1 Trampler Lens 
Equal 1 Ravager Lens Blazing Sun Reward Box 
Equal 1 Snapmaw Lens SOURCE Hunting Grounds Cost N/A 
Equal 1 Stalker Lens Drop Chance Amount Item 
Equal 1 Shell-Walker Lens 
Equal 1 Watcher Heart Guaranteed 40 to 50 Metal Shards 
Equal 1 Strider Heart Equal 7 to 14 Metal Vessel 
Equal 1 Scrapper Heart Equal 7 to 14 Blaze 
Equal 1 Grazer Heart Equal 7 to 14 Chillwater 
Equal 1 Lancehorn Heart Equal 7 to 14 Echo Shell 
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Whether you're making ammo on the fly in the mid- 
dle of a pitched battle against a fearsome machine, or 
carefully working out how to manage your inventory in 
a quiet moment, crafting plays an integral part in your 
journey. Increasing the capacity of the quiver or pouch 
for your favorite weapon so that you have enough 
ammo to last you through a battle is extremely impor 
tant, but in order to make those upgrades, you're going 
to need Resources. 


TRAPS & POTIONS 


Because of how many different types of Resources you'll 
acquire naturally as you play, upgrading the capacity 

of your Resource Satchel should be one of your high- 
est priorities early in the game. With the information 
presented in these tables you'll be able to plan ahead 
for future upgrades and know exactly how many of each 
Resource you need to keep, freeing you up to safely sell 
any surplus for some more Metal Shards. 


CaRRY CaPaciTy 


Traps 


Item Name 


4 Shock Trap x1 


Detonating BlastTrap x1 


Wire x2, Metal Vessel x1, Sparker x10 


Wire x2, Metal Vessel x1, Blaze x3 


BlastTrap x1 Wire x2, Metal Vessel x1, Blaze x2 


Health Potions CS 


Item Name 


ei Health Potion x1 


Rich Meat x2, Fatty Meat x3 


Fatty meat x3, Bony Meat x5 


é | Health Boost Potion x1 


Full Health Potion x1 
Rich Meat x5, Fatty Meat x5, Bony Meat x5 


Resistance Potions 


Item Name 


9g Resist Fire Potion x1 Fire Kiln Root x3 


Resist Shock Potion x1 


Resist Freeze Potion x1 


Ei Antidote x1 Corruption Glaze Root x3 


Shock Wax Root x3 


Freeze Rime Root x3 


“7 Satchel Ei 


a Cost 


Metal Shards x15, Ridge-Wood x20 
+5 Metal Shards x35, Ridge-Wood x30, Fatty Meat x5 


3 +5 Metal Shards x75, Ridge-Wood x40, Rabbit Bone x2 
4 415 Metal Shards x125, Ridge-Wood x50, 
Rabbit Skin x1 
Outfits Satchel Ei 


eae Cost 


Metal Shards x15, Ridge-Wood x20 
+5 Metal Shards x35, Ridge-Wood x30, Fatty Meat x5 
Metal Shards x75, Ridge-Wood x40, Fish Bone x2 
Metal Shards x125, Ridge-Wood x50, Fish Skin x1 


Resources Satchel 
Metal Shards x15, Ridge-Wood x20 
+20 Metal Shards x35, Ridge-Wood x30, Rich Meat x5 
Metal Shards x75, Ridge-Wood x40, Boar Bone x2 
+30 Metal Shards x125, Ridge-Wood x50, Boar Skin x1 


P/wW Ny) = 
+ 
N 
°o 


Modifications Satchel 


=a Cost 


Metal Shards x15, Ridge-Wood x20 
+10 Metal Shards x35, Ridge-Wood x30, Rich Meat x5 
+10 Metal Shards x75, Ridge-Wood x40, Fox Bone x2 
+30 Metal Shards x125, Ridge-Wood x50, Fox Skin x1 


plwolry)s 
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Potions Pouch at | 


Capacity Cost 


Metal Shards x30, Ridge-Wood x50, 


si Metal Vessel x15 
2 43 Metal Shards x70, Ridge-Wood x100, Blaze x20, 
Fish Bone x1 
3 43 Metal Shards x250, Ridge-Wood x200, Echo Shell x15, 


Raccoon Skin x1 


—_ Pouch ate] 


Capacity Cost 


+3 Metal Shards x15, Ridge-Wood x20 
2 +3 Metal Shards x35, Ridge-Wood x30, Bony Meat x5 
3 +3 Metal Shards x75, Ridge-Wood x40, Turkey Skin x1 


£ 
Hunter Bow Quiver 


Capacity Cost 


+10 Metal Shards x5, Ridge-Wood x10, Blaze x1 


2 +10 Metal Shards x20, Fatty Meat x5, Boar Bone x1 
3 +10 Metal Shards x125, Rabbit Bone x1, Boar Skin x1 
4 +10 Metal Shards x500, Ridge-Wood x200, Fox Skin x1 


mye Bow Quiver 


all Cost aon Ammo Pouch 
Metal Shards x5, Ridge-Wood x10, Metal Vessel x1 me Cost 


2 +5 Metal Shards x20, Rich Meat x5, Raccoon Bone x1 1 Metal Shards x5, Ridge-Wood x10, Blaze x1 
: 3 - 45 Metal sherds: x26 Turkey Bone x1, 2 +2 Metal Shards x20, Rich Meat x5, Fox Bone x1 
3 +2 Metal Shards x125, Turkey Bone x1, Fox Skin x1 
4 +5 Metal'Shards x500, Ridge-Wood x200, 4 +2 Metal Shards x500, Ridge-Wood x200, Boar Skin x1 


Rabbit Skin x1 


D4 
me — Pouch 


War Bow Quiver 
ete Cost a Cost 


Metal Shards x5, Ridge-Wood x10, Metal Vessel x1 


1 Metal Shards x5, Ridge-Wood x10, Chillwater x1 
2 +5 Metal Shards x20, Bony Meat x5, Turkey Bone x1 
2 +5 Metal Shards x20, Bony Meat x5, Turkey Bone x1 : ¥ Y 
= 3 +5 Metal Shards x125, Fish Bone x1, Turkey Skin x1 
3 +5 Metal Shards x125, Fox Bone x1, Turkey Skin x1 - 
Metal Shards x500, Ridge-Wood x200, 
4 +5 Metal Shards x500, Ridge-Wood x200, Fish Skin x1 4 +5 Raccoon Skin x1 


& 


all Ammo Pouch Rattler Ammo Pouch 


an Cost ne Cost 


Metal Shards x5, Ridge-Wood x10, Wire x5 1 Metal Shards x5, Ridge-Wood x10, Chillwater x1 
2 +2 Metal Shards x20, Fatty Meat x5, Fish Bone x1 2 +20 Metal Shards x20, Fatty Meat x5, Rat Bone x1 
3 +2 Metal Shards x125, Rat Bone x1, Fish Skin x1 3 +20 Metal Shards x125, Fish Bone x1, Rat Skin x1 
4 42 Metal Shards x500, Ridge-Wood x200, 4 +20 Metal Shards x500, Ridge-Wood x200, Fish Skin x1 


Turkey Skin x1 


Tearblaster Ammo Pouch 


. Oo 
Blast Sling Ammo Pouch Lvl we Cost 
Cc it Cost 
1 Metal Shards x5, Ridge-Wood x10, Wire x8 
Metal Shards x5, Ridge-Wood x10, Sparker x5 2 +5 Metal Shards x20, Rich Meat x5, Fish Bone x1 


7 #2 MotaliShards x20; Fatty Meat x5;,RabbltBone x1 +5 Metal Shards x125, Raccoon Bone x1, Fish Skin x1 
3 +2 Metal Shards x125, Rat Bone x1, Rabbit Skin x1 a = Metal Shards x50, Ridge-Wood x200, 
4 +2 Metal Shards x500, Ridge-Wood x200, Rat Skin x1 Goose Skin x1 
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AMMO 


Hunter Bow arrow packs 


Item Name 


| Hunter Arrow Pack x10 


Metal Shards x1, Ridge-Wood x2 


Fire Arrow Pack x10 
Metal Shards x5, Ridge-Wood x2, Blaze x3, 


Hardpoint Arrow Pack x10 
Metal Shards x10, Ridge-Wood x5 


V4 


Sharpshot Bow ammo packs 


Item Name 


Precision Arrow Pack x5 
Metal Shards x8, Ridge-Wood x10, Wire x5 


Tearblast Arrow Pack x5, 
Metal Shards x8, Ridge-Wood x10, Echo Shell x4 


Harvest Arrow Pack x5 
Metal Shards x8, Ridge-Wood x10, Wire x1 


Se 
War Bow ammo packs cd 
Item Name 


Shock Arrow Pack x5 
Metal Shards x5, Ridge-Wood x10, Sparker x5 


Freeze Arrow Pack x5 
Metal Shards x5, Ridge-Wood x10, Chillwater x3 


A WORLD OF CRAFTING AMMO | TRAVEL 


Sling ammo packs | 


Item Name 


aa Freeze Bomb Ammo Pack x2 
@ Metal Shards x4, Metal Vessel x2, Chillwater x3 


Shock Bomb Ammo Pack x2 
Metal Shards x4, Metal Vessel x2, Sparker x8 


Fire Bomb Ammo Pack x2 
Metal Shards x4, Metal Vessel x2, Blaze x2 


Blast Sling ammo packs El 


Item Name 


Metal Vessel x2, Blaze x4 


Ss Blast Bomb Ammo Pack x2 


2) Proximity Bomb Ammo Pack x2 
| @ | Sticky Bomb Ammo Pack x2 


Tripcaster ammo packs 
Item Name 


Metal Vessel x2, Blaze x3 


Metal Vessel x2, Blaze x6 


a4 


YW Shock Wire Pack x2 Metal Shards x8, Wire x4, Sparker x8 


Blast Wire Pack x2 Metal Shards x8, Wire x4, Blaze x5 


Fire Wire Pack x2 Metal Shards x8, Wire x4, Blaze x4 


Ropecaster ammo packs 
Item Name 


we Tie Rope Light Pack x5 


Tie Rope Medium Pack x5 
rr Tie Rope Heavy Pack x5 


Metal Shards x4, Wire x4 


Metal Shards x6, Wire x6 


Metal Shards x10, Wire x10 


Rattler ammo packs = 


Item Name 


4M Metal Bolt Pack x25 
4 Shock Bolt Pack x25 
Ue Metal Shards x6, Ridge-Wood x10, Sparker x6 


| Freeze Bolt Pack x25 
Metal Shards x6, Ridge-Wood x10, Chillwater x2 


Metal Shards x6, Ridge-Wood x10 


Tearblaster ammo packs 


Item Name Cost 
E a Tearblaster Charge Pack x5 Metal Vessel x1, Echo Shell x1 


TRAVEL 


Fast Travel 


Item Name Cost 


Fast Travel Pack x1 
Ridge-Wood x15, Fatty Meat x1, Bony Meat x1 
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Spoiler Warning: stay away from the 
following pages unless you've either seen 
Aloy’'s quest through to its end or don’t 
mind learning about important plot points 
in order to get information about unlocking 
Trophies. That said, we're proud to present 
the in-depth character and story material 
found in this chapter, alongside interviews 
with Guerrilla Games and a very special 
summary of Aloy’s story so far. 


wiam VY 


Trophies in Horizon Zero Dawn are 
unlocked by fulfilling a variety of con- 
ditions —- some are awarded for com- 
pleting mandatory story events, while 
others are earned through optional chal- 
lenges such as overriding Tallneck-type 
Machines and clearing Corrupted Zones. 
While Trophies provide no tangible 
benefits, they can help you keep track of 
your overall progress through the game 
and which activities you've yet to finish. 
In this chapter you'll find a complete list 
of the game's Trophies, the conditions 
which must be met to unlock them and 
specific advice on the most efficient 
ways in which to do so. There are no 
Trophies that you can miss out on en- 
tirely, since any that you did miss before 
completing the game can be obtained 
after the world state has been reset to 
before the final Quests. 


STORY TROPHIES 


T rophies in this category are awarded 
after clearing certain Main Quests and 
Side Quests, and in the case of the Main 
Quest Trophies, they will all be obtained 
naturally as you progress through the 
game. Please be advised that not all 
Quests will unlock Trophies upon comple- 
tion — only the ones listed here. 


588 


Trophy Name Grade Description Unlock Req. 


Obtained all Horizon Zero 
Dawn trophies. 


All trophies 2 


obtained s7 Platinum 


Obtain all other trophies. 


Main Quest Trophies 
Grade 


Trophy Name 


Description Unlock Requirements 


Complete the Main Quest 


Page ref. 


Followed Rost's Learned to hunt and 


teachings Se fight alongside Rost. ‘Lessons of the Wild’ aM 
Defeated the Defeated the Sawtooth Defeat the Sawtooth dur 
Bronze that threatened the ing the Main Quest ‘The 279 
Sawtooth 
_ Nora. Point of the Spear’ 
Triumphed in ~ Overcame adversity Reach the end of the 
the Bar Bronze and placed firstin the Brave Trail race in the Main 286 
ig Proving. Quest ‘The Proving’ 
Destroyed the corrup- ‘ 
Fought back the Brones: tion inside the Nora Complete the Main Quest 293 
corruption ‘A Seeker at the Gates’ 
valley. 
Found the Nora War- 
Victorious with Bienes Chief and defeated the Complete the Main Quest 300 
the WarChief killers in the Ring of ‘Revenge of the Nora’ 
Metal. 
Helped Erend investi- 
Saved Meridian Bronze gate Ersa’s fate, and Complete the Main Quest 318 
from its foe foiled a plot against ‘The Sun Shall Fall’ 
Meridian. 
Learned of the mone Learned ‘of the ancient Complete the Main Quest 321 
ancient past past at Maker’s End. ‘Maker's End’ 
Infiltrated the Eclipse c 
Crashed the Bronze battle camp and Complete the Main Quest 334 
Eclipse network A ‘To Curse the Darkness’ 
crashed their network. 
Discovered the Bronze Discovered the truth of Complete the Main Quest 339 
truth Zero Dawn. ‘Deep Secrets of the Earth’ 
Broke the siege Bronse pisheintn seat Complete the Main Quest 346 
of All-Mother : ‘The Heart of the Nora’ 
sacred mountain. 
Recovered Explored the Mountain . 
a powerful Bronze That Fell and recovered complete) the! Main Ouest 349 
The Mountain that Fell 
weapon a powerful weapon. 
Ended the war Gold Ended the threat of the Complete the M Quest 359 


machine threat ancient war machines. ‘The Face of Ext 


Side Quest Trophies 


Trophy Name Grade Description Unlock Req. Page ref. 


Aided the escapes of Uthid and 


Complete the 


aeeewe Bronze the child king Itamen from the — Side Quest 419 
Shadow Carja. ‘Queen's Gambit’ 

Hunted Rose through the ranks of the Complete the 

Redmaw with Bronze Hunters Lodge and helped Side Quest 410 


Talanah Talanah defeat Redmaw. ‘Redmaw’ 
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Activities Trophies 


TROPHY GUIDE STORY TROPHIES | CHARACTER PROGRESSION | ACTIVITIES TROPHIES 


Trophy Name Grade Description Page ref. 
First Tallneck tT Scaled a Tallneck and accessed 
A Bronze 2° 452 
Overridden its information. 
First Bandit Took back a settlement from a 
Camp cleared ¥ Brome bandit clan. a8 
Reached the Core of a 
oe Bronze Cauldron and accessed its 469 
information. 
Earned at least a Half Sun 
foal atone Bronze mark in all three trials at one 458 
Hunting Ground. 
- Earned a Blazing Sun mark in 
Blazing Sunssat ¥ Bronze _ all three trials at one Hunting 458 
one Grounds 
Ground. 
First Corrupted Killed all the corrupted 
Zone cleared ¥ el machines in a Corrupted Zone. aes 
AllTallnecks SEN silver Scaled all of the Tallnecks and 452 
Overridden ry accessed their information. 
Cleared all op Took back all settlements from 
Bandit Camps Silver the bandit clans. aS 
Reached the Core of every 
All Cores Over iii Silver Cauldron and accessed the 469 
ridden a : : sete 
information within. 
All Suns at all wk Eamed at least a Half Sun 
Grounds i Silver mark in all trials at all of the 458 
Hunting Grounds. 
Blazing Suns Earned a Blazing Sun mark in 
skal ads Gold all trials at all of the Hunting 458 
Grounds. 
Killed all the corrupted 
All Corrupted Silver machines in every Corrupted 483 


Zones cleared 


CHdRdL TER 


Zone. 


PROGRESSION 


Character Progression Trophies 


Trophy Name 


Description 


Reached level 10 , Bronze Reached player level 10. 
Reached level 25 Bronze Reached player level 25. 
Reached level 40 Bronze Reached player level 40. 
Reached level 50 yy Bronze Reached player level 50. 
All Skills Learned Bronze Learned all available Skills. 


T rophies in this category are awarded at fixed milestones 
in Aloy’s acquisition of Experience Points and Skills. 


While Trophies related to leveling up may technically be 
earned at any time (since their prerequisites can be met 
simply by defeating enough enemies), attempting to do 
so without also completing Quests for their much larger 


rewards of Experience is highly impractical, and effectively 


limits the rate at which Aloy will gain levels [90 2]. 


ACTIVITIES TROPHIES 


rophies in this category are awarded upon completion of 

miscellaneous objectives mostly unrelated to the main 
story. A few are associated with Quests to a limited degree, 
however, such as clearing two Corrupted Zones during the 
Main Quest ‘A Seeker at the Gates’, and earning enough 
Half Sun marks at the Hunting Grounds to gain admission 
to the Hunters’ Lodge [>0 1]. Many of these Trophies 
can be earned as soon as the areas of the Map outside of 
Nora territory become accessible, but a few have addition- 
al requirements such as clearing Cauldron RHO to obtain 
the Overrides necessary for completing the Sun Furrows 
hunting trials. While you're travelling around killing all of 
the different machines required for the four different types 
Trophies, make sure to scan them all first, because you will 
need their info for the All Machines Catalogued Trophy. 


eH Parnes 
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Furthermore, of the 81 Skill Points required to learn every Skill, only 50 can be ob- 
tained by leveling up; the rest must be earned by completing Quests or Activities. 


In addition to the Skill Points obtainable by leveling up, the following table shows 
how many Skill Points can be earned through the various other Quests and Activ- 
ities. Use this information to keep track of your progress toward unlocking the All 
Skills’ Trophy. There are more Skill Points available to earn than are required to un- 


Skill Point Tally 


Acti Skill Points Available 


Levelling 50 
Main Quests 17 
Side Quests 3 
Errands 

Activities 14 
Total 84 


lock every Skill, so you do not have to complete everything to unlock this Trophy. 


COMBdT 


T rophies in this category are awarded for outstanding 
achievements in battle. While most are straightforward 
and you'll likely unlock quite a few over the natural course of 
the game, others — particularly overriding 7 Machine types 
and knocking over all Grazer dummies — require additional 
exploration and may take you a considerable distance out of 
your way. 


Combat Trophies 


Trophy Name 
Stealth killed 10 Ww 


Description 
Performed a stealth kill on 10 


machines fe bronze machines. 
3 Strikes From Above Bronze Killed 3 enemies using the Strike 
from Above Skill. 
Tore off 10 Ws Detached 10 components from 
ronze ‘ 
components. machines during combat. 


10 Vulnerable 


: F Bronze 
machine kills e 


Killed 10 machines weak to Fire 
while burning, or weak to Freeze 
while frozen. 


Tore off 5 heavy 


5 Weapons detached from 


weapons Bron Machines 

7 types of machine Grong Unlocked and used the overrides 
overridden for 7 different types of machine. 
Headshot 30 human Grote Killed 30 human enemies by 
enemies landing headshots on them. 


All Grazer dummies 
downed 


Knocked over the Grazer training 
dummies in all settlements. 


First Modification 


Used a Weapon Coil or Outfit 
Weave on a modifiable weapon 
or outfit. 


All Acquisition 


Killed at least one of every type of 
Acquisition machine. 


Killed at least one of every type of 
Reconnaissance machine. 


machines killed Bronze 
All Recon RE Bronze 
machines killed 

All Combat 


machines killed 


Killed at least one of every type of 
Combat machine. 


All Transport 
machines killed 


my) 
ro] 
S 
q 
o 


Kill at least one of every type of 
Transport machine. 
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STEdLTH KILLED 10 MACHINES 


F or kills to count towards this trophy, they need to be 
carried out while you're fully concealed (as shown by the 
closed eye indicator below your compass on the HUD) and 
even under that condition, not every type of kill will count. 
Killing a Watcher from within tall grass with an (R2) attack 
from your Spear will give you the stealth kill XP bonus, but 
does not count towards this Trophy. Similarly, you can sneak 
around behind an enemy outside of tall grass, use a Silent 
Strike for a stealth kill bonus, and that too does not count. 


Silent Strikes from within tall grass do count, however, and 
if you use Lure Call to bring enemies towards your position 
in the grass, it is one of the most effective ways of obtain- 
ing the Trophy. It is also possible to use ranged weapons 
from within tall grass to get the Trophy, which can be a very 
useful option if you do not have Silent Strike [>O 1]. Since 
you need to kill the machine in a single hit, a powerful bow 
like the Sharpshot Bow is your best option, and the easiest 
target is the Eye of a Watcher. With the Double or Triple 
Shot Skills you can take out more powerful machines with 
shots to the body, but by the time you have those Skills, 
you're likely to also have already earned this Trophy. 


3 STRIKES FROM ABOVE 


s the name implies, you're going to need to invest in the 

‘Strike from Above’ Skill in order to obtain this Trophy, but 
once you have it, there are really no other restrictions; you 
just have to use the Skill to kill 3 enemies. You can use it on 
machines or humans, but since it has to actually kill them, 
going for lower level enemies is generally the best option. 
Throughout The Embrace there are numerous wooden 
platforms built near the tops of wooden poles that the Nora 
Braves use for hunting, and these make ideal places from 
which to attempt this Trophy. 


Of particular note are the ones near the Strider Site in The 
Embrace, because there are both a lot of platforms anda 
lot of low level machines there. With a bit of sneaking you 
can easily get onto one of these platforms, and then use 
Lure Call to bring the machines close enough for a Strike 
from Above [>D 2]. If you do get spotted, remember that 
you can use Strike from Above on machines that have been 
stunned, and you can easily drop some Shock Wires or 
Bombs down from your position to put them in that state 
[>D 3]. 


TROPHY GUIDE COMBAT 


TORE OFF 10 COMPONENTS 


y ou can start working towards this Trophy quite early in 
the game by using Hunter Arrows to knock the Blaze 
Canisters off Striders or either Component off Scrappers in 
The Embrace, but doing so is not the most efficient strate- 
gy. [>0 4]. Striders only have one Component and hitting 
it will cause the rest of the herd to scatter, while Scrapper 
Components will take multiple hits to dislodge. By far the 
easiest way to get this Trophy is to wait until you leave 

The Embrace, and then head to the nearby Nora Hunting 
Grounds. 


At the Hunting Grounds you'll have access to a merchant 
that sells the Carja Sharpshot Bow, and also an unlimited 
supply of Grazers, each brimming with four Blaze Canisters. 
The Carja Sharpshot Bow gives you access to Tearblast Ar 
rows, which you can use to easily knock multiple canisters 
off the Grazers at a time with each shot [>0 5]. Even if you 
cannot yet afford the Carja Sharpshot Bow, the fact that you 
have so many Grazers in this area, and can respawn them 
at any time means it’s still a great place to get the Trophy, 
even with your trusty Hunter Arrows. 
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10 VULNERABLE MACHINE KILLS 


F or kills to count towards this Trophy, you need to kill ma- 
chines weak to fire while they are burning, or machines 
weak to freeze while they're frozen. As long as those ef- 
fects are still present at the time of the machine's death you 
will get either the burning kill or frozen kill XP bonus so you 
can easily tell if the kill counted. It’s important to note, how- 
ever, that the damage ticks from a Fire Arrow do not count 
as burning, so killing a machine in that manner will not 
count unless it had the Burn status on it as well. While the 
machine is inflicted with either status effect, you can switch 
to using any form of damage you like to actually kill it. 


There are many more machines that are weak to fire than 
those weak to freeze, so naturally you'll have more op- 
portunities for kills towards this Trophy on them. The main 
targets you should look out for, however, are Sawtooths, 
Snapmaws or any Corrupted machine. Some early Main 
Quests have you fighting against Corruptors, and while you 
can go for burning kills on them, because of how agile and 
dangerous they are, they do not present an easy target. 


With Snapmaws, all you need to do is hide in some tall 
grass at a distance and detonate the Blaze Canisters on 
their back, letting the full burn effect complete between 
detonation. The combination of the damage from the deto- 
nation and both burn effects is enough to kill the machine, 
and if done correctly you should never get into open com- 
bat with it. For frozen targets, the easiest machine is the 
Trampler; it can be frozen quickly, and then you can switch 
to either Metal Bolts or Hardpoint Arrows to easily destroy 
the Excavation Horns and kill the machine [> 1]. 
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7\ 


TORE OFF 5 HEAVY WEdPONS 


he only machines whose mounted weapons qualify for 

this Trophy are Ravagers, Thunderjaws and Deathbring- 
ers; of these, Deathbringers are extremely rare and can 
only be found in certain locations during Main Quests. The 
best place to satisfy the Trophy’'s prerequisites is the Sun 
Furrows Hunting Ground, where you'll find two Ravagers 
and a Thunderjaw for a total of four easily accessible Heavy 
Weapons [3D 2]. After tearing all four off, simply restart 
one of the trials to respawn the machines again and get the 
fifth. 


This location is particularly advantageous as the Thunder 
jaw patrols an enclosed pit with few exits large enough to 
accommodate it, allowing you to target its Disc Launchers 
from relative safety [>C 3]. The two Ravagers patrol oppo- 
site sides of the pit, allowing you to deal with them one at a 
time, and the pit's edge offers several patches of tall grass 
from which to launch stealth attacks with Tearblast Arrows. 
The only other enemies in the area are a few Watchers, 
which can be dispatched using Silent Strikes without alert- 
ing the Ravagers or the Thunderjaw. 


7 TYPES OF MACHINE OVERRIDDEN 


our earliest opportunity to earn this Trophy will be imme- 

diately after clearing Cauldron SIGMA - the combined 
PSI and SIGMA Overrides cover enough machines to meet 
the prerequisites. Shortly after acquiring the Override de- 
vice for your Spear during the Main Quest ‘A Seeker at the 
Gates’ you'll be able to head down to the Strider site in The 
Embrace and Override one of the Striders there, along with 
a Watcher to get the first two machine types under your 
belt. The next new machine you can Override will be the 
Tallneck at Devil's Thirst, which you can do on your way up 
to Mother’s Crown. 


Cauldron SIGMA is only a short distance north from Moth- 
er’s Crown, so it's recommended that you head straight 
there as soon as you can to gain the knowledge required 
to Override more machines. Once the Cauldron is complet- 
ed, go to one of the Grazer sites near either Devil's Thirst 
or Devil's Grief so that you can add a Grazer to your list of 
Overridden targets, and then start heading along the valley 
towards Daytower again. As you travel along the valley 
you'll pass through Broadhead, Scrapper, and with a little 
detour north, Sawtooth sites to give you the final three 
machine types you need to unlock this Trophy [>O 4]. 


ue to the sheer number of 

human enemies that you'll 
encounter as you play through 
the game, and how effective 
headshots are against them, this 
should be a Trophy that you pick 
up naturally along your journey. 
During the Main Quest ‘The 
Proving’ you'll have to contend 
with a large number of mysterious 
killers; take the time to headshot 
as many as possible, and you 
can easily be halfway done with 
the requirements for this Trophy 
before leaving The Embrace. 


Should you wish to unlock the 
Trophy as soon as possible 

you'll need to follow the trails 

of black smoke back to some 
Bandit Camps after you leave The 
Embrace during the Main Quest 


Recommended Machines 


Machine Req‘d. Override Recommended Location 


The Embrace 


TROPHY GUIDE COMBAT 


mm Strider The Embrace 
Lav) Tallneck Devil's Thirst 
Wf? | Grazer Devil's Thirst/Grief 
[a2 Broadhead [PNY Psi 
Scrapper (Genrer = Gra asl na) 
Sawtooth 


ZA 
r 


‘ 
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‘A Seeker at the Gates’. Before heading to 
those camps, however, it's worth acquiring 
a Sharpshot Bow if you haven't already 
done so, because the Precision Arrows will 
help a lot when dealing with the Bandits. 
The Devil's Thirst, Hollow Fort, and Two- 
Teeth camps can all be reached as soon as 
you gain access to the lands outside of The 
Embrace, and between them you should 
have more than enough targets to headshot 
for this Trophy [>O 1]. 


Grazer Dummies by Area 

Rost's Hovel 

Mother's Cradle 
‘Mother's Heart 

Mother's Watch 

Nora Hunting Grounds 
Mother's Rise 

Devil's Thirst Bandit Camp 
Mother's Crown 


ALL GRAZER DUMMIES DOWNED 


Hunter's Gathering 
Two-Teeth Bandit Camp 


alyinisininininin| 


\ Braves are trained in the ways 
of hunting from a young age, and 
one of the most useful training tools 
they have at their disposal are these 
training dummies mocked up to look 
ike Grazers, complete with fake Blaze 
Canisters [0 2]. The only way to 
knock over the dummies is to use an 
R2) attack with your Spear, so there’s 
no cheating with ranged weapons or 
explosives. Due to the restrictions in 
place while Aloy is still an outcast, you 
won't be able to visit all of the areas 
where Grazer dummies are located 
until you can leave The Embrace 
during the Main Quest ‘A Seeker at 
the Gates’. None of them are ever to- 
tally missable, however, and you can 
always go back and get any you didn't 
get during earlier quests. 
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TROPHY GUIDE COMBAT 


The largest number of dummies in any 
one location is at Rost’s hovel, which goes 
to show just how serious Aloy was about 
her training. There are two to the north of 
the Campfire at the hovel, and three to the 
south of it; there’s one more just outside 
the lodge, and then a final one on a ledge 
just north of the lodge. There are two 
around the Mother's Cradle area: one inside 
the settlement near the base of the cliffs 
to the southwest, and the second is close 
to the cabin owned by Karst, southeast of 
Mother's Cradle. 


You'll find another one to the south of the 
Campfire in Mother's Heart, with another 
one to the east of the first on the other 
side of a large lodge. The Mother's Watch 
dummies are just outside the main gate of 
the Settlement, one to either side, and the 
ones at the Nora Hunting Groundsare on 
either side of the branching path leading up 
to the Campfire. 


After following the narrow path up into 
Mother's Rise, you'll need to double back 
along the top of the cliff heading south to 
find one of the dummies near this Settle- 
ment, and the second one is at the base 

of the cliffs to the north [>D 3]. To get the 
next dummy you'll need to venture into the 


Devil's Thirst Bandit Camp; approach from the south, you'll dummies at Hunter's Gathering you'll need to look behind 
only need to take out a few Bandits to reach it if you don't the tents along the north of the Settlement because they're 
want to clear the entire camp [930 4]. sitting on small ledges near the base of the cliffs there 

[20 5]. The final Grazer Dummy for the Trophy is once 
Both of the Mother's Crown dummies are nice and easy again located inside a Bandit Camp, but since you'll need to 
to reach because they are right next to each other, just kill all of the Bandits in the upper part of the camp to reach 
inside the northern entrance to the Settlement. To find the it, you may as well clear the entire camp. 
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FIRST MODIFICATION 


0 acquire this Trophy, you simply need to place any 

Weapon Coil or Outfit Weave into their respective slots 
on an Outfit or Weapon. These items can be looted from 
vanquished enemies, found in containers or obtained from 
special Treasure Boxes purchased from Merchants. If drop 
rates are not being kind and you want to unlock the Trophy 
as early as possible, you can go to the west end of the long 
valley in The Embrace where you'll find some Scrapper 
Piles. Each of these piles is highly likely to have a Modifica- 
tion in it, although equipping it into your beginner gear may 
not be the best move in the long run. 


ALL ACQUISITION MACHINES KILLED 


Acquisition Machines 


Type Recommended Location 
te Strider Strider Site within The Embrace 
Broadhead Sites along the valley between Mother's 
Broadhead Crown and Daytower 
W499) Charger Charger Sites West of the Hollow Fort Bandit Camp 


Grazer Sites West of Devil's Thirst 


Lancehorn Site West of Mother's Crown 


Scrapper Sites inThe Embrace 


Greatrun Hunting Grounds (P.464) 


Greatrun Hunting Grounds (P.464) 


Around the large lake to the south end of the valley 
between Mother's Crown and Daytower 


Snapmaw 


Rockbreaker — Side Quest ‘Blood on Stone’ (R393) 


1 elecla os machines make up the largest sub-group 
of machines, and while you will encounter many of them 
naturally while you play through the game, there are a few 
that may require you to go a bit out of your way to reach. 

To find your first Charger site you'll need to travel to the far 
north of Devil's Grief, where you'll find a site just west of 
the Hollow Fort Bandit Camp. Alternatively, if you're chasing 
after Olin and heading straight for Meridian, there’s another 
Charger site just southwest of Brightmarket not too far 
from there. 


A nice convenient place for both Glinthawks and Tramplers 
is the Greatrun Hunting Grounds, which you can access 
shortly after passing through Daytower. The rarest of all the 
machines in this group by far, however, is the elusive Rock- 
breaker. Rather than trying to track one down at one of the 
few Machine Sites,, it’s much easier to go to the Settlement 
of Cut-Cliffs and start the ‘Blood on Stone’ Side Quest. You 
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have to fight a Rockbreaker as part of that quest, and you 
can do it on your way to Meridian quite early in the game 
[>0 1]. 


ALL RECON M@CHINeS KILLED 


Recon Machines 


Type Recommended Location 
‘7 Watcher Various places with The Embrace and beyond 
ae Redeye outside of Cauldron ZETA 

Watcher 

Longleg Level 20 Corrupted Zone in the valley between 


Mother's Crown and Daytower, Cauldron RHO (P.473) 


hile you won't have any trouble finding a Watcher to 

kill, its Redeye cousin is considerably less common 
and more difficult to track down. Redeye Watchers are very 
difficult to find out in the wild, and you'll generally only 
encounter the Corrupted versions of them during later Main 
Quests. If you don’t want to wait that long, however, one 
place you can always find one is on a ledge just outside 
the entrance Cauldron ZETA [=D 2]. Longlegs are fairly 
common, but the first one you'll find is at the Level 20 
Corrupted Zone near the large lake just south of Daytower, 
or alternatively, if you wait till just after Daytower, you can 
enter Cauldron RHO and find one there. 


ALL COMBAT MACHINES KILLED 


Combat Machines 


Recommended Location 


During the Main Quest ‘The Point of the Spear’ 
(P279) 


Side Quest ‘Underequipped’ (P:383), Spurflints 
Hunting Grounds 


Cauldron RHO (P473), Sun Furrows Hunting 
Grounds (P466) 


F Thunderjaw Site Northwest of the Gatelands Bandit 
‘Mhundenjaw Camp, Sun Furrows Hunting Grounds (P466) 


| Stormbird Stormbird Site Northwest of Daytower 


he enemies that make up the Combat group are among 

the most fearsome the game has to offer, so if you're 
venturing out to track them all down, make sure you're well 
stocked with ammo and healing potions. You'll need to take 
down a Sawtooth as part of an early Main Quest, so that 
will tick one off your list straight away. The earliest you can 
encounter a Stalker is through the Side Quest ‘Undereq- 
uipped’, which you can start just south of Cauldron SIGMA. 
Since you won't have access to many of the advanced 
weapons at that point in the game, it’s recommended 
that at the very least you have a Carja Sharpshot Bow so 
that you can use Tearblast Arrows to remove the Stalker's 
Stealth Generator [>0 3]. 


Es Sawtooth 


Stalker 


Ravager 


The Spurflints Hunting Grounds also provide a nice con- 
trolled environment in which to find a Stalker, and similarly, 
the Sun Furrows one is perfect for both Ravagers and 
Thunderjaws since both can be killed at the same location. 
If you want to fight a Thunderjaw earlier, then the site just 
northwest of the Gatelands Bandit Camp is ideal because 
you'll often have Carja Soldiers patrolling through there that 
can aid you. Stormbirds are another rare machine, and while 
you can wait until the Main Quest ‘The Mountain that Fell’ 
to encounter one, getting in some early practice against 
them by visiting the Stormbird site northwest of Daytower 
is recommended [9D 4]. 


Transport Machines 


Recommended Location 
In the valley northwest of Mother's Crown 


Cauldron SIGMA boss (R469), Valleymeet 
Hunting Grounds (P.460) 


Valleymeet Hunting Grounds (R460) 


Main Quest ‘The Terror of the Sun’(P345), 
Side Quest ‘Sunstone Rock’ (P535), Errand 
‘Hammer and Steel’ (P439) 


Fire Bellowback 


Freeze Bellowback 


iss | Behemoth 


F tropuy GUIDE COMBAT 


£ 


ALL TRANSPORT MaCHINES KILLED 


ith the exception of the Behemoth, all the other 

machines you need to kill for this Trophy can be found 
in very small area. As soon as you pass through Mother's 
Crown, head west along the valley and you'll encounter 
a Shell-Walker site, and then after dealing with them, go 
north to the Valleymeet Hunting Grounds where you'll find 
both variants of Bellowback. Since you can encounter Be- 
hemoths during a number of quests, it’s recommended that 
you kill one during any of those quests rather than go out of 
your way to visit a Machine Site [> 5]. 
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EXPLORATION 


T rophies in this category are award- 
ed for miscellaneous achievements 
which tend to involve extensive explo- 


Exploration Trophies 


ration or completion of multiple differ 


ent quests. Although you'll probably 


earn a few purely by happenstance 
should you come across a Metal 


Flower or other Collectable, most 


require considerable amounts of time 
and effort or can only be completed 
after certain areas become accessible. 
With particular regard to the Trophies 


for getting all of each Collectable type, 
please follow the page references for 


complete location lists and detailed 
maps. To get you started on your path 
to collecting them all, however, we'll 


also cover the first appearance of 
each Collectable in this chapter. 


ALL MACHINES CaTaLOGUED 


f you've been to all of the suggested areas for killing the 

different types of machines for their respective Trophies, 
and scanned them all along the way, you should only be 
missing a few entries for a complete catalogue. Corruptors 
and Deathbringers can be encountered in many different 
quests as you progress through the game, but if all else 
fails, you can scan them both during the final assault on 
Meridian during the Main Quest ‘The Face of Extinction’. 
Scanning them during that quest is quite difficult since 
you'll have to leave the safety of your defensive position to 
get close enough; scanning them in the earlier quests is 
much easier, so try to take the time to do so. 


Since the final quest is repeatable, however, you can just 


keep replaying it if you're having trou 
machines. Since the machines in tha 


ble scanning those 
final quest are also 


Corrupted, you can also fulfil the scanning requirements for 


Corrupted machines if you've run out 


of all other options. 


The final scanable machines are the Tallnecks, so if you 
haven't already done so, just Fast Travel to one of their sites 
and scan the towering machine to complete your catalogue. 


FIRST VallTaGe FOUND 


A: soon as you're able to leave The Embrace, head south- 
east from the Main Embrace Gate towards the Corrupted 
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Trophy Name Grade Description Page 

All machines catalogued y Bronze pecs and Focus scanned every type of 

First Vantage found aa Bronze Found and accessed a Vantage datapoint. 515 

First Metal Flower found y Bronze Discovered a strange metal flower. 514 

First Banuk Figure found YW Bronze Found a wooden effigy left by a Banuk traveler. 517 

First Ancient Vessel found y Bronze ae aniancient:vessel once iused'by the:Old 515 

All Vantages found RG Bronze Beda and accessed all of the Vantage data- 508 
Found all of the Metal Flowers and brought 

All Metal Flowers found y Bronze them to Kudiv in Meridian, 508 
Found all of Arnak’s figures and returned them 

All Banuk Figures found y Bronze to: Cantarahiin Meridian. 508 

‘ Found all the Ancient Vessels and brought them 

All Ancient Vessels found y Bronze +5 Studious Palas in Meridian, 508 

Got the Shield-Weaver outfit a Bronze erp technology 372 

Allpossibiealiesjoined (UMN Bronze Inspired by Aloy' actions, allpossible optional _ 


Zone and you'll pass a large rocky outcropping along the 
way. Climb up the rocks there and you'll be able to find your 
first Vantage Point, and the loot cache that comes along 
with it. 


FIRST METaL FLOWER FOUND 


he first accessible Metal Flower is hidden in the Ruins 

that Aloy falls into as a child, but since she has no means 
to access it at that time, you need to wait until later. Once 
you gain control during the Main Quest ‘The Point of the 
Spear’ you can return to those Ruins and fully explore them. 
By using your Spear you can break down the rock forma- 
tions blocking access to small rooms throughout the Ruins, 
and in the first one you come to, you'll find the Metal Flow- 
er — Mark | (A), the first of many for your collection [>0 1]. 


FIRST BaNUK FIGURE FOUND 


‘o reach the first Banuk Artifact you'll need to climb the 

dizzying heights of the mountains north of Devil's Thirst. 
The location of every Banuk Figure can only be reached 
by following a Brave Trail, and the Banuk have also drawn 
decorative murals to help mark the locations. The Brave Trail 
for this figure begins at two wooden poles at the base of the 
mountains, and winds all the way up them to altar at the top 
where you'll find the Banuk Artifact: My Claim [>0 2]. 


GOT THE SHIELD-WEaVER OUTFIT 


Power Cell Locations 
Power Cell Location Page 
1 In the Ruins you fell into as a child. 511 

Inside All-Mother, which can first be accessed dur 


z ing the Main Quest ‘The Womb of the Mountain’ aid 

3 On the top floor of Ted Faro's building, accessed 549 
during the Main Quest ‘Maker's End’ 

4 Various locations inside The Grave-Hoard 557 
In a small room north of where you land after using 

5 the slip-ine down from the Master Override loca- 553 


tion during the Main Quest ‘The Mountain that Fell’ 


his Trophy is awarded for finishing the Side Quest ‘An- 

cient Armory’, and while you can start that quest quite 
early, you cannot finish it until you reach the Main Quest 
‘The Mountain That Fell’. To complete the quest you'll need 
to travel to numerous locations and acquire a total of 5 Pow- 
er Cells in order to open a door in the Bunker and release 
the mechanism holding an ancient suit of armor. While the 
location of each Power Cell is briefly listed here, you may 
refer to this Quest's Walkthrough on P372 for detailed maps 
and a comprehensive overview of its requirements. 


ALL POSSIBLE aLLieS JOINED 


Required Side Quests 


Ally Prerequisite Page 
Uthid Side Quest ‘Traitor’s Bounty’ 415 
Vanasha Side Quest ‘Queen's Gambit’ 419 
Aluki Side Quest ‘A Moments Peace’ 395 
Nakoa Side Quest ‘A Daughter's Vengeance’ 380 
Elida Side Quest ‘Sun and Shadow’ 412 
Talanah Side Quest ‘Redmaw’ 410 
Namman Side Quest ‘Honor the Fallen’ 397 
Janeva Side Quest ‘Sunstone Rock’ 535 


loy may be a powerful warrior in her own right, but even 
she needs help sometimes. By completing specific Side 
Quests as you progress through the game you'll be able 
to gain the trust and respect of the individuals you help, 
and they will rally to Aloy’s side during the game's final Main 
Quest, ‘The Face of Extinction’. At this point, you will be able 
to talk to all of them one last time before the battle for a lot 


~ 


~ TROPHY GUIDE EXPLORATION | GAME PROGRESSION { 


of additional dialogue. You have until you speak to Avad in the 
Sun Palace during the Main Quest ‘The Looming Shadow’ 

to complete all of the Side Quests required to get everyone, 
otherwise you will need to wait until after you have complet- 
ed the game and the world state resets to before that quest 
to try again. 


Game PROGRESSION 


he vast world of Horizon is filled with quests, 
a collectables, activities, items and enemies for 
you to experience, and incentives to do so are 

plentiful. Many of these things offer tangible rewards during 
gameplay such as items or equipment, while others provide 
insights into the game's narrative and story. Even still, 
exploration and discovery is often a reward in and of itself 
and — for some - the simple act of getting engrossed and 
immersed in the world’s vibrancy and liveliness is enough. 
However, for those Seekers who are ambitious enough to 
chase completion in its entirety, we've given you a list of 
things to look out for while on your journey. 


Group Category % 


Activities Tallneck 
Hunting Ground 


5 
5 
Bandit Camp 5 
5 
5 


Cauldron 


Corrupted Zone 
Quests Main 21 
Side 22 


Errand 


Collectables Banuk Figure 


Metal Flower 


Ancient Vessel 


Shadow Items Outfit 


Weapon 
Machines Scanned 
Total 100 


7 
2 
2 
2 
Vantage 2 
5 
5 
7 
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The inhabitants of the far-future world of Horizon are divided into tribes, each 
of which has its own history and traditions. These tribes are held together 

by the same things that underpin any culture or society — their environment 
and resources, strong leaders and political dynamics and their art, music 
and crafts. Here we'll showcase the figures that play key roles in the story 
and delve into the histories and workings of the various tribes. All text in this 
section is written by the game's narrative team — John Gonzalez, Ben McCaw 
and Ben Schroder. 
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ALOY 


hunned by her tribe since birth, Aloy has never known a 

mother's embrace or the acceptance of a community. Aban- 
doned to the robot-dominated wilderness, her only companion 
was the stern, impassive recluse who fostered her, cease- 
lessly training her to hunt and fight. From him she learned to 
survive any physical hardship, to scorn comforts as weakness, 
but what she most wanted to know, he could not teach her. 
On nights when she shivered in the cold, counting the home 
fires of the village below, all that sustained Aloy was her 
burning need to solve the riddles of her birth: who her parents 
were, and why she was cast out. Only by grasping the truth of 
her origins can she bring an end to years of agonizing confu- 
sion and give a name to the blank nothingness from which her 
life emerged. 


Aloy knows her own mind, makes her own decisions, and sets 
her own goals. Having grown up as an outcast, she reflex- 
ively distrusts authority and the opinions of common society. 
The prospect of subordinating herself to a tribe and losing 

her independence is anathema to her. Whatever Aloy sets 

her mind to, she is prepared to do on her own. She pursues 
objectives tenaciously. Hulking machines, murderous bandits, 
tribal superstitions, and mysterious technologies are challeng- 
es to be mastered. Rather than rely on others, she relies on 
her own capabilities — and if she falls short, she doesn’t turn to 
someone else for words of encouragement or a new idea. She 
sustains her own efforts. She figures out what she needs to 
do to overcome the challenge, and she does it. 


Aloy's exceptional intelligence is oriented towards practical, actionable insights, 
rather than abstract theorizing. Her inherent genius is greatly amplified by the 
Focus device she found as a young girl, allowing her to perceive connections that 
are invisible to others and intuitively comprehend the functions of many ancient 
technologies. 


To other people, Aloy's astonishing flashes of insight can be a mixed blessing — 
fascinating some, frightening others — but they are always an asset in the wilds, 
where her ability to assess the weaknesses of enemies on the fly allows her to 
achieve extraordinary results by flexibly adapting her tactics. 


ROST 


ost, the rugged outcast who fosters Aloy in the wilds, is a pious, honorable 

man whose life has taken tragic turns. Only the Matriarchs know why he was 
cast out, but no one who ever met him could believe he would have committed a 
crime against the tribe. Complicating the mystery further is the strange trust the 
Matriarchs have in him, deep enough that they gave him the foundling Aloy to raise. 


Rost is fair, honest, and just to a fault. Despite being an outcast, he strictly 
adheres to the traditions and rules of the Nora, and constantly presses Aloy to do 
the same. Sometimes she can’t see what the rules really mean to him — a way of 
existence in communal harmony that he both misses intently and wants to pass 
on to her, hoping someday she will rejoin the tribe. 


Hardened by years of living alone in the wilds, Rost is among the greatest hunt- 
ers ever produced by the Nora. Skilled in crafting ammunition, laying traps, stalk- 
ing machines, and hand-to- 
hand combat, few in the 
world of Horizon surpass 
his skills. This is all to the 
good for Aloy’'s training, for 
she learns to hunt and fight 
from a demanding teacher 
and powerful warrior. 
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VdRL 


arl, 25, is a soft-spoken, ruggedly handsome brave of the Nora tribe. Sona, his 

mother, is one of the greatest braves the tribe has ever known — a deadly fight- 
er, canny tactician, and iron-willed leader of men and women. The hero of many 
battles against bandits, Carja, and machines alike, her ascent to War Chief was 
inevitable. So was her disapproval. Hard as stone, she was never one to employ 
positive encouragement, to her children or anyone else. Growing up in her world, 
excellence was its own reward, only attainable to a very few - if they sacrificed all 
distractions, especially any emotion save sheer determination. 


Varl got used to not measuring up. Some might get angry, others might rebel. He 
responded with resolve, wry humor, and hidden sadness. He intuitively under 
stood that his mother's standard was impossible to achieve, so he simply tried to 
do his best, becoming a solid warrior and hunter. But in one area, he unknowingly 
surpassed her. Perhaps because he was forced to deal with her rejection, he 
became more attuned to his own emotions, and consequently, those of others, 
always knowing when to give a consoling word or pat on the back to comrades 

in need. As a result, while his mother commands respect by setting an unques- 
tioned example, he leads with a different mandate — the personal admiration of 
his peers. 


Varl meets Aloy when all seems lost — his sister murdered, his tribe decimat- 

ed, his mother missing in action. She will appear to him as a beacon of hope, a 
beautiful warrior with new ways of fighting and thinking, perhaps the only one 
capable of tackling a deadly new threat. How could he not be attracted to her? 
The question is, will he find a way to express these feelings, or will he keep them 
forever unspoken? 


AVdD 


G un-King Avad is the 14th monarch of the Carja tribe, and paradoxically for such 
a gentle soul, the only one to ascend to the throne through regicide. 

Avad never thought he would be king. His older brother was always stronger, 
bolder, and more athletic, making him a fitting heir. Unable to compete on the 
training grounds, Avad spent his time learning history, music, and poetry, only 
drilling with swords and bows when he had to. Despite his lack of martial prow- 
ess, he developed a different kind of charisma, based on intelligent observation, 
emotional acuity, and empathy. Ironically, his education and inherent sensitivity 
prepared him better for what was to come than all of his brother's confidence 
and might did him. 


As Avad approached his 30s, his father’s reign reached a terrible crescendo, 
completing its long transformation from a strong government to a blood-soaked 
campaign of terror. Paranoid and powermad, the so-called “Mad Sun-King” exe- 
cuted his heir, setting off a chain of events that forced Avad to marshal Oseram 
allies, take Meridian, and seal his father’s fate. In doing so, he seized control of 
a kingdom that was ravaged by tyranny, threatened by insurgency, and despised 
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by the other tribes. Yet Avad rose to the occasion, govern- 
ing with a meticulous and thoughtful style that relied on 
learned advisors, curried favor with allies, and ended the 
cruel and repressive policies of his father. At its heart lay a 
strong moral core, forged by revulsion at the excesses of 
his forbear, that emphasized the intrinsic worth of all Carja 


citizens as human beings. Even so, Avad was pragmatic 
enough to make compromises when necessary, favoring 
small evils over the larger specters of war and chaos. Thus 
his reign reflects his personality: reasonable, progressive, 
flexible, and conflict-averse. 


On that last point lies his greatest flaw. He is capable of 
making tough decisions, but he is too fundamentally decent 
make ruthless ones, like wipe out the insurgency of which 
his 8-year-old half-brother is the figurehead. Until recently, 
this lack of savage expediency (viewed by his enemies as a 
lack of backbone) was covered up by Ersa, the Oseram war 
rior who served as the Captain of his Vanguard, also his ad- 
visor, lover, and friend. Her blunt counsel often gave him the 
will to do what was needed, and when it didn’t, she went 
ahead and did it herself. This relationship brought strength 
to Avad, giving him an equal he knew he could trust — some- 
one who admired his gentility, and whose steel he admired 
in turn. But now Ersa is missing in action, and Avad must 
turn to a new warrior for strength and support: Aloy. 


FREND 


ip Oseram society, the clan you belong to forms the backbone of your iden- 
tity, for better or, in Erend’s case, worse. His was a broken clan, decayed by 
infighting, poor leadership, and most of all, the terminal alcoholism of its leader, 
his father. As such, Erend and his sister Ersa grew up against an acrimonious 
background of familial strife, economic uncertainty, and drunken rage. As children 
are wont to do, they responded in completely different ways. Determined to 
seize control of the things that mattered most to her, Ersa used this trauma as 
fuel and fought hard for a better life. Erend, on the other hand, internalized the 
conflict, which metastasized into the central dilemma of his life: hatred of his 
father's failings, accompanied by the creeping fear that he is doomed to repeat 
them. This toxic combination threatens to transform his anxieties into self-ful- 
filling prophecies, resulting in depression, self-destructive impulsiveness, and 
excessive drinking. 


Yet you would never know any of that to look at him. 
He is handsome, strapping, and quick to laugh. As 
an officer of the Vanguard of Meridian, he has risen 
‘© an important position, and not without reason. 

He is a brave and capable fighter who played an 
instrumental role in Avad's takeover of Meridian. His 
men know him to be an amiable leader who is quick 
0 reward their efforts by buying the first round, and 
most would not hesitate to take an arrow for him. 


The problem is, much of his confidence is due to 
his sister. Throughout his life, she has been there 
‘0 influence him, guide him, and when necessary, 
kick him in the ass. She’s the one who made sure 
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he trained hard, she’s the one who helped Avad plan the 
attack on Meridian, and she's the one who got him his slot 
on the Vanguard. Without her to check up on him, he tends 
to make rash decisions, let his temper get the best of him, 
and sneak back to the pub. To his credit, he has relied on 
her strength without co-dependent rancor or resentment, 
except for a bit of pouting after she scolds him, instead 
looking up to her like the parent he wished he’d had. 


Soon after Aloy meets him, Erend will find himself at a 
crossroads. Ersa, the force that lent him stability, has been 
murdered, and just when he wants to retreat to a bar and 
drink himself unconscious, he has been given more re- 
sponsibility than ever before: his sister's job, Captain of the 
Vanguard. Riven by grief, rage, and desire for revenge, he is 
teetering on the brink of total collapse — and same as ever, 
only a strong woman can set him right. 


Vdd 


anasha is a spy from Meridian working undercover among the Shadow Carja. 

For the past two years, she has been running a covert operation in the Citadel, 
posing as a handmaiden to Dowager Queen Nasadi, mother to the pretender 
Sun-King Itamen. Her mission is to convince Nasadi to defect, and she has 
succeeded, so much so that Nasadi thinks of herself as the originator of the plan, 
and Vanasha merely the trusted minion tasked with making the necessary ar- 
rangements. But due to other circumstances, the Citadel has been locked down, 
forcing Vanasha to turn to Aloy to clear a path for Nasadi and Itamen’'s escape. 


As her progress with such an important and dangerous mission suggests, Va- 
nasha is an elite agent at the pinnacle of her game. She trained for years under 
the personal tutelage of Blameless Marad, the Carja Spymaster, and though he 
would never admit to her face, he considers her to be his greatest asset. A gifted 
actor, she is adept at disguise, persuasion, manipulation, and extortion — whatev- 
er it takes to get the job done. She is also an expert at other forms of spy craft, 
including stealth and assassination, though she considers violence a messy and 
imperfect way to achieve her goals. 


As someone capable of wearing a dozen masks, it can be difficult for Vanasha 

to reveal her “true” personality. Even when she thinks she is being authentic, 

it might not be so, for she tends to salve her personal pain with thrill-seeking, 
adventure, sex, alcohol, and a cynical sense of humor. She thinks these things 
make her feel free and alive, but in reality they are distractions she employs to 
bury the scars of her upbringing. No one but Marad knows the details, but rumor 
has it that she was the daughter of a servant family that suffered terrible indig- 
nities at the hands of a powerful cleric. If it's true, it explains her disgust with 
the fundamentalist corruption of the Shadow Carja insurgency, and her loyalty to 
Avad’s more progressive regime. 


HELIS 


ees the “Terror of the Sun” by the other tribes and even his own soldiers, he 
is the leader of both the Shadow Carja insurgency and the Eclipse cult. Before 
becoming those things, he was the most decorated soldier of the Carja Sundom. 
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He did not become a kestrel for 
glory, as others did. While they 
slept, he trained. While others 
succumbed to wounds, he 
fought on. He neither ques- 
tioned orders nor betrayed any 
weakness. And as he moved up 
through the ranks, even the Mad 
Sun-King took note. Here was a 
man worth honoring, an instru- 
ment of the sun who would nev- 
er fail. The more cruel and demented the king became, the more he 
relied on his unwavering right hand to punish his enemies and gather 
slaves for sacrifices. Helis became the second-most hated man in the 
land, behind only his liege. 


He had but one joy in his life besides war — his wife, a beautiful wom- 
an of noble birth. She was the only one who understood him, who 
could unlock a different side of him, who could tend his wounds and 
soothe his soul. But in one long winter night, Helis lost both her and 
their unborn son. The Mad Sun-King granted his faithful servant an 
unheard-of honor: he cremated and interred the ashes of Helis’ wife 
and her unnamed son beneath the Spire, the burial place of kings 
and heroes. That honor burned in Helis’ heart whenever he fought 
for his king. Helis was away on a mission when Oseram freebooters 
schemed with rebels and traitors to conquer Meridian and murder the 
king. (It must be noted that the rest of the land saw this as a joyful 
liberation.) That day, Helis forged a new purpose: to take back his city 
—and the resting place of his wife - by any means necessary. 


SYLENS 


ylens is a larger-than-life figure who has become the subject of myth and 

legend across the known world. Shamans, outlanders, and adventurers 
refer to him as the Dark Wanderer, a warriorsage who scours the earth for his 
own inscrutable purposes. Those who have had dealings with him know that 
he is a machine hunter with no equal, that he pays handsomely for esoteric 
artifacts and machine parts, and that he kills without compunction if crossed 
or impeded. It is said that no man can surpass his lore, and that he collects 
every scrap of knowledge he can find, from tribal songs to crafting schemat- 
ics to locations of ancient ruins. 


No one except the man himself knows how this hunger for learning originat- 
ed. All agree that he came from the frozen lands of the Banuk, but his early 
life is shrouded in folklore. Some say he was banished by his tribe for break- 
ing taboos, left to fend for himself in the frigid wastes. Others tell the tale of 
an orphan, his parents slain by machines, who taught himself to hunt them in 
a cycle of neverending vengeance. Still others speak of a young shaman who 
discovered something portentous buried beneath the ice, an ancient riddle 
that changed his life forever. 
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Whatever his background, his “inscrutable” purposes are 
actually simple in essence: He wants to know the origins of 
man and machine. Like Aloy, he was born with a keen mind, 
and he could never accept facile or mystical explanations 
for observable phenomena that were obviously complex. 

It was easily apparent to him, for instance, that machines 
were made instead of born, and that the key to their 
construction lay somewhere in the ruins of the old world. 

It was clear that they followed some pattern or purpose, a 
plan that he could only see part of. He has always burned to 
know more. 


ELIZ@BET SORELK 


lisabet Sobeck (born March 11, 2020) was an American scientist, roboticist, and 

engineer, widely regarded as one of the greatest minds of the 21st century. Born 
and raised outside Carson City, Nevada, she enrolled at Stanford University at age 13, 
earning a BS in Experimental Physics and Computer Science at age 16. She completed 
her Ph.D. in Robotics and Artificial Intelligence Design at Carnegie-Mellon University in 
2040 and joined Faro Automated Solutions as a Junior Scientist the same year, rising 
quickly to Chief Scientist at the age of 22. Over the next eight years, her green robot 
designs played a vital role in realizing the environmental cleanup and detoxification 
efforts of “The Claw-back” decade, propelling FAS to the forefront of its field. In 2048, 
she suddenly resigned from FAS, protesting the company’s pivot to automated military 
technologies. In 2049, she founded Miriam Technologies, a firm devoted to “life-positive” 
robotics and other technologies. Miriam has since become one of the world’s largest 
suppliers of green robots, winning numerous awards and accolades, including the 2053 
Nobel Prize for Physics and the 2056 Rachel Carson Award for Environmental Progress. 


TED FdkO 


heodor “Ted” Faro (born December 24, 2013) was an American entrepreneur and 

business magnate. He was the founder of Faro Automated Solutions (FAS), the larg- 
est corporation of all time, the world’s wealthiest individual, and the first-ever trillion- 
aire. Born and raised in Salt Lake City, Utah, he enrolled at the University of California, 
Los Angeles, where he studied business for two years before dropping out in 2033 
to start FAS. Though it struggled at first, the company broke through at the end of the 
troubled 2030s with its popular lines of personal servitors and bodyguard bots, then ex- 
ploded when its famous line of green robots led the race to solve the climate crisis dur 
ing the 2040s “Claw-back.” At the end of that decade, FAS opened a military defense 
branch, dominating the world market for automated military platforms by 2053. The 
success of FAS made Mr. Faro the world’s best-known businessman, one of its most 
sought-after speakers, and a major voice in politics, culture, and international affairs. 
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he Nora are a reclusive hunter-gatherer tribe whose 

culture combines a fierce hunterwarrior ethic with avid 
religious worship of nature, motherhood, and child-rearing. 
All-Mother, their Goddess, is embodied by a mountain, and 
they believe that guarding its environs is their sacred duty. 
A matriarchal society, the Nora are led by female elders 
called Matriarchs. Hunterwarriors called “braves,” predom- 
inantly but not exclusively male, expertly hunt many ma- 
chine species and guard tribal lands from hostile outsiders. 
No other tribe in Horizon matches the Nora's skill in archery 
or exceeds their ability to track quarry. 


THE NORd 


SOCidL ORGANIZATION 


he Nora is a matriarchy, governed by female elders called 

Matriarchs and High Matriarchs. Every grandmother with 
at least two living generations of progeny is a Matriarch, and 
serves the tribe as wise women, healers, arbitrators of dis- 
putes, and sources of religious authority. But even this cadre 
has an elite: the High Matriarchs, great-grandmothers with 
three or more living generations of progeny. It is the High 
Matriarchs who decide matters of tribal law and adjudicate 
the gravest disputes. The High Matriarchs are the Nora’s 
ruling council; the Matriarchs, their ministers. 


A Matriarch serves the tribe until death or infirmity, unless 
misfortune should cause the death of an entire generation 
of her progeny, tragically disqualifying her or demoting her 
from High Matriarch to regular Matriarch. (As it is rare for a 
Nora to produce more than two children, and they live in a 
dangerous environment, the ranks of the Matriarchy tend 

to be somewhat dynamic.) Matriarchs have the authority to 
settle most disputes in their home settlements. The Nora do 
not have an intricately codified system of laws, so judgment 
of lesser disputes and transgressions tends to be made on 
an ad hoc basis, guided by the rich body of folk stories and 
traditions that govern their way of life. Major transgressions, 
on the other hand, are clearly defined by the tribe’s taboos, 
the violation of which provokes outrage, shunning, or even 
being expelled from tribal land. 


Nora culture is generally communal. Hunters share their kills, 
and gatherers their harvest, with the entire settlement. Most 
Nora live in communal lodges as well. That said, structural 
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divisions and practical causes do give rise to subtler forms of social stratification. 
Matriarchs live in well-appointed lodges or, in small villages, single-family struc- 
tures, and are exempt from the work of gathering berries and plants. Pregnant 
women and nursing mothers are also exempt 

from this labor. Some individuals boost their social 
status by sporting superior weapons, clothing, or 
other equipment, either because they are skilled 
craftspersons or have received these items as gifts. 
And in circumstances of hardship (Such as intense 
winter storms), a village's Matriarchs may apportion 
scarce food according to the perceived value of 
individuals, with able-bodied women and hunters 
(who can procure additional food), and children 
receiving preferential rations. 


Braves hunt for food, escort gathering parties, and 
patrol tribal lands, driving off or killing trespassers. 
Gatherers forage for nuts, berries, edible roots, and 
usable plants, and also practice “forest gardening” 
to intensify food and fiber output. The Nora hunt 
deer, rats, raccoons, rabbits, foxes, badgers, and 
birds. Meat from these animals supplements the 
food found by gatherers; Nora garments mainly 
consist of their fur and feathers, and are accented 
by robotic parts, such as synthetic fibers and plas- 
teel components. 


GENDER ROLES 


he Nora generally consider women to be more intellectually and physically 

flexible than men: less impulsive, less rash, and better suited to planning for 
the long-term happiness of individuals and the tribe. These qualities are seen as 
stemming from their defining role in the creation of new life. 


The Nora's religious beliefs hold motherhood as sacred. Indeed, the creation of 
new life is seen as divine (approaching the power of All-Mother, the Nora deity). 
The decision to become a mother is not taken lightly, and some women never 
do so, perhaps focusing entirely on serving the tribe as a brave. The Nora believe 
in equilibrium with nature. Having more than two children strains resources and 
is discouraged. To become a grandmother is considered a great honor, and a 
great-grandmother a greater honor still. Conceptually speaking, Matriarchs are 
“supermothers,” serving the tribe not just as grandmothers but as symbolic 
mothers to entire settlements. 


KINSHIP 


| ora trace descent matrilineally, and derive social status from the mother’s 
prestige. For example, the children and grandchildren of a Matriarch have 
higher social status, and the progeny of a High Matriarch, even more. This status 
plays out in informal ways, shaping whose opinion receives weight, who is given 
mate-blessings, etc. 
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Nora do not “marry.” Adults are free to carry on romantic 
and sexual relationships with other adults as they choose 
(even across gender lines), with the crucial stipulation 

that having children is forbidden unless sanctioned by the 
Matriarchs with a “Mate Blessing.” Women propose Mate 
Blessings to men when they want to have children. A child 
is seen as an inviolable compact between the two mates, 
with clear responsibilities that bind the parents together so 
long as the child lives. A Matriarch must sanction this union. 
Nora mothers have full parental rights over their children. 
They can dissolve a Mate Blessing at any time and keep the 
children. 


While women are perceived as being superior caregivers, 
they are not solely responsible for child care. Men are 
expected to watch over and foster children, teaching them 
stories, playing games, and providing discipline to a more or 
less equal degree. Nora women enjoy a degree of leisure 
time equal to Nora males. A man is expected to continue 
his parental duties even if his Mate Blessing has been 
dissolved. 


MaTERIaL CULTURE 


ora settlements are peppered throughout what was once 

the Rockies, always in easily-defended natural locations. 
While the tribe’s “capital” village, Mother's Heart, numbers 
around 150 inhabitants, most settlements are small hamlets 
of 5-10 structures with 20-50 individuals living together. 


Watchtowers guard the approaches to Nora villages, and 
provide observation posts for hunters tracking herd move- 
ments and watching for trespassers at a distance. The Nora 
also keep supplies in hunters’ shacks and blinds throughout 
their territory, allowing hunting parties to spend nights in 
shelter away from the village. Most Nora share shelter in 
wooden lodges. Nora who distinguish themselves may be 
allowed to live in single-family dwellings for a time, or even 
to build their own. 


Nora rely on natural geological features such as steep 
slopes, rocky outcroppings, gorges, and swift rivers to 
protect their villages from robot intrusion. They respect the 
boundaries of robot spawning sites, and do not interfere 
with the protector bots that guard these sites. Historically, 
the Nora regarded all robots as children of All-Mother, and 
hunted them with great respect. This practice continues, 
though with increasing confusion due to the robots’ height- 
ened aggression during the last 

19 years. 


The Nora subsist on meat from animals, and gathered 
berries, nuts, and plants. The ideal Nora economy would 
be communal, promoting sharing and gifts that strengthen 
relationship ties and bonds of obligation. But in reality, 
currency introduced by the Sun Carja has proved too useful 
to dispense with. 


Nora hunters wear garments derived from robots, usually 
synthetic fibers and plasteel components. They decorate 
these garments with animal fur and bird feathers. They are 
masters at working with wood, beading, sewing fur, and 
weaving plant fibers. They use substances harvested from 
robots as paints, using them to decorate their skin and to 
create crude representational displays of robots and hunting 
practices not entirely dissimilar to cave paintings. 


The Nora have little capacity to work metal. They can break 
up robot components and reuse them, sometimes by cut- 
ting or hammering components into different shapes. They 
make extensive use of robot components for other purpos- 
es as well, using cords and cables to lash together timber 
or to fashion belts or slings, etc. 


Nora songs express gratitude for the bounteous gifts of 


their creator, esteem for the life-giving service of mother 
hood, and admiration for prowess in hunting and fighting. 
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MILITARY CULTURE 


N ora train from an early age to use a bow and are dead- 
eye shots. They are also adept with spears and knives. 
Their expertise in stalking robot prey makes them deadly 
ambushers on their home terrain. 


The Nora are extraordinarily skilled and inventive at using 
robot components to increase the killing power of their 
weapons and defensive value of their armor. For example, 
many hunters rig power cells to their spears and use arrows 
with sharpened plasteel heads. Braves tinker with and craft 
weapons before every hunt. 


RELIGIOUS CULTURE 


Noe religion centers around motherhood, birth, nature, 
and a mythical relationship between their deity All-Moth- 
er and the main forms of life in the world: Humans, plants, 
animals, and robots, which they refer to as machines. Key 
tenets follow: 


Nora religion is informal rather than institutional. Living 
nature, personified in All-Mother, is all around them and 
available to all. The idea of going inside a building to 
worship is alien to them. They regard their daily behavior 
in accordance with nature, in balance with nature, as 

a kind of prayer. It is their sacred duty to tend to and 
respect existing life, and to foster and give birth to new 
life. 

The Nora believe that all life forms — not just humans, 
but “Metal Children” (their term for ancient robots), 
animals, and plants — were born into the world from the 
birth channel of All-Mother, a landmark they worship as 
the physical body of their god. 
According to Nora myth, the Children of Metal grew to 
desire supremacy over other forms of life. They re- 
belled, building cities to challenge All-Mother's soaring 
height. Then they tried to kill All-Mother’s other children 
— humans and animals. In the climactic battle of this 
rebellion, the leader of the Children of Metal —a “Metal 
Devil)” tried to destroy All-Mother. 

All-Mother killed the Metal Devil, leveled the cities, and 
cast a curse on the Metal Children. 

The Nora notion of the afterlife is to live on in the 
memory of others, All-Mother most of all. Nothing is 
forgotten. The greater and better their deeds in life, the 
more they will stand out in All-Mother’s omniscient rec- 
ollection, and the more those deeds will be described 
in Nora story and song. True Nora want to be spoken of 
and remembered in positive terms; conversely, to be 
cursed is a terrible scar that lingers beyond death. 
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The Nora view the lands around All-Mother as sacred 
and holy. Other places are tainted and corrupted, either 
because their inhabitants turned away from All-Mother 
(the lands of other tribes) or because they were hives 
of rebellious Metal Children (ancient ruins). Nora who 
venture into tainted lands without the proper blessing 
become corrupted. Trespassers who cross into Nora 
territory without blessing rituals to ward off their corrup- 
tion, defile it. These taboos are a crucial feature of Nora 
culture. 


MORALS and ETHICS 


he Nora deem it a paramount responsibility not to take 

more from the land (from All-Mother) than they deserve, 
and so strictly regulate their population. They also believe 
that they are the guardians of this sacred land, the First 
People, and the “true children” of All-Mother. 


Nora place a high value on communalism. Food is shared, 
as is shelter (most of the time). There is little notion of pri- 
vacy among the tribe. A good Nora is one who works hard 
to foster and improve the life of the tribe and children in 
particular, or to protect them. Self-promoting behavior, such 
as bragging, is disapproved of, and selfish behavior such 

as food-hoarding is a major offense. This doesn’t mean that 
Nora don't compete for meritorious distinction; they do, But 
the individuals who “win” are expected not to brag about it 
and to share any benefits of their winnings or status. 


Nora Matriarchs dispense justice on a case-by-case basis, 
using folklore as a guide and always attempting to craft a 
punishment that fits the crime. There is no written code of 
laws. In general, Matriarchs prefer punishments that have 
a productive outcome, preferably involving reparations or 
rehabilitation. For the worst crimes, sentences may include 
death or permanent banishment, in which case the offender 
would be branded as a reminder of their outcast status. For 
theft, the offender would be expected to repay the victim 
through money, goods, or service. If a hunter were to kill 
another in a fight or dispute, he or she might be sentenced 
to serve the victim's family, in effect replacing the child or 
parent that was lost. 


Some crimes, like breaking taboos, are punished by shun- 
ning, which differs from banishment in that 1) it is tempo- 
rary and 2) it is within Nora lands. Terms for shunning might 
last anywhere from 6 months to 10 years. 


Seekers are Nora granted immunity from the taboos 
against exploring ancient ruins or leaving Nora land. Only a 
Matriarch may confer the blessing of this status. In practice, 
it is only granted when there is a compelling reason to send 


a Nora into a ruin (to clear out bandits, for example) or to a 
distant land as an envoy. 


CEREMONaL CULTURE 


\ ceremonies recognize the seasons and also major 
cycles of robot behavior (the spawning of herds, their 
departure and return). Childbirth is heavily ritualized, as 

are hunts, with blessing rituals and strict codes of proper 
behavior. Not surprisingly, birthdays are a major occasion. 
The focus of the celebration, however, is not the person 
who has lived another year, but the mother who gave birth 
to the person. Children are thus expected on their birthdays 
to give gifts to their mothers and spend the entire day with 
them. If the mother is no longer living, the child spends the 
entire day at the mother’s grave site. 


The most significant ritual, held every year, is “the Proving,” 
in which youth compete to be recognized as adult Nora. 

To pass the test is moderately challenging, but to win the 
contest is very difficult indeed. Every year, the Proving’s 
winner is given a special audience with the Matriarchs and 
is allowed to make a special request, such as an immediate 
mate-blessing or a bow crafted by a master bowyer. So long 
as the winner's request is reasonable, the Matriarchs will 
grant it. 


INTERCULTURAL RELATIONS 


he Nora generally avoid contact with other tribes. They 

abhor trespassers and will use force, often deadly force, 
to drive hostile intruders and stubborn poachers from their 
lands. 


In the two decades before the Derangement, the Nora 
opened their borders a bit and established limited trade 
with the Carja and Oseram tribes. Commerce was conduct- 
ed through trading posts established at their borders, plac- 
es where they could mingle with outsiders without giving 
them free access to the Nora interior. This period of relative 
openness ended with the reign of the Mad Sun-King Jiran, 
who raided their lands and took slaves for human sacrifice. 


When the game begins, the Nora are just beginning to take 
tentative steps to reconnect to the outside world. Trading 
posts have been re-established at the Carja border. The 
Matriarchs have even let a small number of Carja dignitaries 
attend the Proving. 
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The center of Nora territory is referred to as “The Em- 
brace.” It is a heavily defended area that contains the 
tribe’s main landmarks and settlements. 

All-Mother, the mountain which the Nora regard as the 
physical embodiment of their god, who died to kill the 
evil Metal King half-buried on its slopes. 

The birth channel of All-Mother, a steel-ribbed tunnel 
that leads to the womb of the mountain. Only Matri- 


a large chamber that the Matriarchs regard as a sacred 
place, and use for monthly gatherings. At one end of the 
chamber stands a sealed, impenetrable vault door. 
Mother's Heart, the tribe’s main village. 

Several villages throughout the Rockies, including Moth- 
er's Crown and Mother's Cradle. 

Watch towers, usually near villages. 

Hunters’ lodges and blinds throughout Nora lands. 


archs may pass the threshold of the tunnel. Within lies 


THE CdRJd 


SUMMARY 


he Carja are the largest tribe and only true “kingdom” in Horizon's world. 

For centuries the seat of the Carja’s government and religion was Meridian, 
but a crisis of succession has fractured the tribe into two opposing factions. 
The first, known as the Carja Sundom, holds dominion from Meridian under 
newly installed Sun-King Avad and his Oseram allies. The other, called the 
Shadow Carja, operates from a heavily-militarized mountain fastness on the 
western edge of the game map. It seeks to overthrow Avad and install his 
younger half-brother Itamen on the throne. 
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GEOGRAPHICAL 
LOCATIONS 


Carja Sundom 

he entire center of the map is 

Sundom territory, ringed by frontier 
outposts and inhabited by subjects 
loyal to Sun-King Avad, though in- 
creasing numbers of Oseram settlers 
also occupy these lands. At the heart 
of this domain stands Meridian, the 
tribe's capital. 
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Shadow Carja Sunfall 


urther west, Aloy will traverse lands controlled by The Citadel at Sunfall is an imposing fortification built 
Shadow Carja hardliners loyal to Itamen, pretender to above a rugged outcrop of rock. It is by far the most 
the throne. The center point of this territory is Sunfall, defensible of the Carja's many outposts. For two years it 
the mountain fortress that acts as the insurgency’s head- has housed the court of Itamen, claimant to the throne 
quarters. A few western outposts also are under hardliner of the Sun-King. 
control and serve as bases for their forces. The Camps surrounding the Citadel are home to Carja 


refugees displaced from Meridian. 


LanDmdRKS 


Meridian 
he greatest city in the world of Horizon. Highlights 
include: 


The Palace of the Sun, home to Sun-King Avad and his 
court. 

The Market Ring, a bustling arena of commerce, replete 
with goods from around the known world. 

The Sun-Ring, an arena next to the Palace, designed to 
be a huge sun dial. During the previous regime, captives 
were sacrificed in ritual combat here on a constant basis, 
but current Sun-King Avad has abolished the practice. 
The headquarters of the Hunters’ Lodge, an impressive 
structure befitting one of the most powerful organiza- 
tions in the known world. 

The Royal Maizelands, clustered in a protected area 
beneath the mesas of the city above. 

The Spire, an ancient tower of mysterious origin adja- 
cent to the city. Held sacred by the tribe, they bury their 
most honored dead beneath it. 
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CULTURE 


History 
he origin of the Carja tribe is shrouded in the myth of its Moses-like found- 
er Araman, who discovered a priceless, glyph-inscribed artifact called the 
“Leaves of the Old Ones” in an ancient ruin. 


Legend holds that eastern barbarians, jealous of Araman’s discovery, pursued his 
clan westward. In his people's most desperate hour, as enemies descended upon 
them, Araman spied the metal “feathers” of a Glinthawk in the sun. He followed 
the flight of the machine, and in doing so led his people through looming can- 
yons. When the Glinthawk settled on the tip of a massive tower (the Spire), the 
light of the sun projected the structure's shadow on a nearby mesa, and Araman 
knew he had found a safe home for his people. Using wisdom contained in the 
Leaves of the Old Ones, he directed his people to build the magnificent settle- 
ment that eventually became Meridian. Such was the tribe's reverence for the 
Glinthawk that served as their omen, they embedded the motif of its feathers in 
every structure they built. 


The site was blessed in every respect, and as this small tribe evolved into the 
Carja Sundom, it proved to be the source of their power. Their protected, fertile 
land led to robust population growth and enabled them to feed sizable armies. 
Their central location made them the hub of trade in the known world. As 
decades passed, they developed a powerful military and a highly sophisticated 
culture. Their goods, from soap to perfumes to jewelry to textiles to weapons, 
became the most refined and sought-after among all the tribes of Horizon. 


The Carja social order, hierarchal from the beginning, evolved into a pyramid with 
an absolute spiritual and political leader at the top: the Sun-King, whose whim 
was law. His dynasty, which traces its bloodlines back to Araman, has ruled the 
Carja for fourteen generations, producing good leaders and mediocre ones, but 
always expanding the power of the Sundom. 


They did so in a myriad of ways, but rarely through direct conquest. Where they 
saw poverty among the other tribes, they introduced trade, generating gratitude 
and fostering dependence. Where they saw chaos, they created order in the 
form of puppet rulers or Carja “advisors.” Where they saw disunion, they sowed 
rivalries, keeping potentially unifying clans or warlords at each other's throats. 
Where they saw weakness, they attacked with raiding sorties or merely threat- 
ened to do so, then demanded tribute for forbearance. Over time, nearly all of 
the major tribes fell under their sway, including the Oseram and Banuk. Only the 
Nora, with their fierce warrior culture and mountain borders, kept them at bay. 


The Sundom reached the pinnacle of its power under the 13th Sun-King — Jiran, 

the shrewdest and toughest monarch to date. His fate, and that of his three sons 
(Kadaman, Avad, and Itamen), brings the tribe's history up to the start of Horizon 
Zero Dawn, as summarized here: 


Facing increasing unrest in an ever more dangerous world, Jiran resorted to 
increasingly draconian measures to prop up his reign. Ostensibly to appease 
the angry Sun God and beg him to bring peace to hostile machines, he and 
the Carja priesthood invoked brutal religious rituals from the distant past. Over 
a period of ten years, thousands of captives and dissenters were thrown into 
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the Sun-Ring and forced to battle machines to the death in 
ritual combat. Jiran ordered his troops to raid nearby tribes 
for more and more sacrificial captives and became known 
as the “Mad Sun-King.” 

Three years before the Proving, Jiran’s eldest son Kadaman 
confronted his father, demanding that the carnage end. 
Jiran, having grown paranoid over the years, responded by 
sacrificing Kadaman in the Sun-Ring. Avad, the middle son, 
figured he was next, so he fled the city, leaving the Mad 
Sun-King with only one heir left in the Royal Palace — four- 
year-old Itamen. 

On the outskirts of Carja territory, Avad joined up with a 
faction of Oseram warriors led by Ersa, a former captive 
(and palace slave) of the Carja. Using powerful new Oser- 
am weapons, they plotted an attack on Meridian to depose 
Jiran. 

When the attack began (two years prior to the Proving), 
many Carja soldiers joined the rebellion. Avad and Ersa, 
along with the Oseram troops, breached the city, entered 
the Palace, and killed Jiran. The Mad-King’s most loyal 
followers, including many hardline priests and kestrels, fled 
westward, taking young Itamen with them. 
Avad assumed the throne and rescinded his father's repres- 
sive policies, forming a progressive government. He invited 
his Oseram allies to share key positions. Ersa became the 
captain of Avad's elite personal guard (known as the Van- 
guard). 
Meanwhile, the deposed loyalist faction settled at Sunfall 
and formed an insurgency called the Shadow Carja. Itamen 
became the figurehead, but the true leaders of the govern- 
ment-in-exile were Helis, the Mad Sun-King’s most trusted 
kestrel, and Bahavas, his High Priest. 

The civil war between Sun and Shadow soon simmered into 
a stalemate that continues into the game. The impoverished 
Shadow Carja do not have the resources to mount an effec- 
tive siege of Meridian. And Avad is unwilling to preside over 
the slaughter of his former countrymen (and half-brother) 
that a full-scale attack would surely bring. 

Conditions at the Shadow Carja continue to worsen. There is 
not enough food to feed the refugees and not enough trade 
to pay for the army. The ruling cabal, personified by Bahavas, 
is wicked and corrupt. This theocratic military dictatorship is 
reviled by most of its citizens. 
Over the past two years, Avad’s government has stabilized 
agriculture, trade, and relations with the other tribes. He has 
made great efforts to protect his citizens from aggressive 
robots and make amends for his father’s bloody regime. 
However, problems remain. The insurgency still looms and 
the army is stretched thin. Many Carja dislike the fact that 
Oseram soldiers and merchants now share power in the 
capital, and hardliners on each side plot against the other. 
Moreover, Avad must constantly fight the perception that he is a soft, weak, 
and intellectual ruler who refuses to pay the necessary cost in blood and 
treasure to finally crush the Shadow Carja. 
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POLITICAL ORGANIZATION 


By tradition the Carja have a strict social hierarchy: 


At the top stands the Sun-King, the ruler of the Carja 
and the living incarnation of the sun. 

Beneath him stand the Priests, who observe the sun 
and stars, cast auguries, manage the treasury, and 
serve as magistrates to decide conflicts among Carja 
of lesser rank. 

Next come the Nobles, typically traders or military 
officers. Each noble belongs to a family clan. Distin- 
guished nobles serve as commanders or provincial 
governors at Carja outposts. 

Next are the tribe's fighting men, divided into two 
sub-classes: Kestrels, elite warriors who wear feathered 
uniforms, and rank-and-file Soldiers. 

Beneath them are the Artisans, Traders, and Merchants 
who produce and procure refined goods for the Sun- 
dom. 

The lowest class of Carja belongs to the tribe's Labor 
ers: farmers, porters, and servants. 


When the Mad Sun-King was killed and the insurgency fled 
west, some social classes chose sides en masse. Most of 
the priests and kestrels went with the Shadow Carja, while 
most the nobles and artisans stayed in Meridian. Many 

of the laborers at the Citadel have become impoverished 
refugees. 


GENDER ROLES 


raditionally, the Carja have been strictly patriarchal. A 

father wields ultimate authority over his family, wife 
and children both. Marriages are arranged by men. Only 
men can serve as priests, nobles, soldiers, and artisans, 
traders, and merchants. That said, with the exception of 
the Sun-King, every father answers to a higher ranked 
male, so there are some limits on paternal authority. 


Despite this tradition, Avad’s progressive regime is at- 
tempting to give women more freedom and opportunity, 
especially in the military, using Ersa of the Oseram as an 
example. Reactionary elements are fighting back, leading 
to controversy. The Shadow Carja, on the other hand, cling 
to draconian tradition and allow women no new rights or 
privileges. 


KINSHIP 


Ce is traced through the blood of the father. A man, 
usually a grandfather or father (or a brother if the father 
has perished) establishes and maintains a household for the 
family. Depending on his wealth and status, he may take 
extended family under his roof, or even his servants’ fami- 
lies. A similar pattern holds for the lower classes, although 
the household might consist of only a single room. 


ECONOMICS 


Carja Sundom 
griculture is the foundation of Carja civilization. They are 
skilled farmers, tending fields around Meridian and their 

outposts. Protecting the fields around the capital is one of 
Avad's most important tasks, which is made more difficult 
by machine incursions. 


The manufacture and sale of luxury goods, including soap, 
jewelry, and high-quality weapons, makes up another large 
chunk of the economy. Accordingly, trade has always been 
an important sector, especially prior to the Derangement. 
Since the Mad Sun-King’s demise, Avad and Ersa have put 
major resources into bringing back commerce, with consid- 
erable success. 


Carja noble families traditionally controlled trade, although 
they tithed heavily to maintain the military and the priest 
caste. Under Avad’s reign, Oseram traders have moved in. 
These businessmen have, to some extent, succeeded in 
increasing the pie for everyone, and taxes on their efforts 
keep the government afloat. While everyone is glad that 
trade has resumed, many old families are unhappy about 
the success of foreign traders. 


Shadow Carja 
he economy at the Citadel, such as it is, is based entirely 
on the military. Scouts hunt and forage whatever they 

can. Raiders bring back food and material. Laborers and arti- 
sans have been pressed into service, making whatever the 
troops need first, and anything else second. Everything is 
strictly rationed, and martial law prevails. Anyone who takes 
more than their share is summarily executed. The insurgen- 
cy just barely supplies enough to feed the troops; everyone 
else is famished. 
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MORALS aD ETHICS 


bedience to authority is the core 

ethic of Carja society. For a Carja, 
to disobey the direct command of a 
social superior seems like a shameful, 
even unnatural act, one deserving of 
immediate corporal punishment (severe 
beatings) or even summary execution. 
Children are taught from infancy to 
obey their parents (and higher authori- 
ties). Individual achievement is valued 
for the honor or benefit it bestows on 
the collective, whether the Sundom as 
a whole or the family unit. 


Compliance, fortitude, and lack of 
complaint are admired as virtues. When 
events go poorly, Carja lament or curse 
rather than whine. (Against this cultural backdrop, the Oseram’s love of bickering 
and haggling screeches like nails on a chalkboard.) 


CLOTHING 


Carja Sundom 
Ee clothing varies dramatically with social class. The higher the person's class, 
the more elaborate and colorful their garb and ornamentation. 


Priests wear decorative headdresses and robes. Nobles go bare-headed but 
dress their hair in complex fashions and adorn themselves with jewelry. Soldiers 
wear the feathered garb of a Kestrel or go bare-chested, their faces and bodies 
painted with fearsome patterns that obscure all mark of individuality. Soldiers also 
tattoo themselves extensively, recording every hunt, battle, and kill. Members of 
the trader and merchant class prefer colorful flowing gowns. Generally speak- 
ing, the garb of the Carja is the most refined and elaborate in the world, a riot of 
colors reminiscent of India or Morocco. 


Shadow Carja 
eing driven from their ancestral lands has eaten away at the psyche of the 
Shadow Carja. They compensate by fervently clinging to tradition. Iconogra- 
phy is more extreme, especially when it comes to armor and military uniforms. 
Shadow Carja dress varies wildly with class. The military and elites have access 
to fine or exotic materials through raiding and hoarding, but such access pales in 
comparison with their cousins in Meridian, so their dress is more austere. 


The refugee populace has poor access to materials and has to make do with their 
limited supply. They wear practical, functional clothing that is appropriate for their 
trade. Durability and longevity are valued. Many of the refugees are highly skilled 
and so their garments are skillfully repaired and maintained, but harsh conditions 
and lack of materials clearly show. 
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CRAFTING 


s indicated above, the Sun Carja are skilled craftsmen. 
Teams of artisans labor to create the intricate clothing 
and jewelry of the higher classes, as well as the weapons 
of the soldiers. Ornamental and luxury crafting are absent 

under the difficult conditions of the Shadow Carja. 


VISUAL & PERFORMING ARTS 


K ey symbols are the sun and Glinthawk. These appear 
again and again as visual motifs in engravings, murals, 
and on clothing. 


Carja Sundom 

n Meridian, they commemorate battles and the reign of 

Sun-Kings with huge engraved panels, and also in dance 
and song. Avad's reign has seen renewed focus on the 
tribe’s art, with the commission of new murals and works 
of sculpture, a dedicated beautification program, and a 
resurgence of music and poetry. Their music is complex and 
nuanced, relying on sophisticated choral arrangements. Due 
to the political situation, the most current Sun Carja music 
tries to avoid martial themes. 


Shadow Carja 
here are no resources for art, poetry, or drama at the 
Citadel. You can still hear music, however, in the camps 
and garrisons. It has the same choral sophistication as the 
Sun Carja, but with a militaristic, fundamentalist bent. 


MILITARY CULTURE 


Carja Sundom 
ql egular soldiers defend the city walls and police the lower 
classes. Kestrels used to serve as elite guards and shock 
troops, but few remain in Meridian. Their function has been 
largely usurped by the Vanguard, Ersa’s powerful elite force. 
These Oseram soldiers perform the most important and 
dangerous tasks for Avad’s regime, including counterattack- 
ing Shadow Carja raiders and fighting back hostile machines. 


Shadow Carja 

t the Citadel, all culture is military culture. Helis rules, 

supported by his best kestrels. Bahavas and his priest- 
hood handle domestic and administrative affairs. Shadow 
Carja soldiers take pride in their station. They consider 
themselves the unbroken continuation of ancient Carja 
military tradition. Their ranks, organization, uniforms, regalia 
and equipment are directly inherited from the historical doc- 
trine of the Sundom, and they view the soldiers of Meridian 
as pretenders and Oseram bootlickers. 


The insurgency has been forced to institute draconian 
martial law. All elements of society must support the army, 
on pain of death. The corpses of thieves and deserters hang 
from the walls of the Citadel to deter those who might 
harbor thoughts of defiance. 


RELIGION 


he Carja worship the Sun as a life-giving deity and 

believe the Sun-King is his human incarnation. The Carja 
calendar is organized around the solstices and equinoxes. 
Massive festivals are held four times a year. In the distant 
past, when a harvest failed or other crisis emerged, slaves 
or captives were slaughtered in the Sun-Ring during these 
holidays, sacrificed to bring back the favor of the Sun God. 
Later, these rituals evolved into theatrical performances or 
gladiatorial games. For a period of ten years, Jiran brought 
back the sacrificial rites, but Avad again suppressed them 
upon taking the throne. 


Blood sacrifice is only one aspect of Carja religious funda- 
mentalism; there is also a strain of dark mysticism, going 
back centuries, that calls for moments when righteous men 
must turn from the sun and call upon the powers of shad- 
ow to accomplish what the weak or faithless cannot. 
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THE Balik 


he Banuk are a fiercely individualistic tribe of hunters that inhabit the north- 

ern reaches of the world, in a cold, icy climate. They see survival as a lonely 
imperative, a measure of the individual's will against the harsh extremes of their 
territory. Their individualism makes them highly meritocratic. It doesn’t matter 
what you look like or what your gender is, it matters if you can become the 
best... especially at survival. 


B anuk history is nomadic. Although they do have permanent settlements, these 
are never as structured or fortified as those of the Carja or Oseram. Their 

main social structure is called a Werak, a loosely-knit group of hunters and their 
families that follow a dominant chieftain. Chieftains can be deposed and replaced 
through contests of skill or combat. The Banuk believe that sparks of divine 
energy, not unlike spirits, inhabit the machines. They call this energy “the blue 
light,” which is infinite and replenishes itself. It is therefore not taboo to hunt and 
kill machines. Indeed, doing so proves the hunter has overcome a challenge and 
is worthy. 


Banuk Shamans have a special responsibility to study and interpret the machines. 
As such, hunters always offer them the carcasses of their machine kills. It is ta- 
boo for hunters to harvest these kills without first making such an offering (unless 
it is impossible to do so). Shamans use components from these kills to provide 
important practical and cultural objects: Ritual decoration, dyes for rock paintings, 
musical instruments, special ammunition, and more. Over the years, they have 
become adept at coming up with new uses for such components, without ever 
fully understanding how they 
actually work. Shamans some- 
times escort hunters on important 
expeditions, and may use some of 
their unique creations to help find 
or fight machines. 
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THE O5ERdil 


he Oseram are a large tribe of loosely-confederated clans inhabiting “the 

Claim,’ an area north of the Carja Sundom and west of Banuk lands. Re- 
nowned for their exceptional skills as smiths and traders, the Oseram represent 
the high-water mark of general technological knowledge in the world of Horizon. 
Culturally, the Oseram value independence above all, and prize functional practi- 
cality over decorative beauty. 


Oseram settlements usually consist of circular or conical structures, and exhibit 
considerable engineering ingenuity. The walls around their villages are armor-plat- 
ed; gates are drawbridges or portcullises; winches and cranes transport goods 
over the walls to waiting porters or 
boats. Blast furnaces melt down 
machines for salvaged metals, which 
foundries mold into weapons, armor, 
or a dizzying assortment of component 
parts ranging from lantern housings to 
small clockwork gears and springs for 
artisans who construct clever, intricate 
mechanisms. 


The Oseram treat their vows as con- 
tracts. Honesty is the prime virtue. If 
an Oseram swears something before 
an audience of fellow Oseram, he 

can be expected to make good on his 
word. Cheating or deceiving a fellow 
Oseram, or even just failing to fulfill a 
contract, is regarded as a crime. Penal- 
ties and punishments, decided by the 
village ealdormen, range from fines to 
property seizures to, in extreme cases, 
painful public executions via frightening 
mechanical devices. 


t 
\ | = Sz ngs We The Oseram dislike authoritarianism 
Fel ! and place a high value on freedom of 
expression and disagreement. Ealdor 
men argue openly, and everyone ar 
gues with the ealdormen and with each 
other — about just about everything. 
Arguing amounts to a cultural pastime. 


" 
b2 


But when the time for talk is over, Os- 
eram clans can field impressive military 
forces, featuring heavily-armored foot 
soldiers with two-handed hammers, 
ranged combatants with a variety of 
ingenious weapons, and powerful can- 
nons that can shatter defenses. 
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A AUDIENCE WITH GUERRILU Games 
Ce Se 
AVA A 


AA 
Many members of the development team at Guerilla Games helped us gath- 
er images, data and information for this book. While we were in Amsterdam 
gathering that material we had the chance to sit down and talk with a few 
key members of the team about some of the things we noticed during our 
months of playing Horizon. The fruits of those talks are sure to be of interest 


to anyone interested in the unique world they've envisioned, so we present 
them here in full. 


At what point did you come up with Aloy's character? 
JOHN J Her character was already part of the concept in a nascent form: a tough, 
GONZALEZ quick-witted machine hunter. But her personality and her story were still 
Nareivelninector undefined. Discovering those elements constituted half of the story design pro- 
cess. We had to imagine the cataclysm that ended civilization and gave rise to the 
machines, and we also had to understand exactly who Aloy was, what drove her, 
and how to make her personal quest compelling to play. 


a 


a 


Was the relationship between Aloy and Sobeck part of the original concept? 

J G No, the original concept really was limited to the three elements we already 
touched on: post-apocalyptic nature, robotic wildlife, humans living in tribes. 

So we had a really cool world, but the history of the world was unknown, and 

there wasn't really any story to speak of. 


The relationship between Aloy and Sobeck came to me along the way as | sought 
to answer the big questions of this strange new world. | knew that | wanted to 
make the cataclysm that ended human civilization as dramatic and terrible as pos- 
sible. | wasn't satisfied by the idea that nations had fought each other with robots 
and destroyed civilization in the process. That seemed underwhelming — exactly 
the scenario you'd expect when you looked at the world — and it didn't explain 
why humanity would lose technological knowledge. And so | started focusing 

my imagination on the idea of a radical discontinuity between our world and the 
world of Horizon, a rupture in history. What if the cataclysm didn't just end human 
civilization, but literally destroyed life on earth, reducing it to a barren rock? Well, 
that certainly satisfied my desire for something dramatic and terrible! 


The usual science-fictional cause of a catastrophe of that magnitude is the Grey 
Goo scenario. But my research into military robotics showed that you didn't 
need nanotech to destroy life on Earth. The military wants robots to be able to 
self-repair and self-replicate, and there’s already work underway to enable robots 
to consume “biomass” as fuel on the battlefield. If a glitch rendered a swarm of 
military robots impossible to control, the result would be a mechanical plague of 
locusts that would strip the earth bare. | found the idea utterly terrifying, which is 
another way of saying | fell in love with it. 
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Once | knew that life on Earth had been utterly destroyed, | had to understand 
how it could end up being lush and verdant again 1000 years later. | brie 


sidered 


to rehab 
of huma 
tion that 
reconsti 
irony, | thought, if humanity's first practical use o 
to render Mars or an exoplanet more Earth-like, but to render Earth i 


for life once more? 


And so 


system, 


ilitate it, but t 
n technological knowledge. Nor did it fee 
ultimately grabbed my imagination was 
h's biosphere. | fell in love with that idea, too. What a tragic 
a terraforming sys 


Project: Zero 


he idea that human colonists from another world had returned 
hat felt like a dead end. Once again, it didn’t explai 
suitably dramatic. 1 
hat a terraforming sys 


uted the Ear 


knowledge. 


hat, in the face of an unstoppa- 
the clock to create 
here. There were s 


Dawn was born - the idea t 
ble apocalypse, a team of heroic scientists raced 
intelligent terraforming system. Plenty of drama 
details to work out, of course, but it answered my biggest questions about the 
world. It gave the robots a purpose: they were servitors of the terraforming 

a distributed network of agents that cared for the biosphere. Likewise, 
it suggested a mechanism for the loss of human technological knowledge — that 
something had gone wrong with the sub-system designed to transmit that 
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But to repeat the question — how did the connection between 

Aloy and Sobeck come about? 

J At the same time | was working on the fiction of the ancient world and im- 
agining how the new world had come about, | was working just as hard to 

find Aloy's story, too. In the narrative sketches that were done before | joined the 

project, Aloy was always skilled and tough, but she wasn’t special. She was just 

one machine hunter among many. | wasn't satisfied with that. | wanted to make 

sure that she was exactly the right character to play in this world and this story, 

that she had a special role to play. 


So that directed my imagination towards giving her a special relationship to the 
ancient past. Eventually | hit upon the idea that Aloy was the genetic reincarna- 
tion of the terraforming system's designer. | was deeply intrigued by the idea that 
her genetic signature would literally allow her to open doors that were shut to 
the rest of humanity, and wield technologies no one else ever could. Moreover, 

it suggested that the terraforming system itself had created her as a response to 
some new crisis. 


| still needed to understand that new crisis, of course, and why Aloy would have 
grown up without knowing why she was created. And the honest truth is that 
my initial thoughts for the crisis were pretty awful, both overly complicated and 
utterly boring. But by then Ben McCaw had joined the writing team and we 
started working over the new concepts together. We literally spent hundreds of 
hours testing every idea and plotting out events until they finally formed a shape 
that we felt was compelling. While | ended up being the person who wrote most 
of the game’s main quest, the story that you experience as you play Horizon is 
absolutely Ben's design as much as it is mine. Working the story out with him 
was, hands-down, the best creative collaboration of my life so far. 


When Aloy first finds the Focus, does it teach her, as a small girl, 

how to read and write in English? 

J We wanted to suggest that without belabouring it, the idea that Aloy, be- 
cause she has a Focus, becomes literate in the “ancient language” of 21st 

century American English. Hence she can read all those text Datapoints that you 

discover. Meanwhile, you'll notice that there's another writing system that people 

are using, which the Focus handily translates into English (or whatever localized 

language you're playing the game in). 
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So the other people in the world are speaking a version 
of English, but they can't read or write it? 

J People throughout the game world are speaking 
English, and many can read and write it — just not 
with our alphabet. The glyph language that the Carja created 
encodes English; it just uses a different set of symbols to 

do so. 


Obviously, this is a point where we took a looser approach 
to the science-fiction of Horizon’s world. In reality, if people 
started off speaking 21st century American English hun- 
dreds of years ago, their language would have morphed 
into something very different by the time Aloy’s story 
begins. Just compare medieval English with the English we 
speak in our time. But | didn't see much value in honouring 
linguistic realities. The world of the game was already exotic 
in many respects; we didn’t want to make it less accessible 
by forcing players to get used to new dialects. So | decided 
to fudge it and have characters speak in the same language, 
whether they're in the ancient past or the tribal present. We 
still created new metaphorical language to infuse dialogue 
with some cultural flavour of the new world’s tribes, but in 
all other respects we erred on the side of accessibility. 


In the game we learn that the Metal Flowers began appearing 
20 years ago, around the time of the Derangement. In the ending 
we see the familiar triangle flower arrangement around Elisabet 
Sobek’'s body. Does this suggest a connection between GAIA and 
the Metal Flowers? 
J G If you pay close attention to the Datapoints you 
discover along the Main Quest, you'll find a clue as 
to why Metal Flowers contain snippets of nature poems. 
That's about as much as | can say without spoiling the fun 
of discovery. 


Did you have any particular inspirations in mind when creating 
the group of Alphas who designed GAIA? 
J That's a really interesting question. | think we jus 
wanted it to feel like a massive global project tha 
enlisted hundreds of brilliant scientists. Obviously, each 
Alpha had to be someone of towering stature within his or 
her field, but the Betas and Gammas are clearly brilliant, 
too, With the exception of Travis Tate, who was very, very 
loosely inspired by science fiction writer Bruce Sterling, 
don't believe that anyone was patterned after real individu- 
als. They just sort of arose from the material as we crafted 
the story. 


We think the Alphas are some of the coolest characters in the 
game, because their dialog is so well written and delivered. 
J Thanks for saying that. One of our ambitions was to 
infuse the backstory of Zero Dawn's race to cheat 
the apocalypse (since nothing could halt it) with as much 
emotion, humanity, and humor as we could. One of the big 
risks of a huge “world mystery” that can only be under 
stood once you've learned a lot of backstory is that it would 
never end up being more than exposition, that it'd be dry 
and cerebral. So we imagined the people who worked on 
Zero Dawn as human beings with their own set of little, 
niggling conflicts with each other, their own pet obsessions 
and inside jokes. They were all perfectionists who cared 
deeply about what they were doing, but they were also 
big egos. There were even people whose devotion to Zero 
Dawn didn't stop them from questioning whether the pro- 
ject's goal was worthwhile, if it didn't amount to yet another 
technological monstrosity. It just seemed more interesting 
and richer that way. 


A lot of characters flirt with Aloy and sound like they'd like to 
take their relationship further. Did you consider adding a relation- 
ship system to the game? 
J We considered including romances in the game, but 
in the end, our sense was that Aloy is so consumed 
by her personal quest and the huge dangers breaking out 
across the world that she didn't really have time to explore 
relationships yet. As writers, we'd be fascinated to explore 
that dimension of her character in the future. 


We like the Flashpoint mechanic, but wondered if you thought 
about taking it further and have fully branching narratives? 
J As we developed Aloy’s story, we came to the con- 
clusion that the best experience we could give the 
player was to tell it as a linear narrative. Branching the main 
narrative to different conclusions felt like it would dilute 
rather than enrich the story. You do make choices along the 
way, but we see those as ornamenting the central expe- 
rience. To be honest, | don't see Flashpoint as moment of 
narrative choice so much as moments of emotional choice, 
instants when we pause the story to ask you, as the player, 
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to empathize with Aloy and imagine how she would respond to a threat or chal- 
lenge. Our intention was to enrich the player's connection to Aloy, to empower 
the player to inhabit her character more fully. It's a subtle difference, but | think it 
creates a distinctive experience. 


Flashpoints do resonate throughout the game. What Aloy does and how she ex 
presses herself is referenced later on. For example, the way that Aloy says good- 
bye to Rost outside Mother's Heart determines what Aloy says the first time she 
kneels at Rost's grave, should you seek it out. The game includes many moments 
of that sort that reflect emotional choices as you play Aloy. 


Somehow there's a real lack of narrative dissonance in Horizon. Aloy remains a 
believable, sympathetic character right until the end of the story, despite killing so 
many Bandits and Cultists to get there. Why do you think that is? 
J Phat of the things we looked carefully at when designing the story and 
Aloy's character is when would be the first moment she would kill some- 
body. That's a significant threshold to cross. We decided to make sure it doesn't 
occur until the Proving is being attacked. Given the circumstances, there's no 
moral struggle — it's obvious that the only way to save innocent lives is to fight 
back. Likewise, we made sure that every time Aloy fights human beings, she’s 
either fighting people who are clearly victimizers (like bandits or the bounty hunt- 
ers who pursue Uthid, for example). Aloy is not a heartless killer, but she doesn’t 
hesitate to use violence to protect others, or herself. Her violence is fundamen- 
tally principled, so | think that's why it ends up feeling coherent with her character 
rather than dissonant. 


What are your thoughts on a potential real-life robot apocalypse? 

J | think it's obviously a real danger. There's a line in the game in which a 
minor character laments how a century-and-a-half of science fiction did 

nothing to save the human race from dooming itself. | believe that. Decade after 
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decade, science fiction has done its 
best to show us the immense po- 
tential dangers of robots that can kill 
human beings. Despite this, military 
minds want to automate warfare as 
horoughly as possible. They want 
military robots to be able to make kill 
decisions. They want military robots 
0 be able to self-replicate. They want 
military robots to be able to con- 
sume biomass as an emergency fuel 
source. So here we are, trembling on 
he brink of the robotics revolution, 
and there's every reason to think it’s 
going to be a more profound cultural 
revolution than the information revo- 
ution | experienced in the 1990s and 
2000s. Where we're going to end up 
is anyone's guess. Fingers crossed. 


What is your all-time favourite 

game or games? 

J Ah! In terms of linear narrative 
in a game: The Last of Us. That 

game deeply moved me. In terms 

of emergent narrative: the original 

XCOM. The remake is quite good, but 

for me nothing touches the creeping 

dread of the 1994 original. 


You've said you had to bring in a lot of new talent in order to 
make Horizon. Exactly how big did the team get? 
u At peak we were at about 250 people here in Amster- 
dam, but there’s also a shell of outsourcing vendors. 
So at peak point there were another 120 artists working for 
us in East Asia, and there are various other freelancers, like 
the composers. In the credits list you'll find more than a 
thousand people. But the team here is about 250 people at 
any particular time. 


What aspects of the team do you think stand out across the 
industry? What about the team are you most proud of? 
H | would say that historically, we've been good at 
rendering technology and pushing the hardware, and 
that enables the graphical prowess of the art team. That 
in combination with the combat in our games being very 
visceral and very technical. What we've worked hard at is 
getting that same production value into the narrative side of 
things. And it’s not up to me to judge if we've succeeded in 
that. The consumers are the beholders, but that’s what I’m 
hoping for. 


Do you think being a Dutch studio has a noticeable impact 

on the games that Guerrilla makes? 

u Yes, | think it does. | think us being based in the city 
of Amsterdam means that our studio culture has al- 

ways been very outward facing. Because we are, relative to 

the US or Japan or even the UK, such a small nation, we've 

had to rely on a large influx of outside talent. We've dealt 

with passports from Zambia to India to North America, and 
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it's hard to pinpoint exactly how that has shaped our prod- 
uct, but it's kind of unavoidable that the cultural makeup of 
a team determines the product you end up with. It would 
be strange if that weren't the case. 


We've noticed from working on Killzone 2 and 3 that a lot of the 
core team haven't changed since back then. Do you want to keep 
the core team together for your next project, or do you always 
believe in adding fresh talent? 
H H | think it's really important that you have both. We 
have worked hard to retain our core team. It's a lot 
easier if you already know how to work together and you 
know what to expect. We have a makeup of our creative 
eadership including Mathijs as game director and JB as 
art director, and those guys are so complimentary in their 
alents that it would be almost impossible to have that kind 
of creative leadership brand new, hired in for a new project. 
But in addition, on a new endeavor, a new IP in a new gen- 
re, you need to bring in new talent that has the experience 
hat you can't learn. These projects are too large, too ambi- 
tious and too expensive to be making beginner's mistakes. 
And on top of that, if you've been working and doing this 
for about 16 or 17 years like | have, then it's really impor 
ant to reach out to a younger generation of developers, 
because they will consume their games in a different way. 
They will know how the games are played and even how 
the business model needs to be and how they purchase 
heir games. So yes it’s really good to nurture the old crew, 
but new experienced talent and also new young talent is 
also important. 
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Did you play Horizon a lot during its development? We have already, he said you cared a lot about Aloy’s hair. 
H A lot. | would say I’m one of the people who played it H q*" A lot. 

the most. | have consistently played the game all the 
way through, in all of its various states. 


Do you have something that you would say was a major inspira- 


How much do you get involved with the production and game tion while working on Horizon? A book or a film perhaps? 

design? H | would say Game of Thrones. That has enabled and 

H A lot, and on a daily basis. We have directors from opened up such a rich and quirky diversity. It helped 
various disciplines that report to myself. Each are to allow for our tribal diversity in this game, so | would 

responsible for their discipline, but I'm closely involved in call that a major influence. Certainly also Planet Earth and 

bringing them together and working with them In relation to its over-dramatized natural representation. That was very 

production. I'm not involved in all production meetings, but important. And The World Without Us is a book that’s been 

certainly in some of them on a daily basis. really conceptually very influential. 

Did you have much input into Aloy’s character design? Can you tell us what your all-time favorite game or games are? 

HH | have taken executive liberties in voicing my opinion, H H Pong. That pulled me in. Also, | can’t decide between 
which I'm very careful with. But on Aloy, that’s so Space Wars for Vectrex and the ultimate game chang- 

dear to me that I've actually voiced some opinions, and er, Uncharted 2. 

I'm not going to tell you which ones. You should ask the art 

director. 


Can you tell us which games you've worked on in the past, and if 


4 Dennis any of those influenced you on Horizon? 
ZDPFi D 7 I've worked on Killzone Liberation, Killzone 2 and 3, and Killzone Mercenary. 
IMachinclcomber The precision shooting that we did on Killzone definitely had some influ- 
Designer ence on Horizon. We tried to push that a bit further with all machines, especially 


with the Deathbringer and Thunderjaw. 


Did the machines start from the very beginning as animal designs? 

0 The first one that we made was the Thunderjaw, which started more as a 
dinosaur design, purely because we didn't yet know what we wanted to do 

with the machines as a whole. 


That's why it’s kind of the odd one out, as the only dinosaur together with the 
Watcher. After a while we decided to go for more animalistic designs, because 
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of the ecotopes we had in mind - we 
looked for creatures that would fit 
those well. So that players could easily 
recognize certain behaviors and the 
roles that they play within the ma- 
chines’ hierarchy. 


And how did you end up choosing that 
specific set of machines? 
0 We had a long list, and narrowed 

it down further and further. We 
had to see how many animation rigs 
we could produce and how much 
re-use we could get out of them to 
make the whole thing possible, so even 
the Thunderjaw which is the odd one 
out, has its animation rig used again 
with the Bellowback. And the Watch- 
er is also used for the Longleg. From 
a production point of view this was 
essential, and we had to be clever in how 
we used them and what creatures we could choose. Originally the list was more 
than 50 creatures. 


Were there any early ideas for machines that you tried but 

didn’t quite work or that you didn’t end up using? 

0 No. Once we had the shortened list we just iterated on the ones we chose 
until they worked. There were a couple that were very hard, like the Behe- 

moth. That was in limbo for a very long time, but in the end it all came together. 

Because it's so big it had different issues with animation and the distances 

required for it to use certain attacks. It also has ranged attacks and needed to be 

able to turn and aim fast enough to use them, without looking too unnatural. 


What were the challenges in making so many interactive 

components that can be destroyed by the player? 

0 We had to make an early decision on where to put them, so that they 
wouldn't be on parts with too much movement. | sat down with the anima- 

tors and concept artists and looked at where we could put them so that the robot 

could still move and be flexible, and also so that the component doesn't wave 

around and look odd when the machine is animated and the player can aim at it. 

We did a lot of tests with mock-up models for how big things need to be. Each 

component needed to fit a specific size so the player could hit them at a typical 

combat distance and so they wouldn't disappear behind other objects. 


It's kind of refreshing these days to see so many different parts to an 
enemy, but with no real lock-on system to make aiming at them automatic... 
0 There is some soft lock-on, like a very subtle aim assist that most players 
won't notice. We found that hard lock-on took away too much of the skill 
requirement, and also slowed the combat down. And with so much going on 
around you, if you're locked on to something there's a much greater danger of 
being hit by something else that's not in your view. There are audio and visual 
cues for attacks, but those depend on the player's distance to enemies, so they 
can't be one hundred percent relied upon. When players are locked-on they often 
assume that they are safer than they actually are, and we also like to keep the 
combat more free-form and fast. 
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We heard that you worked with some industrial engineers to 
ensure that the machines all looked like they could really exist 
and function. What was that process like? 
0 Actually a couple of our concept designers are also 
industrial designers, so with them it was very natural. 
We had a robotics professor come to the studio and after 
we showed him where we were, he said “you guys already 
thought of everything, you've got the hard parts and the 
artificial muscle in all the right places’ 
so he was amazed by how much we 
had thought about it. It was still very in- 
teresting, though, because he said that 
when he makes robots they're focused 
on doing one single thing really well, 
but natural creatures are also designed 
in that way; some of them can jump or 
climb really well, some can see in the 
dark and so on. So that was our philos- 
ophy when designing them - they can 
do this one thing really well, and then 
the attacks are designed around that. 


What was the starting point on a machine? 

Was it all about the function, or a particu- 

lar attack you wanted to use? 

i Yeah, once we had decided on a 
machine, like a Tiger or an Eagle 

for example, then we asked which kind of 

attacks immediately come to mind, and also what do we 

need this machine to do that makes it unique among all 

other machines. The attacks are used to make each machine 

feel different enough to the others. So it was a combination 

of our first association, what kind of environment they are 

in, and what is needed to set each one apart. 


So where was the starting point with the Rockbreaker? 
D Z Yeah, the Rockbreaker had a purpose before it had a 
final form. We knew it could move under the ground 
and that its purpose was to eat the rocks in the ground and 
process them into minerals. We needed a ranged attack in 
addition to the close combat attacks, because every robot 
goes through a process where we ask “if the player takes 
out this component, what can the machine still do?” This is 
so that we don't have situations where the player gets into 
an elevated position and the machine can’t do anything any 
more. They also need melee attacks and what we call emer 
gency attacks for when the player gets very close, and they 
need enough components to control some those attacks, 
so we had this list to check off everything to make sure it all 
worked together. And the Rockbreaker was one of the later 
machines we made, so we were used to the process then. 


We made the machines first without considering the real 
environments, in a testing area, then we gave the rules to 
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the quest designers and world designers. The Rockbreaker 
is one of the bigger machines and has a lot of specific rules. 
It can only be used on plains because it needs to swim 
around and dive out at the player. The environments had to 
have conditions that they need to adhere to, otherwise the 
machines won't work, and with the bigger ones there were 
more of these rules. The smaller machines are agile enough 
to work in most environment types. 


Can you talk about the influences for the machines, 

both their function and their appearance? 

D Yeah. From other games, the big influences were 
Monster Hunter, Dragon's Dogma and Binary Domain. 

Those three games had influences on different areas of 

the machines and combat mechanics. Also, we looked at 

fantasy movies, with creatures like the Rancor in Star Wars, 

for example, and how that moves. 


For the appearance, the machines went through quite a few 
phases. They started out rudimentary and blocky, like a clas- 
sical robot look, and then became more and more organic 
as we established the rules separating the ‘natural’ robots 
and the ancient war machines. The war machines were 
supposed to be more insect-like, and the look of the organic 
machines was defined on the art side by JB and his team. 

It was a challenge for us as they went through different 

art styles to make sure that elements of the combat were 
always readable and working. 


Can you tell us anything about the process of 

animating the machines? 

0 Well we looked at examples from movies, games or 
real-life creatures, anything at all that stood out as 

interesting. We looked at moves you'd never expect animals 

to make, like movies of cats doing silly stuff and kangaroos 

attacking. Once we established what we needed for the 


attacks we looked at any creature we could find that had a 
similar body type and the kinds of movement they would 
make. 


What are your thoughts on the possibility of a real-life robot 

apocalypse happening? 

0 Awesome! I'd like to see what those robots look like. 
Probably very different, very mechanical. | don’t think 

it will ever happen, though. 


What are you most proud of in the game? 
D All of the machines. How they all came together, 
because when we started it was such a big question 


What was your day-to-day routine while working on the game? 
M As the game director | worked with all disciplines. 

| had to make sure that everything comes together 
and becomes a game. On one hand | have to set out a cer 
tain direction, so the team knows what kind of features we 
want, what style of music and so on. The main thing | do all 
day is either meetings to discuss progress, or playing the 
game, reviewing the combat. Last year | played the game 
every day. If there’s a new quest, at every stage, starting 
with documents, | have to review it and keep on review- 
ing it, and that goes for every stage after that. I’m mostly 
looking at the gameplay experience as a whole — | review 
anything relating to the combat, but not so much on the art 
side, for example. 


mark. When | look back, almost everything that we wanted 
to hit, as a robot design team, we did accomplish. We didn't 
have to cut anything, and I’m very proud of what we did. 


Can you tell us what your all-time favorite game or games are? 
0 Oh man. Well Super Metroid is definitely one. For 

sure. Bayonetta too... Maybe Ninja Gaiden Black. 
And the original Super Mario Bros. | always play that before 
starting on a new project, because it reminds me of all the 
stuff that needs to be in a videogame. Things have gotten 
very stylized now, but that goes back to the core of what 
every game needs to have. More recently, I've loved the 
Monster Hunter and Dark Souls games. 
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What was the process for deciding which RPG 
elements would make it into the final game? 
M Well for example the dialog choices are something | 
really wanted to include — they really feel like an RPG 
element. They give more of a feeling of expressing a char- 
acter's thoughts, so you bond a bit more with the character. 
| was interested to see if we could make the conversations 
feel more realistic — if you have a conversation with a real 
person you can see how they respond differently based on 
what you say to them. That level of realism was something 
| was very interested in, so something like that was on the 
list from the start to include, we just had to figure out how 
they would fit with the game. 


With things like the crafting, the XP nowadays there are 
more and more action games that have these elements. 
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But one thing we did know from the start was that we 
didn't want to make it too hardcore or have too many stats. 
The numbers that pop up when you damage something can 
seem like a hardcore RPG element, but we keep these to 
give the player feedback. A lot of elements like these grew 
out of the process — of defining the best user experience, 
rather than knowing from the start ‘these are the RPG 
features we need’. One thing that we did say from the very 
start is that we wanted one clearly defined player character. 
Some people would say that an RPG should have multiple 
playable characters, but games like The Witcher, for exam- 
ple don't have that, so there was plenty of evidence that it's 
not necessary. 


Did you often have to balance the needs of the story 

against the game design requirements? 

M Yeah, that definitely happened. For example at some 
point we had what we called Tribe Quests in the 

game. They were not part of the Main Quest flow, but in 

the.end. we had to make them mandatory and that caused 

a lot of issues in the playtest and made things confusing. 

The reason we did this was because if you passed a certain 
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point in the Main Quest, those Tribe Quests would become 
kind of obsolete, so we had the option to either stop those 
quests and delete them from the player's log, or make 
them mandatory in order to progress. Since we didn't want 
to have players feel like something was taken off the list 
without them knowing, that’s what we did. It was a big 
decision that affected the writers and the designers. 


Earlier on in development, we also made the beginning 

of the Main Quest less linear. The third quest started out 
as a short, linear story where the player just goes from A 
to B. But because of the story flow, the player didn’t get 
access to the open world until three or four hours into the 
game, which is way too late. So we completely redesigned 
that quest to work as a first taste of the open world. They 
have to stay within The Embrace, but for most players that 
already feels like a huge area and they're free to go where 
they want within it and also begin accepting Side Quests. 
Changing that was another big decision. Then the writers 
came up with the idea that at the end of that quest that you 
have to go hunting with Rost outside the Embrace Gate, 
and that worked well as a transition to the fully open world. 


Can you tell us more about the Tallnecks? How did you 

decide their role in the game, and how many there would 

be in the game? 

M Well we do show multiple Tallnecks at once in the 
game’s intro, but that takes place 18 years before 

the events in the game, and the world has become a more 

dangerous place since then. We considered adding them 

to the combat, but there were a lot of technical issues with 

that. That's been on our minds since the early concept art, 

where we had one being tied down by bandits. 


We prototyped allowing the player to climb the bigger 
machines, but that just got very complicated, because they 
all have armour plates that can be shot off, and the two 
system weren't really compatible. With the Tallneck, we 
started with climbing up the legs, but that was problematic 
because of the movements they make - it just didn’t feel 
tight. So we thought ‘climbing machines is really cool, and 
this is the tallest machine we have, so let's focus on making 
sure you can climb it while it’s moving’. We did consider 
that it would technically be a lot easier if the machine was 
standing still, but of course that’s just not as cool or as 

fun. In the end, climbing from the back was easier, so we 
thought we'd make some level designs where the approach 
to the jump-on point is well protected. 


Did you ever consider adding multiplayer or co-op to the game? 
M Yes, absolutely, but for this project we decided to 

really focus on the single player, and make that a very 
solid foundation. We wanted to really know what the core 
of this game was and what kinds of mechanics it would 
have. If we would have made it multiplayer from the start, 
we wouldn't have as much of a game as we have now. Half 
the team would just be doing technical stuff and getting 


it online. This way we had all the programmers available 

to work on just the mechanics, systems and features we 
wanted. So it’s not that we weren't interested in multiplay- 
er, it certainly seems to fit the concept, but | think this way 
worked out better. 


What are your thoughts on a potential real life robot apocalypse? 
M Yeah, definitely it’s realistic, seeing what the Google 

guys are doing with deep learning, that’s some scary 
stuff. It's getting more and more clever, and technology is 
advancing in that area so rapidly — self-driving cars, all that 
stuff, it's like the science fiction that we've seen in movies 
is becoming reality. | think it won't happen soon, but it's 
definitely possible that some self-thinking machine could 
crash some server somewhere, for whatever reason it has, 
and create a lot of chaos. 


Do you have something that you'd say was a major inspiration 
while working on the game? Like a film or a book perhaps? 
M J For me personally, I’m a really big fan of the Studio 
Ghibli movies, like Nausicca and Princess Mononoke. 
| think those are probably the best animated movies I've 
ever seen. | wouldn't literally take something from them 
into the game, but | think subconsciously, there’s a sort of 
feeling on those that's made its way into the game in some 
form. 


Can you tell us what your all-time favorite game or games are? 
M Metal Gear Solid, Resident Evil 4. Lot of Japanese 

games, actually. | love the Shenmue games, and 
Castlevania: Symphony of the Night is so well designed that 
I'm still amazed by it. 
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The environments in the game really are amazing. 

What made you choose Colorado as the location, and 

were any other locations considered? 

J One of the things we wanted was that the whole 
game would feel a bit like a BBC Nature documenta- 

ry, such as Planet Earth. That was a core inspiration for us. 

We wanted a piece of real-life real estate that was filled 

with beautiful national parks. After looking around a lot we 

really liked the area from Bryce in Utah, Monument Valley 

in Arizona, up to the Rockies in Colorado because of its high 

concentration of national parks. It was also very suited for 

what we needed on the gameplay side. In this relatively 

small area you've got a lot of eco-topical variety. There 

are vast forests, deserts, snow-covered mountains, grass 

plains. It was just a really good starting point for exploring 

this new world. 


And what was the process for reimagining the area? 
How did you tackle it? 
J The backstory of Horizon has this enormously cat- 
aclysmic event in it, and we knew that while some 
things would probably remain the same, some things 
would actually change the area in significant ways. It's 
not science-fact though; we took a lot of artistic license in 
re-imagining the south-west of the US. What effect would 
the collapse of Hoover Dam have had on the environment, 
would rivers and lakes change position? Monument Valley 
was once an ocean, so what would need to change in the 
weather patterns to give it enough rainfall to make it lush 
again? 
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So the addition of a jungle was both part of the fiction 

and also a practical consideration? 

J Yeah, it was a bit of both. We wanted something that 
had a different feel than Colorado and we needed a 


narrative, fantastical explanation for that, but we also like to 
base everything in science as much as possible, avoiding 
anything supernatural. In real ecological terms it is very 
unlikely. But within some theoretical extent, if enough had 
changed in New Mexico then there could be some spill-over 
to create some jungle areas in the south of North America. 


How much did Aloy change from the first sketch to her final form? 
‘] About as long as the project lasted. To some degree, 
Aloy is never done. Not only does she develop in the 
context of the story, and as a personality, but there's always 
additional outfits and fashion. Those new elements have 
to align with what we call ‘vanilla Aloy’, which means the 
version of Aloy used in most marketing artwork — our base- 
form Aloy template. There are certain things that she always 
has on her hips, like her ropes, her climbing gear, pouches, 
armguards and other elements that define her profile. She 
always needs to be recognizably Aloy, while still looking 
different when you change her outfits. The same thing 
goes for her hair. It's always there. We never cover it up or 
allow you to change its color or cut. It's too important to 
her character. So while “Vanilla Aloy” is a template, actually 
getting to that archetype was a long process in itself. It took 
at least three years to really define her. 
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Also, everybody and their horse has an opinion about the main character, so on 
the same day you might get someone in the IT department saying “| hate her 
hair” and maybe Hermen shows up an hour later saying “| love her hair’ So you 
can never please everybody. It’s also one of the reasons why we decided not to 
go for someone very famous. If we had, purely as an example, picked someone 
like Scarlett Johansson to depict Aloy, then the audience would have brought 
some of their preconceptions and opinions about Scarlet and projected them 
onto Aloy. That's something we wanted to avoid. Aloy needed to be her own 
character. The actress we picked is well-known in the Netherlands, but she isn't 
internationally famous... yet... That allowed us to do more with the character than 
if we'd gone for a really famous actress. You could argue that casting Ashly Burch 
for Aloy’s voice might have caused similar issues, because she’s well known 
within the games industry. But she’s such a good match for Aloy’s voice, and 
although she a little more famous than we would have liked, it just works very 
well for Aloy as a character. 


Regarding the process, at some point Ilya our concept designer, came to my 
desk with a stack of paper this thick [hand gestures to show a stack of paper 4 
inches tall] and said “are we done yet?" | said “No, sorry, we've got at least three 
months to go, or six months or maybe we'll spend forever on this.” The moment 
that you commit to being the concept designer of the main character, that pretty 
much defines your career. 


And does the issue of fame also apply to Lance Reddick being Sylens? 
J | don’t think | remember how that came about. | think we were discuss- 
ing the character and John really liked Lance Reddick’s way of talking and 
kept referring to that as the example of how he wanted him to sound. Eventu- 
ally someone said “well if that’s what you want, why don’t we just hire Lance 
Reddick to play him?” As developers we sometimes have to remind ourselves 
that we now have the budgets and capabilities to hire the actors that we like, not 
sound-a-likes or look-a-likes, but the real deal. Once we knew we could do it, and 
that Lance was interested, we could start designing and writing the character 
with Lance in our minds. 


How much of Aloy’s character is 
defined by her tribal roots and the 
clothes she wears? 
J Well John has done his home- 
work properly, so a great deal 
of it. There are of course character 
traits of Aloy that are needed to craft 
the narrative that we wanted. And 
some might be contrary to our own 
experiences and expectations. In our 
own society, if you place someone 
outside mainstream culture and make 
them live with a hermit man for 18 
years, do they really become a normal 
person? How will living on the bad 
side of society's empathy, make you 
more empathic? But Aloy’s society 
is not our society. The Nora are rigid 
traditionalists, and Aloy, because she’s 
not really a part of that society, has 
been against it to some degree. She 
became the polar opposite to some of 
the Nora's cultural values. But, she is 
still part of the tribe, while she might 
rebel against certain of its traditions, 
she’s not suddenly going to look radi- 
cally different in terms of fashion from 
the rest of the tribe. 
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Would she still be Aloy if she didn’t wear those Nora clothes? 
J To a certain extent, that's what happens later in the 

game, as she becomes less one of the Nora and 
more ‘of the world’ and her outfits begin to reflect that. 
But let’s first take a look at the Nora’s fashion and why it 
looks the way it does. It’s also an area that's generated 
some discussion. It's unfortunately one of those areas 
where internationalism fails a bit. North Americans look at 
it they maybe see Native American inspiration, and when 
Europeans look at it maybe they see Celts or Vikings. Some 
people might think there’s some level of cultural appropria- 
tion to it, but for us, when we design a tribe we looked at it 
as an anthropological study. One of the things we learned 
early on from talking to anthropologists is that a culture’s 
wisdom, its fashion, architecture, the way that they speak, 
their food, is all based on the kind of resources they have 
available around them. If you live in an area with lots of 
wildlife to hunt, then the development of agriculture will 
be less likely. If a tribe needs to move with its herd of prey, 
then a nomadic lifestyle is more likely than a culture with 
permanent settlements. These type of factors are what 
defined cultures all over the globe. 


For the Nora, most of their resources come from the hunt, 
and that’s something that you see reflected in their clothing 
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— it's furbased, lots of leathers and ropes that they’ve made 
from intestines, and parts of machines because that’s an- 
other part of their hunting culture. Similarly, the vast forest 
around them gave them the resources for their settlements. 
Why build with stone if you have plenty of wood? Another 
thing is that the Nora are surrounded by high mountains. 
Those are hard barriers to cross. Trade becomes difficult, 
and as a result, contact with other culture becomes rarer. 
People who live in mountains tend to be little more seclud- 
ed than those who live on grassy plains. There's a reason 
why the Mongols went out and captured the world, while 
the Swiss preferred to detract themselves form the political 
turmoil around them. Your surroundings define how you see 
the world. 


All of these things need to be represented in their culture, 
their arts, their traditions and to some degree in their 
religions, because it all comes from the environment they 
live in. 


Can you talk about the machine designs and the 

overall look that they share? 

J Well initially we imagined something much closer to 
a Japanese series called Maschinen Krieger, with a 

sort of animalistic aspect to it; very heavy and strong with 

pistons and pipes. But we didn’t want to end up with a sort 


of dieselpunk/steampunk look. It needed to look far more 
futuristic than what people had seen before. So we started 
talking to the university in Delft, the robotics department. 
We asked them if they could imagine a system that could 
build its own robots, how would they build it and what's the 
current thinking as to how these things could function. They 
said most robots would have legs, because that makes the 
most sense when you're dealing with natural terrain. If you 
have a world where there are no more roads, no electrical 
grids, then you want something self-sufficient that can take 
fuel from the environment around it, then look at how na- 
ure deals with that problem. The reason why animals and 
humans look the way they do is because they are biological 
machines that have evolved to fit exactly within their niche 
in nature, so robots that fill those niches would probably 
look very similar to those machines. 


When we got to talking about how the biomechanics of this 
would work, they said that muscle is still better than any 
motor we've invented - it's hydraulical- 
\y-based and you push blood into it and 
it expands. It’s such a simple structure, 
it's self-healing and very versatile. So, 
artificial muscle is one of the first steps 
in creating long-lasting, self-sustaining 
robots. But the mammalian form isn’t 
necessarily the best for everything. 
Flesh is soft and easy to damage. 

An internal skeleton creates a single- 
point-of-failure problem. A horse that 
breaks its legs in nature is pretty much 
doomed. Crustaceans and insects have 
the better solution there. An exo-skele- 
ton where the protection is around the 
muscle is a better design. And you'll 
see all of that in the machine designs. 


Can you tell us more about the influences 
on the machine designs? Did you look at 
something like Transformers? 

J Maybe not necessarily Transform- 
ers, but that was always in the 
background. | remember going home two 

years ago and my mum wanted me to pick up all my old 
toys because they’d been sitting there for the last 25 years 
and | came across my old Zoids and remembered how 
much of a fan of them | was. And there were shows like 
Dino Riders, and books like Dinotopia which show primi- 
tive societies with dinosaurs mixed into them. | don’t think 
there was any direct inspiration, but between these things 
there was a sense building in us that there was a really 
compelling universe there that hadn't really been explored, 
especially in more recent times. 


Was there anything in particular that was an inspiration to you 
while working on the game? A film or a book maybe? 
J The BBC nature documentaries, as mentioned. Planet 
Earth had just come out a couple of years before we 
started and there was a trend to make these lush nature 
films, so that was a real influence, to create a world that 
was really inviting to explore instead of overly foreboding 
and scary. In 2007 a book came out called “The Earth With- 
out Us” that imagines what might happen if civilization sim- 
ply disappeared overnight, and then there were documenta- 
ries on the Discovery Channel and the History Channel that 
played on those ideas. The Mad Max style post-apocalypse 
is always dark, but taking it much further ahead to the era 
of the post-post-apocalypse gives us a different view. It 
could be a period of re-growth, and we wanted to focus on 
that. There is a glimmer of hope in that. Just the idea that 
even if we f*** up the planet with nuclear war, it doesn’t 
necessarily mean the end of all life on earth, because, as 
Jurassic Park says, life finds a way. 


Do you have an all-time favorite game or games? 
J | really enjoyed Skyrim. It came out when we were 
making the original pitch and it was tackling some of 
the things we had in mind, such as the epic landscapes, 
so maybe there was some inspiration from that. From last 
year | really enjoyed The Witness. It’s like the opposite of 
what we've made. It’s a highly-stylized environment and 
from a design point of view it’s just so cleverly integrated. | 
also enjoyed Deus Ex: Human Revolution. It had a futuristic 
vision that was quite believably done, and it’s quite rare for 
videogames to explore cyberpunk to that extent. 
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Following the events of the Main Quest ‘The Proving, you'll be able to recap 
your progress through the game’s overarching plot by visiting the grave 

at Rost’s hovel — doing so will trigger a monologue in which Aloy reflects 

on all that has transpired up to your current point in the story. Since these 
ruminations provide unique insights into Aloy's thoughts and feelings, it’s 
worth stopping by once in a while to pay your respects. Certain portions of 
the main story are not covered by Aloy's monologues, however; for these 
portions, we've provided our own plot synopsis so that this section may also 
act as a complete summary of the game's story. 


Dawn OF d HEROINE 


Event Reference 


|1| Opening cutscene of the Main Quest ‘ Gift from the Past’ 
2| Inside the Ruins during ‘A Gift from the Past’ 
[3] Conclusion of ‘A Gift from the Past’ 

4 Killing a Strider during the Main Quest ‘Lessons of the Wild’ 
|5| Rescuing Teb during ‘Lessons of the Wild’ 

6 Conclusion of ‘Lessons of the Wild’ 


Transition between the Main Quests ‘Lessons of the Wild’ 
and ‘The Point of the Spear’ 


Detecting Olin’s Focus in Mother's Heart during the Main 
Quest ‘Mother's Heart’ 


9| Reaching the finish line during the Main Quest ‘The Proving’ 


Transition between the Main Quests ‘The Proving’ 
— and ‘Womb of the Mountain’ 


Finding Aloy’s gear in the All-Mother shrine during 
“Womb of the Mountain’ 
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ix years after her naming ceremony, Aloy inadvertently stum- 

bles into an underground Old World ruin during a hunting foray 
with her guardian, Rost. _1|While searching for a way back to the 
surface, she discovers a mysterious ancient device known as a 
Focus that heightens her perception through an augmented reality 
interface. | 2 Aloy eventually finds her way back to the surface 
and reunites with Rost, who expresses concern about the device 
but cannot bring himself to take it from her. 3 |The following day, 
Rost resumes teaching Aloy how to hunt and survive in the wilds; 
however, the lesson is interrupted by a Nora hunter who falls from 
a Brave Trail into a herd of machines, prompting Rost and Aloy to 
rush to his aid. | 4| 


The hunter attempts to express his gratitude, but is ushered 
away by his companions before he can do so — Rost and Aloy are 
outcasts, and tribal law forbids contact with them. 5| On the way 
home, they pass several Nora children gathering berries with a 
chaperone and Aloy is injured when a boy in the group strikes her 
with a rock. Aloy vows to force the tribe to accept her and reveal 


the reason why she was cast out at birth, whereupon Rost informs her that she 
can do so by winning a coming-of-age competition known as the Proving. 6 | Her 
resolve firm, Aloy spends the next twelve years of her life training under Rost in 
preparation for the ritual. | 7 | 


The night before the Proving, Aloy meets a group of 
envoys from the Carja Sundom who have been sent by 
their King to attend the ritual. Among them, she takes 


a particular in 


erest in a man named Olin who wears a 


Focus like her own and begins acting strangely when he 
sees her. | 8 |The following day, Aloy secures her victory 


in the compe 


ition but is nearly killed when a mysterious 


group of attackers ambushes the contestants. 9 | Rost 


gives his life 
inside All-Mo 


‘o save Aloy's, following which she awakes 
her mountain under the care of Matriarch 


Teersa. |10| After revealing that Aloy was found as an 
infant outside a giant metal door deep within the moun- 
tain, Teersa declares her a Seeker and encourages her to 
pursue the remaining answers she desires. (11) 


Grave Visitation 


First time visiting the grave if you chose the “Confrontational” 


THE PdTH OF d SEEKER 


12 option during the final conversation with Rost 'm so sorry for the... things | said, Rost. | didn’t mean them. | 
13| TEC eH oie the “Insightful” option was... So angry. | picked up the amulet the moment you walked 
cera : 4 : = away. It wasn't worthless. Nothing from you ever was. |12] 
14 First time visiting the grave if you chose the “Compassionate’ 
Option during the final conversation with Rost When you said goodbye... | told you I'd find you. Track you down. 
Sie Sat Oh ues Secor a te aes Well... looks like you did it, after all. Went somewhere | can’t 
16 Pat ane Seeker at the Gates’ after follow. |13 
17| After having spoken to Marea in Mother's Crown during the When you said goodbye, | was too quick to let you go. | never 
RAIN) CHOTA SEELET ASD CHES really thought it'd actually be... the last time | saw you. | was just 
18 After reaching Main Quest To Curse the Darkness’ niet acting strong. [14 
= without having completed Main Quest ‘The War-Chief's Trail 
119] eee See tecae ace ee ition? I've been trying to puzzle it out. But nothing makes sense. The 
20, After completing the Main Quest ‘Revenge of the Nora’ alist eae ail fii sees | \aieks BOER. omen: Clete 
Gal Dinfate WEnOleet Tie CerheGan with short hair. But why? And what's the connection? If she’s my 
22\ After searching Olin’s apartment during ‘The City of the Sun’ 
23, After finding Olin during ‘The City of the Sun’ 
24, If you killed Olin during “The City of the Sun” 
25 If you spared Olin during "The City of the Sun” 
26| After saving Olin’s family during the Side Quest ‘Collateral’ 
|27| Before saving Olin’s Family during the Side Quest ‘Collateral’ 
28 After initiating the Main Quest ‘Maker's End’ 


CHAPTER O07 THE NOTEBOOK 


647 


, aaa 


<=" ~\ 
~ 


at 


mother... She didn’t look Nora. If she lives inside the mountain... how could the 
killers know about her? The more | learn... the less | understand. |15| 


| need to track down Olin. An outsider. He was at the Festival. The night before 
the Proving. Somehow the killers saw me through his Focus. And he knew it. He 
could've warned me. When | find him... well, he’s going to 
tell me everything he knows. And he’s going to pay. {16 


Guess | should be going. Got some corrupted machines to 
kill. Goodbye, Rost. {17) 


Until | hear back from Sylens, I've got some time to settle 
old debts. The killers from the Proving. The ones who massa- 
cred the war party. They think they got away with it. [18] 


| tracked them to Devil's Grief. Varl and Sona are going to 
help. They didn’t get away with anything. They're going to 
pay for what they did. |19| 


The killers from the Proving. They aren't going to hurt anyone 
anymore. | tracked them to Devil's Grief. There was a battle, 
and we won. Varl, he... made an impression. Has some 
mother issues, but... | like him. |20 


Well it’s...it’s time to find Olin. I'll try to visit before 
too long. |21| 


But the killers, they’ve got his family. Even so, he’s responsible. For everyone's 
deaths. For yours. |22 


| found Olin. Made him tell me everything. Which was a lot. The killers are some 
kind of cult. The Eclipse. Their leader, Helis... he’s the one who killed you. The one 
you stopped from killing me. Olin said they worship some kind of “devil” called 
Hades. A “Buried Shadow,’ whatever that means. They're raising ancient machines 
from the ground. Corruptors. And that’s got to stop. [23] 


As for Olin, |... executed him. He had too much blood on his hands. | couldn't spare 
him. |24| 


As for Olin, |... | spared him. | know he deserved to die, but... 
his hand was forced. |25| 


After, | saved his family. Innocents who got dragged into this. Like me. And you. |26| 
His family is in danger. So I'm going to save them. [27 


Well. | should be on my way to Maker's End. Until next time. 28 
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___Event Reference _ _ 
NPC dialogue overheard when entering 
Meridian for the first time 


Reaching the guard post at the entrance 
of Meridian proper 


Searching Olin’s apartment during the 
Main Quest ‘The City of the Sun’ 


Initiating the Main Quest ‘The Field of 
the Fallen’ 


Arriving at Red Ridge Pass during ‘The 
Field of the Fallen’ 


Fully investigating the murder site during 
‘The Field of the Fallen’ 


Defeating all enemies at Dimmed Bones 
during ‘The Field of the Fallen’ 


Conclusion of ‘The Field of the Fallen’ 


Entering the palace in Meridian during 
‘Into the Borderlands’ 


Conversation events in the palace during 
‘Into the Borderlands’ 


Finding the remains of Marad’s operative 
in Pitchcliff during ‘Into the Borderlands’ 
Returning to the palace in Meridian after 
initiating ‘The Sun Shall Fall’ 

Entering the abandoned warehouse 
during ‘The Sun Shall Fall’ 


Investigating the suspicious residence 
during ‘The Sun Shall Fall’ 


Defeating Dervahl during the climax of 
‘The Sun Shall Fall” 


EREND'S TdL2 


loy arrives in Meridian amid widespread commotion over the apparent death 

of Ersa, Erend's sister and captain of the Vanguard. 29| In hopes of tracking 
down Olin, Aloy reunites with Erend, who is skeptical of Olin’s guilt but neverthe- 
less agrees to accompany Aloy while she searches Olin’s residence for clues. 30| 
When her search turns up proof that Olin has been manipulated by the Eclipse, 
Aloy prepares to depart; however, after witnessing her “second sight” with his 
own eyes, Erend implores her to aid him in solving the mystery of his sister's 
murder. |31 


Erend points Aloy to Red Ridge Pass, asking her to meet him there at her earliest 
opportunity. 32) Aloy arrives just in time to save Erend from a swarm of attacking 
machines, whereupon he leads her to the scene of the crime a short distance 
away. 33) Aloy's search of the area casts doubt on the killers’ true identities and 
reveals a set of cart tracks leading to an Old World ruin, where she and Erend are 


attacked by a group of Oseram mercenaries and Machines. 34 Aloy and Erend 
secure the ruins, uncovering clues that point to a much darker plot as well as 
evidence that Ersa may still be alive. 35 


Erend urgently returns to Meridian to inform King Avad of the discovery, asking 
Aloy to meet him at the palace. 36 The King’s advisor, Blameless Marad, escorts 
her to the throne pulpit where Erend and Avad are waiting. Aloy apprises Avad 

of the situation and learns from him that the most likely culprit in Ersa’s death is 
an Oseram warlord named Dervahl. Marad informs them that one of his subordi- 
nates has been monitoring Dervahl’s movements and suggests that Aloy head for 
the settlement of Pitchcliff to meet up with the undercover operative. 37) 


Together with Erend and a small group of Vanguardsmen, Aloy sets out for 
Pitchcliff in search of Marad’s agent only to discover that Dervahl found him first; 
however, the agent managed to draw a crude map on the ground with his own 
blood pointing to Dervahl's base. |38| Aloy and the others investigate the site and 
find a hidden workshop complex guarded by Oseram mercenaries; after fighting 
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their way into the complex they find Ersa 
on the verge of death, but she hangs on 

long enough to fully reveal Dervahl's plot: 
the complete annihilation of Meridian. 39, 


Distraught, Erend instructs Aloy to return 
to Meridian. After informing Avad of 
Ersa’s passing and Dervahl’s plan, Aloy 
receives a tip from Marad pointing to an 
abandoned warehouse on the outskirts 
of the city and heads there to meet up 
with Erend. 40/They storm the ware- 
house, but find no one inside — only an 
enormous bomb rigged with enough 
Blaze to level the city. With Erend’s help, 
Aloy separates the bomb from the Blaze 
and follows Dervahl’s trail to a nearby 
residence, where she discovers a tunnel 
into an aqueduct through which Dervahl 
intends to directly access the palace. (41) 


Aloy pursues Dervahl and his men, arriving in the throne room to find Avad and 
his guards incapacitated by one of Dervahl's sonic emitters. Dervahl attempts to 
detonate the bomb in the warehouse and flies into a rage when nothing happens, 
storming out of the room. |42| Aloy rescues Avad and confronts Dervahl, fighting 
her way through the warlord and his minions before Erend arrives and takes 
Dervahl into custody. With the mystery of Ersa’s murder solved and the culprit 
apprehended, Avad and Erend express their gratitude to Aloy as she sets out on 
her own once again. 43) 


A JOURNEY Balk TO THE FUTURE 


Rost. I’m... I'm sorry | didn’t come sooner. 44 


Rost. | can’t believe it’s taken me so long to visit you. 45 


Olin said | could learn more about the woman | look like in the 
ruins at Maker's End. 46 


So | went there and... well, the woman's name is “Elisabet So- 
beck.” Whatever sort of name that is. | need to explore the ruins. 
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Maybe it'll all make sense when | know more. 47] 


Speaking of the Eclipse, | think | had a run-in with Hades... | picked up a Focus, 
and... 


It was like... a cloud or... dark swarm of... something. And its voice... It was terrible. 


| don’t know what Hades is, or... what it wants. But... it's evil. No other way to 
describe it. /48) 


Well. From grave to Grave-Hoard. Here | 
go. I'll try to come back before long. |49| 


| know where | need to go next. The 
Grave-Hoard. Sounds great, huh? 


Elisabet went there to... hold council 
with the war chiefs of her tribe, | guess 
you could say. Maybe the weapon she 
built... maybe | can find it there. '50 


Elisabet Sobeck... she couldn't have been 
my mother. She was an Old One. She 
lived ages ago. Still, there is a connec- 
tion. The hatch -- it thought | was her. 
It's... really strange. Somehow, Elisabet 
stopped war machines from destroy- 

ing the world. She couldn't save... the 
civilization of the Old Ones. That was 
destroyed, obviously. But life? It survived. She saved life from... being devoured. |51 


| need to know how Elisabet stopped the machines. If | can find the weapon she 
built... and use it... the Eclipse won't stand a chance. |52| 


| went to the Grave-Hoard. It... lived up to its name. Millions of people fought and 
died to give Elisabet the time she needed to finish “Zero Dawn.’ The weapon she 
built... it wasn’t there. But | found out where she built it. A secret base, west of 

here. Right under Sunfall, the capital of the Shadow Carja. So getting inside, it’s... 
well, it’s going to take some doing. 53 


Before | can get into the Zero Dawn base, I’m going to have to crash the Eclipse 
Focus network. It’s... complicated. | know where to go. Sylens says it won't be too 


[57 


58 


59 


Grave Visitation 
During the Main Quests ‘The City of the 
Sun’ and ‘Maker's End’ 


During the Main Quest ‘The Grave-Hoard’ 
or later 


If Sylens revealed his name during ‘The 
City of the Sun’ 


If Sylens did not reveal his name during 
‘The City of the Sun’ 


Before completing the Main Quests ‘The 
Grave-Hoard’ and ‘To Curse the Darkness’ 
During ‘The Grave-Hoard’ 
During ‘The Grave-Hoard’ 
During ‘The Grave-Hoard’ 
During ‘The Grave-Hoard’ 


During ‘To Curse the Darkness’ before 
infiltrating the Eclipse camp 


During ‘To Curse the Darkness’ after 
crashing the Eclipse network 


At the opening of the Main Quest ‘Deep 
Secrets of the Earth’ 


Before entering the Zero Dawn facility 
during ‘Deep Secrets of the Earth’ 


Before defeating the Corrupted Thunder 
jaw during the Main Quest ‘Heart of the 
Nora’ 


After defeating the Corrupted Thunder 
jaw during the Main Quest ‘Heart of the 
Nora’ 


When entering Mother's Heart during the 
Main Quest ‘The Mountain That Fell’ 
After viewing Charles Ronson’s tribute 
to Elisabet Sobeck during ‘The Mountain 
That Fell’ 

Before recovering the Master Override 
during ‘The Mountain That Fell’ 

After recovering the Master Override 
during ‘The Mountain That Fell’ 

After warning Avad about the Eclipse 
invasion during the Main Quest ‘The 
Looming Shadow’ 


During ‘The Looming Shadow’ 
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dangerous, but... since when do | trust him? I've got to do it. | need to know what 
Elisabet built. The weapon that stopped the war machines. And the connection 
between us... It’s still a mystery. One | intend to solve. '54| 


| crashed the Eclipse Focus network. It was a... close call. | nearly died. A bunch 
of times. | saw it, Rost. Face to face. HADES. An ancient Faro Titan. Or maybe 


something worse. When | opened the module casing... It was like | had a vision. 
A world being destroyed. Exterminated. | think that’s what it wants, Rost. Extinc- 
tion. 


Anyway, | hurt it. Blinded it. Made it so it can't see through the Eclipse’s eyes, 
can't talk to them over distances. So it’s time. Time for me to go to Sunfall and 
learn about Zero Dawn. Wish me luck. '55| 


Well. Sunfall beckons. Next time we talk, maybe I'll know all about Zero Dawn. 
Goodbye. |56| 


Rost. The Sacred Land has been invaded. The Eclipse... they've laid siege to 
All-Mother. To see where | was born, I’m going to have to carve my way through 
them. | don’t know why, but... | needed to see you first. '57| 


The Eclipse who invaded the Sacred Land... they're dead. Their Corrupted Thun- 
derjaw, too. There's nothing to stop me from entering the mountain and... going 
inside. But | haven't. Not yet. | don’t know why. | guess |... needed to see you 
first. Before | see the machine. Sylens is right. There's no one waiting for me in 
there. It'll be a what, not a who. But at least I'll know. | miss you. 58| 


So. | went inside the mountain. Do you remember the night before the Proving? 
The final lesson you taught me? You said | needed to serve a purpose bigger than 
myself. 


Well...it couldn’t get much bigger. It’s the same purpose that drove Elisabet. And 
GAIA. One they were willing to die for. So yeah. I'll do it. Give myself to that. For 
Elisabet. And GAIA. And for you. [59| 
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| found out how Elisabet died. She... sacrificed herself. As you might 
expect. Said something about “going home.” | wonder where that 
was for her. If | ever find out... I'd like to go there. See it myself. 
Assuming | actually survive the battle at Meridian, of course. Which, 
let's face it, is... well. Who knows. (60) 


Well. I've got a Master Override to recover, so | guess I'll be on my 
way. Until next time, Rost. 61) 


I've got what | need to destroy HADES. The Master Override. Now 
all | have to do is drive it into Hades's skull. So... no problem there. 
The final battle will be fought at Meridian. HADES will come for the 
Spire. And I'll be ready. |62| 


| won't be fighting alone. When the battle comes. | warned Avad, 
the Carja Sun King. | wonder what you'd make of him... Anyway, he 
pledged support. And Erend, he’s going to defend the Spire with 

a detachment of Vanguard. But... that’s not all. A group of Nora 
made the journey. Seekers. All the way to Meridian. Varl. Sona. 
Teb. Others. A whole little war party. Imagine. The Nora fighting for 
something beyond the Sacred Land. For a purpose greater than 
themselves. |63 


Well. I'll try to come back if | can, but... guess this might be it. Thank 
you, Rost. For everything. |64| 


INTO THE SUNSET 


loy drives Sylens’ Lance into l evant Ratarence ] 


Hades, activating the Master 
Override and disabling the rogue 65) 
Al once and for all. The reactiva- 
tion broadcast ceases and the 
awakened Faro warbots fall silent 
again, sparing the world from a 
second apocalypse. Aloy turns 
and quietly walks away while her 
allies celebrate, leaving the lance 
embedded in Hades’ empty shell. 
None question her departure or attempt to stop her as she sets out for the home 
of her progenitor, Elisabet Sobeck, guided by the defragmented journals she 
recovered from the Zero Dawn facility. At long last, Aloy locates Sobeck’s remains 
and her perilous search for answers draws to a close. |65| 


After prevailing in the final battle during 
the Main Quest ‘The Face of Extinction’ 


\66 Post-credits sequence 


Meanwhile, Sylens’ search for answers is just beginning. Having planned for 
Aloy to pierce Hades with his lance from the very beginning, he surreptitiously 
designed the weapon to remotely download Hades’ memory and transmit it to 
a portable storage unit which he carries with him as he awaits Aloy’s victory. 
The lance serves its final purpose just as intended, leaving Hades imprisoned in 
Sylens’ clutches; satisfied with his prize, Sylens demands that Hades reveal all it 
knows about those who created it. 66) 
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INDEX 


If you're looking for the quickest way to find a certain item, 


Reference Page 


Reference Page 


cao . i ; ‘ ae D Fox Skin 574 
this nicely organized list will make things easy. Everything is Damage aa Free Heap 528, 529 
arranged alphabetically, and the pages linked to are the most Damage Types 28 Free Sample Box 578 
relevant ones for the item or topic in question. If something Datapoints "1 Freeze 42 
isn’t on this list, it’s probably not worth knowing about. Daytower 525, 526 Freeze Arrow 122 

Deadliest Game 433 Freeze Bolt 118 
Death from the Skies 390 Freeze Bomb 109 
Deathbringer 234 Freeze Rime Root 574 
Deathbringer Gun 127 Full Sun Reward Box 582 
Deep SecreisoftheFarh a0 OG 
A Curious Proposal 438 Blood on Stone 393 Demand and Supply 432 GAIA Prime 553 
A Daughter's Vengeance 380 Boar 267 Dervahl 261 Game Progression 12 
A Gift From the Past 272 Boar Bone 574 Desert Glass 576 Gatelands 525 
A Moment's Peace 395 Boar Skin 574 Detonating Blast Trap 58 Gatherer 84 
A Seeker at the Gates 293 Bony Meat 574 Devil's Grief 519 Generous Reward Box 581 
Acquired Taste 388 Brightmarket 537, 538 Devil's Thirst 516 Glinthawk 188 
Alert Indicators 28 Broadhead 137 Difficulty Setting 6 Golden Fast Travel Pack 571 
All-Mother 515 Bunker 512 Dirty Basket 576 Goose 267 
Aloy 600 c Dirty Resin Chunk 576 Goose Bone 574 
Ammo 585 Call Mount+ 87 Dirty Rusted Bolt 576 Goose Skin 574 
Ammo Crafter 86 Cantarah's Reward Box | 580 Disarm Traps 86 Grazer 145 
Ancient Armory 372 Cantarah’s Reward Box II 581 Disc Launcher 126 Greatrun Hunting Ground 464 
Ancient Black Bracelet 575 Cantarah’s Reward Box III 581 Dodge Prowess 74 H 
Ancient Bright Bracelet 575 Cauldron RHO 473 Double Shot/Triple Shot 79 Half Sun Reward Box 582 
Ancient Chimes 575 Cauldron SIGMA 469 Dusk Mesa 535 Hammer and Steel 439 
Ancient Metal Eye 575 Cauldron XI 476 E Handling 28, 32 
Ancient Necklace 576 Cauldron ZETA 480 Echo Shell 571 Hardpoint Arrow 95 
Ancient Ring 576 Cauldrons 22 Eclectic Collectibles 570 Harvest Arrow 106 
Ancient Sculpture 576 Cause for Concern — Farewell 376 Elemental Thresholds 38 Hashiv 257 
Ancient Toothpick 576 Charcoal-Burner Box 579 Elizabet Sobeck 606 Healer 83 
Ancient World Items 575 Charger 137 Eluthia-9 515 Healer's Oath 436 
Ancient Wreath 576 Chillwater 571 Enemy Hit Reactions 33 Health 8 
Animal Talisman Skull 574 Coil 575 Enemy Perception 50 Heap of Trouble 385 
Animal Talisman Tail 574 Collateral 434 Enemy Weakpoints 47 Heavy Lifter 79 
Animal Talisman Tooth 574 Collectables 11, 509 Erend 603 Helis 263, 604 
Antennas 48 Combat Override (+) 84 Errands 21, 420 Herbalist 85 
Armor Plates 37 Component Loot 48 Explosive Components 46 Hologram Datapoints 508 
Artifact Collectibles 568 Concentration/Concentration+ 76 Extraordinary Reward Box 582 Honor the Fallen 397 
Avad 602 Corrupted Machines 36 F Human Enemies 243 
B Corrupted Zone: 01 483 Faro Automated Solutions 549 Hunter Big Game Box 579 
Balanced Aim 72 Corrupted Zone: 02 484 Fast Reload 80 Hunter Bow 93 
Bandit Camp—Blackwing Snag 447 Corrupted Zone: 03 485 Fast Travel 18 Hunter Small Game Box 579 
Bandit Camp—Devil's Thirst 443 Corrupted Zone: 04 486 Fast Travel Pack 571 Hunter Tiny Game Box 579 
Bandit Camp-Gatelands 446 Corrupted Zone: 05 487 Fatal Inheritance 402 Hunter's Gathering 522, 524 
Bandit Camp—Hollow Fort 450 Corrupted Zone: 06 488 Fatty Meat 574 Hunters’ Blind 407 
Bandit Camp-Shattered Kiln 449 Corrupted Zone: 07 489 Fighting Back 81 Hunting for the Lodge 423 
Bandit Camp-Two-Teeth 445 Corrupted Zone: 08 490 Fire 40 1 
Bandit Camps 21 Corrupted Zone: 09 491 Fire Arrow 94 In Foreign Lands 430 
Banuk Camp 559 Corrupted Zone: 10 492 Fire Bomb 110 In her Mother's Footsteps 366 
Behemoth 214 Corrupted Zone: 11 493 Fire Kiln Root 574 Insult to Injury 378 
“Bellowback (Fire/Freeze) 177 Corrupted Zones 22, 482 Fire Wire 98 Into the Borderlands 316 
Blast Bomb 113 Corruption 42 Firespitter/Firestriker 128 Inventory Management 24 
Blast Sling 112 Corruption Arrow 122 Fish Bone 574 Irregular Ancient Charm 576 
Blast Trap 58 Corruption Glaze Root 574 Fish Skin 574 K 
Blast Wire 98 Corruptor 192 Flashpoints 20 Kikuk 256 
Blaze 571 Crafting 25 Flower Collectibles 569 Knock Down 80 
Blazing Sun Reward Box 582 Critical Hit/Critical Hit+ 78 Fox 267 Kudiv’s Reward Box | 580 
Blazon Arch 543 Crystal Braiding 572 Fox Bone 574 Kudiv’s Reward Box II 580 


654 HORIZON ZERO DAWN COLLECTOR'S EDITION GUIDE 


Reference Page 


Reference Page 


Reference Page 


more 


Reference Page 


Kudiv's Reward Box III 580 Polished Ancient Charm 576 Shock Wax Root 575 The Looming Shadow 356 
L Power Cell 373, 577 Shock Wire 97 The Medicine Pouch 8 
Lancehorn 145 Precision / Precision+ 78 Shortage of Supplies 427 The Mountain That Fell 349 
Leader Strike 75 Precision Arrow 105 Side Quests 21 The Nora 607 
Learning to Focus 13 Processed Metal Block 571 Silent Drop 71 The Notebook 1 
Lessons of the Wild 274 Proximity Bomb 114 Silent Strike 69 The Oseram 621 
Levelling Up 6 Qa Skills 68 The Point of the Spear 279 
Lodge Blast Sling Weapon Box 581 Queen's Gambit 419 Slagshine Glass 576 The Proving 286 
Lodge Ropecaster Quiet Sprint 75 Sling 108 The Sun Shall Fall 318 
Weapon Box 581 R Smooth Ancient Charm 576 The Terror of the Sun 345 
Lodge War Bow Weapon Box 581 Rabbit 266 Snapmaw 203 The WarChief's Trail 296 
Lone Light 527 Rabbit Bone 574 Sparker 571 The Womb of the Mountain 289 
Longleg 156 Rabbit Skin 575 Spear 89 Thunderjaw 219 
Low Profile 43 Raccoon 266 Special Modification Box 578 Tie Rope Heavy 102 
Luck of the Hunt 426 Raccoon Bone 575 Spurflints Hunting Ground 462 Tie Rope Light 102 
Lure Call 82 Raccoon Skin 575 Stagger and Knockdowns 44 Tie Rope Medium 102 
M Rarity 25 Stalker 182 Tied-Down State 43 
Machine Components 44 Rat Bone 575 Status Effects 40 Tier 1 Merchants 563 
Machine Parts 571 Rat Skin 575 Stealth 28 Tier 2 Merchants 564 
Machine Resources 570 Rattler 116 Stealth Indicator 28 Tier 3 Merchants 565 
Machine Scavenger Box 580 Ravager 197 Sticky Bomb 114 Tier 4 Merchants 566 
Main Quests 20, 270 Ravager Cannon 125 Stormbird 226 Tinker 87 
Maker's End 321 Redeye Watcher 132 Strider 137 Tiny Meat 575 
Merchants 19 Redmaw 410 Strike from Above 72 To Curse the Darkness 334 
Merciful Yusis 258 Reflective Ancient Charm 576 Strike from Below 73 To Old Acquaintance 428 
Meridian 530, 531 Relentless Shivin 258 Strong Strike/Strong Strike+ 74 Traitor's Bounty 415 
Metal Bolt 117 Remarkable Reward Box 581 Sun and Shadow 412 Trampler 162 
Metal Shards 25, 571 Resources 24 Sun Furrows Hunting Ground 466 Traps 10 
Metal Vessel 571 Revenge of the Nora 300 Sun-Steps 528 Traps & Potions 57 
Metalburn 571 Rich Meat 575 Sun’s Judgement 437 Treasure Boxes 578 
Modification Box 578 Ridge-Wood 575 Sunfall 544 Tripcaster 96 
Modifications 54, 575 Robbing the Rich 399 Sunstone Rock 404, 535 Trout/Salmon 266 
Mother's Crown 523 Rockbreaker 208 Supply Caches 25 Turkey 267 
Mother's Cradle 513 Rocks 10, 57 Sylens 605 Turkey Bone 575 
Mother's Heart 283, 512 Ropecaster 100 Sylens’ Lance 92 Turkey Skin 575 
Mother's Rise 513 Rost 601 T Tutorials 23 
Mother's Watch 514 Rusted Scrap 571 Tallneck: Copper Deeps 453 U 

Movement 15 Ss Tallneck: Devil's Thirst 452 Ullia 253 
Mysterious Box 580 Sanctuary 424 Tallneck: Rustwash 456 Underequipped 383 
Mystery Boxes 569 Savage Tarav 258 Tallneck: Spearshafts 455 Unique Quest Items 577 
N Sawtooth 167 Tallneck: Sun-Steps 454 Using Your Weapons 26 
Navigation 16 Scanned Glyphs 509 Tallnecks 22, 451 Vv 

Nil 262 Scanning Enemies 14 Tear 33 _Valleymeet Hunting Ground 460 
Nora Hunting Ground 458 Scanning the Environment 14 Tearblast Arrow 106 Vanasha 604 
Notched Ancient Charm 576 Scavenger Dark Box 578 Tearblaster 124 Varl 602 
fo) Scavenger Light Box 578 Tearblaster Weapon Box 581 Vashad 260 
Odd Grata 422 Scavenger/Scavenger+ 85 Teb 563 Vessel Collectibles 568 
Odund 255 Scrap Collector Box 579 Ted Faro 606 Ww 

Omas 260 Scrapper 151 Text Datapoints -Machines 509 War Bow 120 
Oseram Cannon 129 Sculptor Box 579 Text Datapoints - Quests 508 Watcher 132 
Outfits 60 Settlements 18 Text Datapoints —World 509 Weapons of the Lodge 394 
Outlaw Dark Box 579 Severity Thresholds 38 The Banuk 620 Weave 575 
Outlaw Light Box 578 Shard Gambler's Box 578 The Carja 612 Wire 571 
Overridden Machines 36  Sharpshot Bow 104 “The City of the Sun 307° Zz 

P Shell-Walker 171 The Embrace 510 Zaid 254 
Palas’ Reward Box | 580 Shield-Weaver Outfit Box 581 The Face of Extinction 359 

Palas’ Reward Box II 580 Shock 41 The Field of the Fallen 311 

Palas’ Reward Box III 580 Shock Arrow 121 The Forgotten 369 

Photo Mode 12 Shock Bolt 118 The Grave-Hoard 328, 557 

Pitchcliff 554 Shock Bomb 110 The Heart of the Nora 346 

Plants & Wildlife 574 Shock Trap 57 The Jewel 533 


CHAPTER O7 THE NOTEBOOK 655 


HORIZON ZERO DAWN 
COLLECTOR'S EDITION GUIDE 


Future Press Verlag & Marketing GmbH 
Mansteinstr. 52 

20253 Hamburg, Germany 
future-press.com 


Managing Directors Frank Glaser 
Jorg Kraut 
Editor-in-chief Wil Murray 
Lead Author Bruce Byrne 
Authors Franz von Eisenheim 
Ryan Brunski 
Daniel Strauss 
Lucas Hofstatter 
Illustrator Wil Murray 


Layout J6rg Kraut 
Sven Kanth 


Stay intouch support@future-press.com 
facebook/futurepress 
@futurepress 


Horizon Zero Dawn™ ©2017 Sony Interactive Entertainment 
Europe. Published by Sony Interactive Entertainment. Developed by 
Guerrilla. “Horizon Zero Dawn” is a trademark of Sony Interactive 
Entertainment Europe. All rights reserved. 


©2017 Future Press Verlag und Marketing GmbH. All rights 
reserved, including the right of reproduction in whole or in part in 
any form. 


All other copyrights or trademarks are the property of their 
respective owners and are used under license. 


Limits of Liability and Disclaimer of Warranty: THE AUTHOR AND. 
PUBLISHER MAKE NO WARRANTY OF ANY KIND, EXPRESSED 
OR IMPLIED, WITH REGARD TO THESE PROGRAMS OR THE 
DOCUMENTATION CONTAINED IN THIS BOOK. THE AUTHOR 
AND PUBLISHER SPECIFICALLY DISCLAIM ANY WARRANTIES OF 
MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE. 
THE AUTHOR AND PUBLISHER SHALL NOT BE LIABLE IN ANY 
EVENT FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES IN 
CONNECTION WITH, OR ARISING OUT OF, THE FURNISHING, 
PERFORMANCE, OR USE OF THESE PROGRAMS. 


A sincere THANK YOU to our friends at Guerrilla for your 
incredible support and your hard work on getting all the 


assets we required. It was a pleasure working with you — 
see you next time! 


We would like to thank the following people in particular 
for their untiring support throghout this project. 


Guerrilla Games Angela Gillespie 
Samrat Sharma 
Lambert Wolterbeek-Muller 


Sony Interactive Claire Coopland 
Entertainment Europe Bavidievane 


Chris Brown 
Emma Benfield 


Special Thanks to the following people who accompanied 
and helped us during production: 


Guerrilla Games 
John Gonzalez 
Eric Boltjes 


Hermen Hulst 
Dennis Zopfi 
Jan-Bart van Beek 
Ben Schroder 
Blake Politeski 
Brian Roberts 
Niko Fernandez 
Marijn Giesbertz 


Mathijs de Jonge 
Ben McCaw 
Rob Heald 
Cayle George 
Adriaan de Ruijter 
Roland Ijzermans 


Cesar Bittar David Ford 
Dennis van den Broek Ahmed Salama 
Dan Calvert Jessica Wyeth 
Roy Postma Lisa Wilson 
Joshua van Gageldonk Thomas Tarling 
Lucas Ward Neil Johnson 


Michael Love 
Tony Robinson 
Tom Bluett 
Laurens Simonis 


George Sampson 
Conor Whiteside 
Anthony Davis 
Kieran Kehoe 
James Kneuper 


Sony Interactive Entertainment America 
Aram Jabbari 
Dais Kawaguchi 


Thanks to our families and friends for your ongoing love 
and support. 


Ryan Payton, Hirofumi Yamada, David Waybright, Nick 
Suttner, Marcus Sanders, Saurian Dash, Alex Robertson, 
Jane Best, Ulrich Mihl, Anwar Hassan, Frieder Bartussek, 
Christian Vogel, Edie & David Hofstatter, Donna Swanson 
& Fred Evans, Annette & Patrick Byrne, Kathleen & Patrick 
Murray, Ulrike Krumbtgel, Big Jim & Cailtin, Grit, Jil & 
Emmie Preuss, Katja, Alex & Lea Glaser. 


